Research Project
I have been involved in the training arena for around two and a half years. There have been some changes in the way courses are put together but mainly they always rely on a PowerPoint presentation. We then have the saying it feels like “death by PowerPoint”. 
“Mezirow, J (1997) describes transformative learning as a process for critical reflection leading to a change in perspective”
On a recent course, there were a large number of learners, and the basis of the training was heavily PowerPoint based. I decided to develop a new way of enhancing the learning. I have previously used videos and real-life cases to support the learning. 
Tufte (2003) provided some of the criticisms of PowerPoint learning: -
Over-reliance on slides PowerPoint can encourage presenters to just read from slides, reducing engagement and interaction.
Cognitive overload slides with too much text, data or complex visuals can overwhelm learners, hindering comprehension.
Passive Learning learners may become passive recipients instead of active participants if slides dominate the session.
One size fits all standard slides do not always meet diverse adult learners needs or learning styles.
Visual Fatigue long slide presentations can cause boredom or eye strain reducing attention.
Reduced Critical thinking simplified bullet points may oversimplify complex concepts, limiting deep understanding.
My question would be can we use game-based learning to enhance our training?
“Gamified learning environments provide the concrete experiences essential for Kolb’s experiential learning cycle, while also encouraging reflection and experimentation through immediate feedback and iterative challenges” Kolb (1984)
I then though of using something like a “treasure hunt” type of learning. This would involve the material for the lesson being used to create a learning-based puzzle for the learners to complete. The clues would be based on the material, and they would have to use various skills and research to find the answer. Failing to answer a question correctly would then hinder progress. I also wanted it to be time based or even have a competitive edge to it to enable the learners to take it more seriously.  Kapp (2012) states good gamification is thoughtfully designed around learning objectives, not just adding game elements for fun.
The lesson I would use was understanding the various categories relating to interviewing we would need to consider in relation to conducting interviews.
“Gamification is using game-based mechanics, aesthetics, and game thinking to engage people and motivate action, promote learning and solve problems” (Kapp 2012, p10)
I firstly would need a suitable space to actually set up the treasure hunt/clues. We do have numerous rooms in the building, and I had to make sure they were free or not going to be used by anyone after I set the game up. 
I decided they could work in pairs of threes as this would enhance discussion and debate around the answers. 
“Smith and Macgregor (1992) emphasize that collaborative learning encourages active participation and shared knowledge among adult learners”.
They would not be permitted phones on their person but would be able to use their work laptops and any relevant resource material in the classroom. All the answers would be retrievable from one of these sources.
My idea was that they would all start in the classroom, and I would give them a set time to answer a set of five relevant questions in regards to interviewing. They will write the answers down and bring them to me, if they were correct, they would be provided with the first clue/question.
I had to make sure the question was related to the subject material and would have an impact on other questions further along the exercise if they didn’t get it right. 
I would also make sure that the questions had different formats for example one could be a definition with missing words and they would have to fill them in.
“Kolb (1984) argues that learning is a process whereby knowledge is created through transformation of experience”.
I would make use of jumbled words that would have to be reorganised into the right order which would then provide the correct answer for example: -
Rearrange the words below and then find the source and its use for a policing purpose?
SAY   YOU    EVIDENCE   DO   BE   NOT  ANYTHING  GIVEN  SAY   ANYTHING   TO   HAVE  DO  YOU  MAY BUT
These words would be reorganised into: -
‘You do not have to say anything, but anything you do say may be given in evidence”.
The learners would then be expected to locate the appropriate chapter in PACE (Police and Criminal Evidence Act 1984) and explain what it is used for and why we use it. 
This would then be explained as the old caution used to conduct an urgent interview.
I would then ask a question further along the exercise in relation to urgent interviews and if the above question had not been answered correctly the following question would not be possible to answer.
This could be in relation to Adverse Inferences section 34 Criminal Justice and Public order Act 1994. If they did not identify the link to Adverse inferences, then the later question would then need to be reviewed and they would have to go back to this question. 
I was also intending on using Microsoft Forms, this is a programme we use to obtain feedback on our courses and to check what courses officers would like to attend. 
I would develop a multiple-choice type questionnaire very similar to that of the National Investigators Exam (NIE). This would give the learners practice at these questions and would also be an effective way of getting them to discuss the answers and to read the questions carefully. 
When they have achieved 100%, they will then be able to move on to the next question/stage of the quiz.
The first cohort I designed this for was a class who were all direct entry detectives and had around 10 months of Police service. They are on a programme which will accelerate them to qualified detectives within two years. As part of their programme, they return to the training department for intermediate suspect interview training and follow this up immediately with Achieving best evidence training, this is how to interview vulnerable adults and children.
Both of these courses can be delivered as standalone courses however the direct entry detectives will be completing them back-to-back. Due to this reason, I believed that alternating some of the lessons into the treasure hunt type quiz would enhance the learning and provide a different learning experience for them.
The class themselves had all joined at the same time and were part of the same cohort. They all knew each other, and this would, I believe, enhance the learning with regards to their competitive nature.
As stated above I decided to use the idea on one of the interview legislation lessons. I had to check with the administration staff on what rooms were free and then begin developing the necessary questions to support the learning. 
There was an actual lesson and PowerPoint for the input, but I used this to then develop the quiz from. This would make sure it was aligned with the College of Policing Curriculum and provided the necessary information for them to use in the real word environments.
According to Gummeson et al. (2024) quizzes can enhance student learning outcomes when designed effectively.
I decided it would be better to conduct the lesson after lunch. This would give me suitable time to make sure it was all in order and to invigorate the learners, as most seem to be a bit more relaxed after food. 
I had managed to utilise three extra rooms and also the office where the trainers are based. I have already set up the Microsoft forms questions, but these would only be sent once the learners had reached the appropriate stage of the quiz. I can send this through Microsoft teams which helps immensely in keeping the game flowing. I did also manage to use the services of another trainer who would be another step in the quiz, and they would have to approach them to pass to the next stage.
The quiz started off with five questions relating to something they had learnt that morning, the first pair/triple who got the correct answers would approach me and I would then provide the question for them to progress. Once they got the right answer they were then directed to another room where further questions were waiting for them. In the next room I had written a definition and left it on the table, they were then expected without help, to write what the definition was for. There was then another question on the wall which provided a list of key requirements for conducting a PACE complaint interview. Some of these were false and they would have to research PACE to get the right answers. 
The above section in regards to the urgent interview I utilised the other trainer to help with this, they had to make it to them with all correct answers and he would provide an envelope with the jumbled up words inside. He would then give them the question and they would need to get this question right before being able to move on.
I did discuss with the group if they would like this type of learning, and they were unanimous in their agreement. I set the game up and then waited for them all to return from their lunch.
I have then begun the quiz and they have all engaged and seemed to enjoy the challenge. 
The questions were relevant to the learning and the feedback I received that it was an enjoyable experience and a nice break from continuous PowerPoint presentations.  
I did notice a few issues though, the first being the size of the class. Due to there being so many learners it was difficult to manage them all at the same time. Some were then coming to the same part of the quiz at the same time, and this then caused a bottleneck and others were waiting around. This would be something I could address in the future. 
“Pappas (2015) highlights how innovations like microlearning and gamification are transforming adult education”.
What I did notice though was excellent team working, an enjoyment at what was being taught and the way in which they were learning. There has been research conducted around gamification in adult learning some key points are: -
Enhanced Motivation and Engagement: gamified elements like rewards and challenges can significantly boost learners’ intrinsic motivation, making the learning process more enjoyable and compelling. For instance, a study highlighted by the Liverpool Chamber of Commerce found that combining microlearning with gamification led to higher levels of knowledge retention and transfer compared to traditional methods.
Improved Learning Outcomes: Research indicates that gamification can lead to improved learning outcomes by fostering a deeper commitment to the learning process. A 2020 study published in the journal of Educational Technology found that adult learners who engaged with gamified educational platforms demonstrated a 37% increase in knowledge retention compared to traditional methods.
Personalised Learning Experiences: Gamification allows for adaptive learning paths that cater to individual learner needs, promoting a more personalised and effective learning journey. This approach is particularly beneficial in workplace training scenarios, where employees can progress at their own pace and revisit content as needed. (Liverpool chamber of Commerce)

Potential issues: -
Risk of overemphasis on rewards: Excessive focus on extrinsic rewards can undermine intrinsic motivation, learners will prioritise the points/win over the actual learning. A study on Duolingo users found that overindulgence in gamified elements could detract from the learning experience. 
Potential for unhealthy competition: too much competition can lead to demotivating learners, and they may not perform as well. Its crucial to balance competition and the actual learning itself. 
Following on from Knowles theory of adult learning, Andragogy Knowles et al (2015) this can be emphasised by: -
Self-directed learning- adults take responsibility for their learning, in my quiz this was evident in team working and research materials to obtain the right answer rather than it being given on a PowerPoint. 
Experience – adults bring prior knowledge and life experiences; all my learners were direct entry detectives who had first hand real life policing experience.
Readiness to learn – adults are motivated by relevance to their life or work, this was apparent as interviewing is one of the main skills that a detective will have.
Problem-centred learning – adults prefer practical, problem-solving approaches, a quiz fits this criteria completely.
Internal motivation – adults are driven more by internal factors than external rewards, as above interviewing is a key skill they will need to progress in their careers.

Overall, the lesson was very enjoyable and the learners reacted really well to it. There are some drawbacks from a practical point of view. The planning, preparation, and production of the material to complete the quiz. Due to the limited time available it would not be possible to produce something like this on every course. I must also be aware of the numbers on the course as we usually run a course with around 12 to 14 attendees but the course in January had twenty-one attendees and I did struggle logistically with the numbers.
Another thing to consider is that the quiz does actually flow and that each station is a learning point but also leads onto another learning point. There were potential issues too with using Microsoft Forms as the internet in the training department was temperamental and this had an impact on others accessing this. I found this then caused issues amongst the learners and it could have had a negative impact on the learning. 
This will be something I will be implementing into other lessons; it will depend though on length of course and the students attending. Brookfield (1995) emphasises that critical reflection from multiple perspectives, including learners, colleagues, theory and ones own experience.
“The most important knowledge is an understanding of how students experience their learning” (Brookfield, 1995 p. 35)
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