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1. [bookmark: _Toc136344902]Introduction
[bookmark: _Int_niNh9vUd]In very general terms, innovation means doing something new, whether that’s creating a new product, a new service, or something else. As technology brings an increasing pace of change into the sector, there is an onus…to ensure innovation is aligned with pedagogy. (JISC, 2020)
Digital technology and innovation have played a major part in education over the years, from the invention of the Abacus in 2700 BCE to the emergence of audio-visual technology in the twenty-first century; such as radio, TV, computers, and the internet (Selwyn, 2017); and recently technologies such as Artificial Intelligence (AI) and Virtual Reality (VR) (JISC, 2022a). Selwyn (2017) argues the rise of digital technology in society has informed the increase of its use in education. This has led to the emergence of Education 4.0 which aligns with the needs of Industry 4.0 and has supported innovation practices in education (Ramírez-Montoya, et al., 2022). It is not surprising therefore that Universities need to remain flexible, open minded. creative and innovative to keep up with new technologies; whilst ensuring the effectiveness of their application in teaching and learning to prepare students for the future.
The intention of this review is to recognise and understand how digital technology and innovation has affected, developed, and informed pedagogy and modern teaching and learning practices within the post-sixteen education sector. The review will discuss how this has altered the role of the teacher, the student, and the role of higher education through the lens of online and blended learning.
[bookmark: _Toc136344903]2. A critical evaluation of the role of digital innovation in professional practice

[bookmark: _Toc136344904]2.1 Introduction
 
The Covid pandemic has contributed to the disruption of higher education and has accelerated the need for technological innovation (THE, n.d.). The pandemic exploited the benefits of technology and online learning and has placed new expectations on universities to design engaging and flexible approaches. According to García-Morales, et al. (2021) this has resulted in the disruption of traditional higher education models of transmission. Enomoto, et al. (2018) shares this view and confirms that transmission of knowledge is no longer effective and recommends embracing technology to enhance teaching and learning in an innovative way. Røe, et al., (2022) agrees and suggests that those who adopt a student-centred approach are more likely to be innovative.
In response to the fourth industrial revolution, education has now caught up and introduces Education 4.0 which seeks active learning best practices and has supported innovation in education. This has resulted in the need for universities to provide students with the knowledge and skills to navigate the ever-changing problems and challenges in society. To achieve this, Ramírez-Montoya, et al. (2022) suggests incorporating real-life scenario-based learning, experiential learning and developing research and problem-solving skills. In addition, Karsen (2022) suggests designing challenging and highly interactive activities that include group discussion. Therefore, with the development of new technologies and the vast amount of knowledge available online, students need to develop the skills to “learn how to learn” which can set them up for success in the workplace and promote lifelong learning. In conclusion, Watty, et al. (2016) suggests that universities must embrace opportunities afforded by technology if they wish to remain competitive and relevant in the twenty-first century.

[bookmark: _Toc136344905]2.2 Growth of online and blended learning

Since the Covid pandemic, there has been a shift from face-to-face learning to online learning (García-Morales, et al., 2021; Ögeyik, 2022). Cheney & Sanders (2011) and Selwyn (2017) recognise that as tools for online learning become more sophisticated, education experiences will improve; realising the benefits of a university without walls. This will lead to benefits such as student choice, flexibility, widening access, supporting diverse students, and improving access to higher education (Beetham, 2020; Gordon, 2014; Selwyn, 2017). In response, Beatty (2014) has developed the Hyflex model, which exploits the use of technology, providing students with flexibility on how they can attend classes whether in person or online, at a time and place that suits them. Johnston, et al. (2019) and Ögeyik (2022) suggests that when designed well, hybrid sessions can provide a deeper level of engagement and participation, as well as developing student independence and creativity (Karsen, et al., 2022). However, these experiences must be carefully designed to ensure their success (García-Morales, et al., 2021).
Online and blended learning require a distinct set of pedagogical practices. Recognising that some activities for learning are still found to be most effective in person, Garrison and Kanuka (2004, as cited in Selwyn, 2017) and Røe, et al., (2022) suggest that technology is best used as part of a thoughtful integration of both online and face-to-face experiences. García-Morales, et al. (2021) proposes this can be facilitated through active learning opportunities using virtual learning environments, online polls, and quizzes; utilising collaborative, formative and peer learning activities to create interactive and dynamic learning experiences. For example, using videoconferencing platforms and digital collaborative and communication tools. However not all teachers possess the required digital skills to design and deliver high-quality, interactive experiences. This has led to the development of initiatives such as the Welsh Government Digital 2030 strategy (Welsh Government, 2019) and the JISC Digital Capabilities Framework (JISC, 2022b) which are in place to address the development of digital skills for both staff and students in order to bridge the current skills gap in the post-sixteen sector.

[bookmark: _Toc136344906]2.3 Pedagogy is changing

[bookmark: _Int_2hpc28Fo][bookmark: _Int_PDjDdNkl][bookmark: _Int_E3MErQtg]Theorists have criticised the fit of twenty-first century technologies and the theories of learning from the twentieth century. The introduction of technology enhanced learning has affected the way we teach and learn and requires new theories for learning (Bejjar & Boujelbene, 2013; Beetham, 2020; Selwyn, 2017). Incorporating digital tools however does not directly translate to learning (Beetham, 2020). Koehler & Mishra (2006, p. 1033), highlight that ‘merely knowing how to use technology is not the same as knowing how to teach with it’. The introduction of technology therefore requires a new set of knowledge and skills that is aligned with a student-centred approach (Enomoto, et al., 2018). Johnston, et al. (2019) recommends using pedagogical informed frameworks such as the Technological, Pedagogical and Content Knowledge model (TPACK) and the Substitution, Augmentation, Modification and Redefinition model (SAMR) (Beetham 2020; Koehler & Mishra, 2006; Selwyn 2017). These have been used to optimise learning in a meaningful and transformative way, and have emerged as established, popular and well used and are referred to consistently throughout the literature.
This has led to the notion of teacher as a designer (Enomoto, et al., 2018; Selwyn, 2017). Beetham (2020, p. 6) suggests following principles of learning design which they define as ‘a formal process for planning technology-enhanced learning activities’. Learning design has gained popularity within the higher educaton sector through the development of evidence informed frameworks such as ABC and Carpe Diem, which have proven useful in guiding teachers to successfully incorporate digital technology. Beetham (2020, p. 136) recommends this approach ‘to facilitate the production of innovative, student- centred designs for online and blended learning’. Furthermore, the development of what Law (2022) terms as Curriculum 4.0, recognises the shift of curricula from the industrial era to a more knowledge-based approach. Teachers must therefore design experiences where students benefit from continued technological developments through experimentation and exploration. This aligns with the development of the teacher as facilitator, leading students through authentic and problem-based learning through inquiry (Johnston, et al., 2019; Race & Pickford, 2007). 
[bookmark: _Int_pkE544bt]Technology should not be used just for the sake of it. The evidence suggests teachers must adopt the approach of pedagogy before technology to ensure effective teaching and learning approaches (Beetham, 2020; Enomoto, et al., 2018; Smits, et al., 2019). Selwyn (2017, pp. 36-37) reminds teachers that they must not rely on the over-promise of technology and avoid going ‘for the next shiny thing’. Johnston, et al. (2019) and Beetham (2020) highlight the importance of adopting a critical pedagogy to avoid this. This can help teachers take a measured approach when using technology to support and enhance learning and avoid adopting technology without a purpose. Furthermore, Selwyn (2017) and Smits, et al. (2019) state that technology does not guarantee better teaching or more effective learning. Johnston, et al. (2019) therefore, warns of the influence of technology companies within education. Teachers should remain critical of what is promised, in comparison to what is offered in practice, ensuring authentic engagement with technology aligns to learning outcomes and not just about using specific technology (Kolb, 2017).

[bookmark: _Toc136344907]2.4 The changing role of the teacher and student

[bookmark: _Int_denRo1hg]The role of the teacher in the digital era has changed. In the context of professional practice within the post-sixteen sector, the shift of traditional teaching from teacher-centred to a more student-centred approach has been recognised. This moves teachers from transmission, behaviourism and instructivism to fostering active learning and collaboration; moving students from passive to active learners (Beetham, 2020; Enomoto, et al., 2018; Ramírez-Montoya, et al., 2022; Selwyn, 2017). As such, the teacher has now become a facilitator (Beetham, 2020; Enomoto, et al., 2018; Knowles, et al., 2020; Reece & Walker, 2007). Selwyn (2017) argues that the future role of the teacher will further change due to the developments in technology. They highlight trends such as networked, social, and collaborative technologies as having an effect, which is evident in how students now expect to learn and engage. For example, through use of communication platforms such as Microsoft Teams which offers instant communication and collaboration. This has led to development of new learning theories such as networked learning, connectivism and connected learning (Bejjar & Boujelbene, 2013; Selwyn, 2017); which have said to have emerged from ‘relational dialogue with online resources and…learning networks or communities’ (Beetham, 2020, p. 72). Gordon (2014) and Haleem, et al. (2022) therefore advocate the use of Web 2.0 technologies in designing activities for students to create, collaborate and provide peer feedback through tools such as wikis, podcasts, and blogs. This supports Race & Pickford’s (2007) view supporting inquiry and problem-based learning, where students can access digital tools and online information themselves, rendering methods of transmission ineffective.
According to H & Varghese (2023), students find traditional classrooms less appealing due to increased exposure to technology. This requires re-thinking the role of the learner from passive consumers, to taking an active role in their learning (Enomoto, et al., 2018; Ramírez-Montoya, et al., 2022; Selwyn, 2017) thus promoting motivation and engagement. To achieve this, Selwyn, (2017) and Johnston, et al. (2019) recommend re-thinking pedagogy and course design. In a world where technology, knowledge and practice are changing rapidly, Beetham (2020) stresses that educators must avoid delivering learning experiences that are no longer fit for purpose. Delivering an established curriculum to prepare students for a stable world of work is no longer a reality. According to Beetham (2020), authentic, problem and inquiry-based learning approaches can be used to design learning experiences that harnesses digital technology to support students in pursuing their own learning goals in the ever-changing world of work.

[bookmark: _Toc136344908]2.5 Conclusion
 
In conclusion, this review has explored the role of digital innovation and creativity in the post-sixteen education sector. It identifies the changing role of the teacher and student in the digital era and how digital technology should be incorporated to enhance teaching and learning in addition to the student experience. It recognises the importance of learning design, and the adoption of new pedagogical approaches using a student-centred approach. 
The review also highlights the importance of critical pedagogy, and the approaches teachers and universities can take to ensure technology is integrated in an effective and meaningful way. Selwyn (2017) highlights how universities must respond to advances in technology, where Johnston, et al. (2019) warns of the impact of large technology companies and their influence within education. 
[bookmark: _Int_WZ66gO2Y]To continue innovating, Selwyn (2017, pp. 62-63) advises education should learn from lessons of the past and reminds academics to avoid the cycle of ‘hype, hope and disappointment’ which is deemed one of the biggest lessons learned from the twentieth century. However, this should not prevent the adoption of creative and innovative teaching practices. Times Higher Education (2021, para. 3) state that universities now ‘have a unique opportunity…as powerful enablers of innovation, creativity and enterprise that generate new opportunities and support life-long learning’. Enomoto, et al. (2018) and Watty, et al. (2016) warns that without this approach, universities risk getting left behind.




[bookmark: _Toc136344909]3. Selection and Justification of appropriate teaching tool(s) / resources
The literature review provided me with several ideas that I can use in my practice. Due to the numerous options available, it was initially difficult to decide which digital tool to incorporate. To support my thinking and planning, I utilised a Backward Design approach to identify my learning outcomes, starting with the end in mind (Brown, et al., 2013).

[bookmark: _Toc136344910]3.1 Design and planning of the session

Utilising the TPACK model (Koehler & Mishra, 2009), I was able to identify each of the three elements of my lesson, which is critical to effective teaching with technology (Koehler & Mishra, 2009) (Appendix 7.1). For example, identifying relevant content (Content knowledge) and appropriate teaching strategies (Pedagogical Knowledge). I was then able to identify appropriate digital tools to support my lesson (Technological Knowledge); whilst ensuring that the technology is integrated in an effective manner (Koehler & Mishra, 2009; Selwyn, 2017). 
I aligned my chosen strategies to adult learning theory (Andragogy), which requires lessons to be active, collaborative, and authentic (Beatty, 2014; Marshall, 2020; Reece & Walker, 2007). These strategies were also evident throughout the literature review and support learning in the digital era, as well as developing 21st century skills (Beetham, 2020). I identified teaching strategies such as discussion, group work and brainstorming. According to Reece & Walker (2007), these strategies contribute to a high level of participation which meets the needs of active learning and align to the good practice discovered in the literature review. This aligns to the UK Professional Standards Framework (UKPSF) (Advance HE, 2011) A1, K2 and K3 in designing activities aligned with appropriate methods of learning and assessing students.
It was therefore crucial that the digital tool allowed opportunities for students to collaborate, share ideas and comment on one another’s work. This meets the needs of collaborative learning which requires students to feedback and critique each other’s work (Marshall, 2020), and replicates elements of connected learning where students are learning from one another online (Beetham, 2020; Selwyn, 2017). 
Utilising the findings from the literature review, the activity I chose for the lesson was based on authentic and problem-based learning. Problem based learning suits the needs of adult learners (Avis, et al., 2019) and lends itself well to a constructivist approach (Selwyn, 2017). Not only do these promote learning, but they also support a pedagogical approach in the digital era, supporting students in adapting to the constant changing digital and knowledge landscape (Beetham, 2020; Blundell, et al., 2022; Cheney & Sanders , 2011; Johnston, et al., 2019; Ramírez-Montoya, et al., 2022; Selwyn, 2017).
The designed authentic activity (see section 4.0) tasked students to create a lesson plan that they will complete in readiness for their future career as a teacher. Working together also allows students to practice skills of Team-Teaching (Reece & Walker, 2007) which adds to the authenticity of the experience and can boost student engagement (Knoblauch, 2023; Knowles, et al., 2020).  The introduction and modelling of the tool gives students the added benefit of raising awareness of digital tools available to them in their professional practice. As Johnston, et al. (2019) suggests, without the introduction of digital tools that replicate the experiences in professional practice, we would be failing our students by not developing their digital skills and confidence for their future career.

[bookmark: _Toc136344911]3.2 Considerations for a hybrid experience

I wanted to provide students with the choice to join the session online or face-to-face depending on their circumstances. This session was therefore designed as a Hybrid flexible (Hyflex) session (Beatty, 2014). According to Beatty (2014), this provides flexible and accessible access to learning; which can suit the needs of adult learners (Avis, et al., 2019; Knowles, et al., 2020; Johnston, et al., 2019). A Hyflex course must be designed primarily for the online experience, as this allows students to collaborate in the same online space, contributing to the equity of the experience and supporting learner-centred principles (Beatty, 2014). This aligns to UKPSF (Advance HE, 2011) V1 and V2 in respecting diverse learning communities and providing an equitable experience for learners. Designing an online experience, according to Knowles, et al. (2020), is different to a traditional face-to-face environment. Knowles, et al. (2020) recommends online learning environments should be collaborative, interactive and include ways for students to help each other. It is therefore essential to use collaborative technology for hybrid learning (Karsen, et al., 2022).

[bookmark: _Toc136344912]3.3 Identifying the appropriate digital tool.

To summarise, my chosen digital tool must support collaboration in a Hyflex environment that allows for peer learning and feedback through the use of sharing and commenting. In a Hyflex session, it is suggested that technology must be used creatively to make sure all the bloom's taxonomy aspects have been achieved (Karsen, et al., 2022). Sharing, and critiquing other students’ work therefore moves students into the creativity level of Bloom’s taxonomy (Barari, et al., 2022) which can lead to higher-order thinking which Ögeyik (2022) considers good practice to get the most out of online learning. 
Aligning to the recommendations for designing a Cognitive lesson (Reece & Walker, 2007), I was also looking for an opportunity for me (as the lecturer) to be able to comment, provide instant feedback and assess student performance which is a critical component of a digital classroom (Haleem, et al., 2022). According to Karsen, et al. (2022), tools such as Miro and Padlet are suitable tools to support collaborative learning. The digital tool I settled on therefore was Miro (Appendix 7.2) which according to the University of Edinburgh (n.d.) is rated the number one online collaborative whiteboard in higher education. 
[bookmark: _Int_eeOMo3gD]Miro is an online digital whiteboard and utilises Web 2.0 technologies; supporting students to comment and reply to their peers’ posts. A recent study conducted by Skubik-Peplaski, et al. (2021) showed Miro supports collaboration, as well as accessing timely feedback which leads to decreased feelings of isolation. According to Salmon (2002) and García-Morales, et al. (2021) isolation can be one of the challenges to online learning. Addressing this is key to the success of an online learning experience (Avis, et al.,2019; Brown & Eaton, 2020). Miro can also motivate students through interaction which can support innovation of learning (Karsen, et al., 2022). 
When designing the session, I incorporated principles of constructivism and social constructivism (Beetham, 2020; Bejjar & Boujelbene, 2013; Brown & Eaton, 2020; Johnston, et al., 2019; Ramírez-Montoya, et al., 2022; Selwyn, 2017). This approach allows students to build upon their previous knowledge and take an active role in their learning by sharing new ideas through social interaction (Bejjar & Boujelbene, 2013).  This forms part of the Community of Inquiry (COI) framework, where the teacher (Teaching presence) is required to design and facilitate learning by including opportunities for social and cognitive presence (Brown & Eaton, 2020, p. 233). According to Akyol & Garrison (2011), this framework is effective for designing online learning experiences. The use of Miro therefore supports the Social and Cognitive elements to support discussion and collaboration which can lead to deeper learning. 
Utilising the SAMR model, I was able to identify the level of technology integrated into the lesson, which can also identify the level of innovation adopted (Blundell, et al., 2022). Using the model, I recognised that the digital tool used aligns to the transformation stage of the SAMR model. My use of collaboration and student-centred activities allows students to engage across different areas (in both practice, location, and time), engage in reflection, curate evidence of learning and provide peer feedback from a wide range of perspectives. According to Blundell, et al. (2022), this meets the redefinition level of the SAMR Model, and contributes to innovation in practice.


[bookmark: _Toc136344913]4. Application of the chosen learning tool(s) 
As outlined in the assessment criteria, I have included the following as part of the ‘Application of the chosen learning tool(s)’ section. These can also be found in my student folder: Digital Innovation.
For context, a copy of the PowerPoint that I used as part of the lesson can be found in the Digital Innovation folder by clicking on this link: TPACK Model - Lesson planning.pptx
A copy of the annotated screenshot can be found within the following pages. However, if preferred, a copy of the PowerPoint itself can be found by clicking on the following link: Part 3 - Application of the chosen learning.pptx
I have also recorded a run through of the digital product: Video: Tour of the Miro board


[image: A close-up of a card
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Description automatically generated with medium confidence]
The following link will take the reader to the digital product itself, which is the Miro board that was used in the session: https://bit.ly/42ZNAw7 
[image: A screenshot of a computer
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Click on the following link to watch a recording of the run through of the digital product: 
· Video: Tour of the Miro board
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Lesson Plan 
 
	Topic: Planning a lesson using the TPACK model 
	Class:  PCET students, Year 1 
 

	Date: 15th May 2023 
 
	Length of lesson: 1-hour 10mins 
	Number of students: 6 

	Resources required: 
 
· PC/Digital whiteboard 
· PowerPoint 
· Access to the internet 
· Access to Microsoft Teams for students joining online. 
· Students attending in person will need to bring a laptop. Mobile devices will be able to access the platform (Miro), but the best experience will come from desktop access. 
· Link to PowerPoint presentation for the lesson: TPACK Model - Lesson planning.pptx
 

	Aim of Lesson 
 
· To explore the TPACK model and how it can be used to design and develop your lesson planning through identifying appropriate digital tools and technology to enhance the learner experience and meet the learning outcomes. 
 

	Learning Outcomes – The Learners Should Be Able To: 
 
By the end of the lesson, you will be able to: 
 
· You will be able to analyse and evaluate the effectiveness of integrating digital tools and technology into your lesson planning. 
· You will be able to use the TPACK model to design and create a technology enhanced lesson plan. 
 

	Previous student knowledge required for the session: 
 
· Students will have attended previous lesson which covers what TPACK is, and how it is used in professional practice. This knowledge will be used and built upon during the session. 
· Students must have a good level of digital skills to attend the session online, as well as how to use and navigate Microsoft Teams. 
· No knowledge of Miro is required as the relevant introductory videos and guides will be provided ahead of time. 
 

	Anticipated difficulties (if applicable): 
 
· [bookmark: _Int_QXsRrjYK]Some students may not be able to attend the session (in person or online). A video recording of a round up on the topic (TPACK) will be provided, giving students a reminder on what will be discussed and built upon during the session. A link on how to connect to Eduroam will be provided on Moodle as a reminder to students, and how they can ensure they are connected to the internet to participate. 
· There may some issues with accessing Miro. However, this will be supported by a short, flipped learning activity in accessing the platform ahead of time, and accompanied by 3 short ‘how-to’ videos:  
· What is Miro? 
· How to navigate Miro  
· How to use sticky notes in Miro 
· Accessing the internet on campus – A guide to connecting to EduRoam  
· Some students may not wish to participate during the session due to the introductory of a new digital tool. The expectations will have been set at the end of the last lesson, along with a reminder on Moodle that this session requires students to access and participate using the Miro platform. Clear information will be provided on the rationale behind this approach so that students are aware of the value. E.g., Collaboration, knowledge sharing, creating a resource to assist with the ‘Lesson Plan’ assignment, peer learning, authentic learning opportunity, etc. 
· In the event of disruption, e.g., the platform does not load, lose internet connection, the activity will be conducted using traditional methods. 
 

	Professional Standards (where are these being met within the session) 
 
Areas of activity:  

· A1 Design and plan learning activities and/or programmes of study: To meet the learning outcomes, I utilised the TPACK framework to identify the correct tool for me to facilitate group work and discussion in the classroom.   
· A2 Teach and/or support learning: Entry behaviour was established to gauge student understanding, and check if all students had accessed the platform correctly. The platform then allowed me to assign group work activity online to capture the ideas from the students. I was able to guide and facilitate the session through the comments on the board, as well as a reflection element through discussion at the end. 
· A3 Assess and give feedback to learners: During the session, there were opportunities for feedback and reflection, through questioning and discussion. Whilst in the group, I was able to guide and facilitate the session through comments on the board whilst they were working in their group. This was also facilitated through the reflection part at the end where students fed back their ideas to the group. This allowed me to gauge understanding of their knowledge and provide appropriate feedback which led to deeper discussion around their gaps in knowledge. 
· A4 Develop effective learning environments and approaches to student support and guidance: This session was designed to support both an online, and Hybrid experience to allow students to join online if they could not make it. Best practice for this shows how designing an online collaborative activity can lead to the equity of a session (bringing both online and face to face cohorts into the same “space”), as well as encouraging active learning through collaboration. All leading to facilitating an effective online learning environment. The use of the platform allowed students to collaborate and communicate with one another, as well as the added value of comments, where I was able to provide immediate feedback and support to learners. 
· A5 Engage in continuing professional development in subjects/disciplines and their pedagogy, incorporating research, scholarship and the evaluation of professional practices: As part of this session, I have been reading up on how TPACK and other frameworks such as SAMR can benefit my lesson planning and delivery of my sessions to boost engagement, collaboration and authentic learning, and how they can be used to identify appropriate digital tools to support learning. As this was designed as a Hybrid session, I have also taken into consideration good practice from Hybrid learning, and the importance of active learning and collaborative activities can help engage and motivate learners online. I used principles from the Gilly Salmon 5 stage Model to help facilitate the online community, as well some from the Community of Inquiry model to ensure they supportive elements were in place. 
 
Core knowledge:
 
· K1 The subject material:  I used my current knowledge of the TPACK model to guide and facilitate learning, by providing case studies and examples of how students can use it in their teaching. It also allowed me to use build on their thoughts and ideas, by enhancing them further with my additional knowledge of the model. This helped me when designing the session, as well as deciding which elements we were going to focus on (e.g., only the three main areas were looked at during the session to build the foundation knowledge of the model before moving forward with the additional elements). It also helped me when looking at the Content Knowledge (CK) element of the TPACK model and how this, along with my pedagogical knowledge could help me identify an appropriate digital tool to achieve the learning outcomes. 
· K2 Appropriate methods for teaching, learning, and assessing in the subject area and at the level of the academic programme:  The research I have been conducting to facilitate a successful online and hybrid session has allowed me to pull together ideas and good practice when designing this lesson plan. This has brought it good practice for teaching and learning in general, e.g., active learning, collaboration, peer learning, problem solving, authentic learning, etc. And applying theories such as constructivism and social constructivism to enhance student learning through the activity. The collaborative activity worked towards their assessment, which in this case is to design a lesson plan which incorporates their knowledge of the TPACK model. Students were able to work together and learn from one another to build their knowledge and confidence of applying their model through peer learning, as well as feedback that I had provided along the way. This allowed to use the activity as formative assessment, which in turn enhanced the students’ knowledge and confidence that they were on the right track before attempting their summative assessment. 
· K3 How students learn, both generally and within their subject/ disciplinary area(s): As mentioned above, I was able to identify appropriate learning theory and teaching strategies that were appropriate to the content, subject area and for students studying at level 6. These were discussion, group work, collaboration, problem-based learning, authentic learning, and inquiry-based learning. I was able to use the identified strategies, which was used to assist me in my lesson planning to help identify the appropriate digital tools to support me in the classroom. 
· [bookmark: _Int_CgMU1SlO]K4 The use and value of appropriate learning technologies:  In order to facilitate the session, I used appropriate learning technologies such as Microsoft Teams (to allow me to communicate and collaborate with students joining online), PowerPoint, to cover the learning material before beginning the activity and Miro – my chosen digital tool to facilitate group work, discussion, collaboration, peer learning and problem solving. I was also able to utilise the tool to model how it can be used in their teaching as well – which satisfied both elements of the lesson. A Vevox poll was used at the end of the session, to capture both in person and online participant feedback. 
· [bookmark: _Int_AFGwm5Qt]K5 Methods for evaluating the effectiveness of teaching:  On-going support and discussion, allowed me to evaluate certain elements in real time (such as one student struggling to access the platform). This was helped through the discussion and reflection activities planned within the lesson plan to gauge student feedback. I also used a Vevox poll at the end of the session to allow students to comment and feedback on the lesson itself to help evaluate further. This was presented using the anonymous feature so that students were able to feedback honestly. 
· K6 The implications of quality assurance and quality enhancement for academic and professional practice with a particular focus on teaching:  Using the active learning activity, I felt this was a perfect opportunity to gauge student understanding, as well as allowing them an opportunity to practice their ideas so that they are better prepared for the assignment, which I hope would contribute to their overall engagement and satisfaction of the course. Incorporating digital tools has also allowed me to bring in contemporary teaching methods which I could model to students, in the hope that once again, students are satisfied with how the course is being taught as well as adding to their overall experience. 
 
Professional values: 

· V1 Respect individual learners and diverse learning communities:  I have designed this session with online participants and hybrid delivery in mind. Allowing all students to join the same ‘space’ to collaborate with one another. This builds towards the equity of the experience and allows students to join online if they cannot make it in person. The activity also brings in opportunity to share ideas and experiences to facilitate discussion from a variety of perspectives, allowing students to learn from one another (peer learning), and think about different ideas they might not have thought about before. For example, what a student might think about using in one lesson, might be very different to how another student would go about it.  This allowed for deeper conversation during the session. 
· V2 Promote participation in higher education and equality of opportunity for learners:  Allowing students to join online (if they needed to), allowed me to open this session out to more students. This might be due to caring responsibilities, a disability or other commitments that arise as an adult learner. The design of the session itself utilises appropriate technology to facilitate collaborative learning through online activities allowing students to be a part of the ‘same space’ all working towards the equity of the experience as best we can. Allowing students to work in groups gives students an opportunity to discuss their ideas to see if they are on the right track. The digital product at the end also serves as a revision piece that students can revisit online, at any time, on any device to assist with their assignment. Further pre and post learning materials will be shared on the Moodle page for further support and guides, allowing students at different levels to follow the material, and access further support if required. 
· V3 Use evidence-informed approaches and the outcomes from research, scholarship and continuing professional development: From research I have conducted, I have been looking at modern teaching practices that are student-centred and include active learning opportunities. These include collaboration opportunities, as well as incorporating authentic learning and problem solving. I feel I have been able to design a session aligning to the research, as well as being able to use evidence-based frameworks to build the session accordingly. For example, TPACK and SAMR to choose an appropriate digital tool to meet the learning outcomes. Evidence informed approaches to online learning have also been taken into consideration such as how to design and facilitate collaboration activities, as well as ensuring they are equitable and accessible where possible. 



Lesson Detail: 
 
	 
Stage  
	 
Focus 
	 
Strategy  
	 
Time  
 

	Introduction: 
 
Session introduction 
and outline 
 
	 
 
An outline of the session, along with the outcomes. 
	 
 
Explanation (Slides 1-3) 
 
	 
 
5 minutes 
 

	Entry behaviour: 
 
	Asking students what they remember from the previous session, along with any pre-knowledge and experience of the topic to set the scene for the activity. 
 
	Buzz group (Slide 4) 
	5 minutes 
 

	Development: 
 
Going through each of the three elements and talking through what each one means 
 
	 
 
Utilising prior knowledge to expand on each of the three areas (Technological knowledge, Pedagogical Knowledge, and Content Knowledge) through discussion. 
 
	 
 
Discussion (Slides 5-7) 
 
 
	 
 
10 minutes 

	Activity: 
 
Online collaborative activity 
 
	 
 
Using the knowledge and skills gained to populate the TPACK Lesson plan on Miro in groups. Together, they must identify and decide on a lesson of their choice that they will base the work on. Each student will be required to participate and populate the board. 
 
	 
 
Collaborative group work (Slides 8&9) 
Each group to make a copy of the board for themselves to work on. Whilst the activity is running, the lecturer can view the board and make comments as they go along to help guide the students. 
 
(Students will have been asked to complete the prior learning through utilising a flipped learning approach on Moodle beforehand, e.g., watching all three videos and signing up to the platform ahead of time). 
	 

15 minutes 
 

	Feedback 
 
	Students to present their findings to share their work with the wider group. 
 
	Group work / Discussion  
 
 
	15 minutes 

	Peer assessment 
 
	Students to provide feedback on each other’s boards in the form of comments on each post-it. 
 
	Individual activity 
(Each student to review and analyse the post-it notes to provide feedback on their thoughts and ideas, and if they feel the ideas are relevant, appropriate and whether they can suggest improvements. 
	10 minutes 

	Plenary/conclusion 
 
	Review learning outcomes of the session. 
 
	Chalk and talk (Slide 10) 
	5 minutes 
 

	Next steps 
 
	Cover next flipped learning exercise to be completed before next session. 
 
	Formative assessment (Asynchronous activity): Using the knowledge and experience gained in the session, students will be asked to make a copy of the board and use it to create their own plan using a lesson of their choice. This will be reviewed by the lecturer and will allow them to gauge understanding, as well as being able to provide feedback to ensure the student is on the right track and being able to address any gaps in knowledge before beginning their assignment. Direct students to Moodle) 
 
Share session evaluation form (Slide 11) 
	5 minutes 
 

	

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

· Buzz groups at the beginning of the session will be used to gauge entry behaviour as well as showing an understanding of what was covered in the previous session. 
· Brainstorming: The online platform (Miro) will be accessed by the lecturer during the group work session to allow them post and share ideas, as well as comment on each other's post. Feedback and discussion: During the time where students feed their ideas back to the group, this will lead to some discussion where the lecturer will be able to gauge understanding. 
· Peer assessment: Utilising the peer assessment method as formative feedback from their peers. 
· Students will be invited to complete a flipped learning activity before the next session, which is to complete a TPACK lesson plan board for their own lesson. This will provide the lecturer with an opportunity to review their knowledge and skills when applied in their own context, as well as being able to provide feedback to the learner. This will help students to refine their ideas before submitting the summative assessment (which is to produce a final lesson plan incorporating their findings, digital tools and strategies identified as part of the planning process). 



Informal reflection (to be completed after the session) 
 
Overall, I think the session went well. I felt the brief discussion at the beginning of the session, when checking if students had successfully logged in and created a Miro account went well. Although one person did question if this required them to pay or use a personal e-mail address. I was able to re-assure them that they could access this platform using their student e-mail address (as opposed to any other personal or work address), as well as letting them know this was completely free to use. Although there were some initial steps to access, register for and familiarise themselves with the platform, I felt that the onboarding part of this session seemed to go quite smoothly. Upon reflection however, as this was a new tool, perhaps using an in-house solution would have alleviated student concerns around access, etc. And I could have used Teams whiteboard. However, I felt that the added value of commenting for feedback was an added value of Miro. Since delivering the session however, I have come to realise that this is now a planned feature with Microsoft and is something I will be utilising next time due to the affordances for familiarity, (within the Microsoft platform), as well as integration with MS Teams, no licensing fees, etc. 
 
We began the session going over the knowledge gained from the original session where we covered learning theories and frameworks. I aroused their interest by following techniques as set out in Reece and Walker’s book when lesson planning, e.g., stating how the content can be used and how it can help them plan their lesson plan for their assignment. As this is something that is particularly relevant to students, I felt that I had already gained their attention as I felt they could see the value in the activity set out. The session began by communicating what the students would achieve by the end of the lesson (learning outcomes), as well as checking previous knowledge from the previous session to recall what we have already learned or know (entry behaviour). I could have used a digital tool for this part, but as we were using a new digital tool (Miro), I did not want to overwhelm the students and so this was done through traditional discussion. 
 
[bookmark: _Int_NtGZd5UH]As this platform was new to students, the material provided before the session had helped. I utilised a flipped learning approach to achieve this through sharing video links ahead of time. However, for those who might not have watched the video, I also made time to quickly focus in on the minimal elements we would be using in the session. E.g., zoom in and out feature, how to edit a post it, how to grab a new post it, and how to leave a comment. This did not take too long as there were not many features, we were using. The entry to the platform also seemed to be smooth since the link shared was shortened using bitly – so it was easy for students to quickly type it into the search bar. The link was also hyperlinked (if anyone were to join online), as well as being made available via QR code for those students who did not have access to a laptop. This link took students directly to the correct board and they were able to start navigating straight away. I recommended that students joined on a laptop as it provides a better user and work experience, however the QR code was offered to those who may have not been able to bring a laptop. 
 
Some initial concerns arose when students started to navigate around the board while I was talking. I felt this had meant that they were not 100% focussed on what I was saying. 
However, the activity itself had been introduced prior to the students clicking on the link (via PPT) which helped me keep their focus for a little bit longer - so I think this was a good move! I also included the task and a short step by step guide located on the left-hand side of the board to remind students what the task was asking of them, and how to go about it. This is something I learned in the managing behaviour module where if students do not know, or cannot remember what has been asked of them, they will not complete it and can lead to disruptive behaviour. I felt the design of the board was simple, and aligned to the content we covered in the slides before the activity. This allowed students to begin the activity quickly without much support. 
 
The step-by-step guide was quite simple, and only included the initial three elements of the TPACK model to get students to start thinking about how they would apply the model to their lesson plans. I asked them to work together in groups (although due to the small numbers in this session, we decided to do it as one group). I asked them to produce a lesson plan, which they all agreed upon. They then started populating each of the three elements of the TPACK model, so that they can start putting themselves in the shoes of a real lecturer and start to think about how they would apply it. They were able to produce some promising ideas, particularly for the Technology part. By seeing their answers, I was able to guide them by commenting on their work along the way. This helped feed the discussion after the activity, and dive deeper into some of the elements. This allowed us to have a deeper conversation around the ideas, such as things like considering Blooms Taxonomy, and which elements they felt the digital tool covered, and to critically evaluate if the suggested tool was most appropriate to their learning outcome. An example of this would be using video, one suggestion was using video to research further content, however this was not meeting the learning outcome necessarily, and therefore we were able to discuss how perhaps one of the other suggested ideas might allow the lecturer to monitor learning understanding. 
 
I found the session to be useful as some of the students were not 100% sure what to write in certain columns. It was great to hear the other students join in the conversation to suggest other ideas, which helped the student to understand a bit better to participate. 
 
One student felt overwhelmed by the discussion of digital tools, however as they could see the different ideas, and the different level of technology, ranging from using video to research, and then using video for creation, they could see how they would be able to apply technology in their lessons a little at a time (as opposed to attempting to try and fit everything in).  I was pleased with this result as I could see that the penny had dropped and not everything has to be approached with technology, only those which can assist and enhance the learning outcomes. This was a big win for me as I feel the collaborative approach using Miro (as well as discussion and peer learning), helped clarify their concerns. 
 
Overall, the activity itself could have been delivered and facilitated using the traditional method of group work, using pen and paper. However, the digital tool allowed students to work together and collaborate with those who were joining online. By seeing all the other responses on the board, they were also able to see and comment on one another’s ideas. This allowed students to learn from each other and build knowledge and confidence in the area. I personally think the product of the session is also something that students can use to re-visit when it comes to writing their assignment, as well as being able to duplicate the board to help them plan their lesson within their own context. Students will be welcomed to use this to allow me as the lecturer to comment on their work (using the comment feature), to help guide them before their assignment is due. This can help with feedback, as well as a form of formative assessment that can help me track their progress and understanding. I also feel this can be a method of support when it comes to completing the assignment, providing students with the space and opportunity to get their idea in place before proceeding any further with their assignment. 
 
Some of the negative feedback I received was that the number of cursors on screen can be confusing. This is something I take on board and afterwards I was able to show the student how they could have turned this feature off. This is certainly added to student’s cognitive load and was not necessarily as part of the group work activity. This element was also raised when a student had commented on how the number of sticky notes can also be overwhelming. However, I will build this into consideration for the next session. Another comment I received was that one of the students kept moving the template I had created! I had reassured them that this is not their fault and was a result of the fact that I had not locked these into place. I was lucky in that respect that there was only a small group of students, and I was able to address them on this quickly and resolve the issue in real time. This is something I need to ensure and test out ahead of time next time.  One final additional comment I wanted to include was how one student in their feedback said that they would not change how the session was set up or designed and could see the value of using it in their teaching. I felt proud that I was able to facilitate and deliver a session that allowed the student to explore a new platform that she did not know existed. 
 
Overall, the students found the session to be useful, rating the session 4 and 5 stars – 1 being not useful, and 5 being very useful. I was able to ask them what they liked about the session, which created the following word cloud:
[image: A close-up of words

Description automatically generated with low confidence] 
The above feedback helped me achieve the collaborative, active learning approach that I had intended; whilst ensuring students were engaged, as well as facilitating peer learning opportunities. One of the best parts of the session I felt was the fact that it allowed students to practice authentic learning, by bringing in an activity that allowed students to apply the TPACK model to a lesson of their choosing. Best of all, I am glad that I did not overwhelm or put any students off using the tool altogether, as no one had responded they did not like the tool. I recognise that some students would require further training before adopting this tool in their teaching, but I was happy to have been able to model and facilitate the session to help broaden the scope of digital tools that can help students in their professional practice. 

[bookmark: _Toc136344914]5. Evaluation and Reflection


[bookmark: _Toc136344915]5.1 Description

[bookmark: _Int_GGF5wg5R]As part of the digital innovation module for the PCET course, I designed and delivered a lesson on ‘Planning a lesson using the TPACK model’. The session was delivered to four first year PCET students and was designed as a hybrid session, providing choice to join online or in-person. 

The digital product I designed was a Miro board, which allowed me to build a collaborative and engaging experience for both in-person and online participants (Beatty, 2014; Parry et al., 2021). This involved students working in groups. They were required to collectively decide on a lesson to base their task on and populate three columns of the TPACK model using post-it notes on the Miro board. This encouraged use of functionality within the platform to comment on each other’s work to support peer assessment and feedback (Reece & Walker, 2007). 

For the purposes of this assignment, I will be utilising the Gibbs Reflective Cycle (Gibbs, 1988).


[bookmark: _Toc136344916]5.2 Feelings

Before the session, I was confident that my research and planning allowed me to successfully plan and integrate technology in the classroom (Beetham, 2020; Selwyn, 2017). I was happy that students were able to access the platform with minimal disruption (Reece & Walker, 2007). This aligns to UKPSF (Advance HE, 2011) A1, A4 and K2 where I have identified and designed an effective learning environment and appropriate learning activities. 

Regardless of my preparation, I was frustrated at first as I did not prepare for the questions asked at the beginning. For example, someone asking if they needed to pay for the platform or register with their personal email address. Some students also began to roam around the template before I had instructed them to. Overall, however, I was pleased that I was able to remain calm, deal with the situation and move forward (Race & Pickford, 2007).

[bookmark: _Toc136344917]5.3 Evaluation

Students completed the activity successfully. I utilised adult learning theory principles (Knowles, et al., 2020) along with effective instructional design principles (Rosenshine, 2012) in ensuring that resources were available beforehand to help students access the system, as well as highlighting how it aligns to their professional practice. Utilising a flipped learning approach, I posted resources for students to access in their own time, providing time in the classroom for discussion, brainstorming and group work (Seechaliao, 2017) which contributed to the success of the activity. 

Some students however did not complete this pre-learning or were unsure of the platform. This could be due to lack of digital skills and confidence (Johnston, et al., 2019) which Ögeyik (2022)​ attributes to the ineffectiveness of an online or blended learning session. Upon reflection, I relied heavily on the use of the flipped learning resources and should have designed extra time to cover this in the lesson plan. According to Reece & Walker (2007), this is a key part of a psychomotor skill which requires the teacher to demonstrate and analyse the basic skills learned before proceeding.


[bookmark: _Toc136344918]5.4 Analysis

The TPACK model helped me integrate the digital tool in a meaningful and transformative way (Koehler & Mishra, 2009). This aligns to A1 and K2 of the UKPSF (Advance HE, 2011) in designing and planning learning activities that are appropriate for teaching and learning. As a result, the activity proved successful. 
Students commented on the usefulness of peer feedback. This is testament to the success of the chosen tool (Miro), which supports a constructivist approach (Reece & Walker, 2007); active learning, and builds up previous knowledge by sharing ideas through social interaction (Bejjar & Boujelbene, 2013). I was able to provide timely and relevant feedback, using a feed-forward approach (Marshall, 2020) which is essential for a digital learning experience (Akyol & Garrison, 2011; Brown & Eaton, 2020; Haleem, et al., 2022). This was recognised in the student feedback.
When designing the board, I added scaffolding to support students by creating a guide on the left-hand side. This is something I have learned, where providing instruction for students when in group work helps keep them on track and reduces disengagement (Robinson, 2019). This is considered useful in reducing cognitive load  (Lee & Choi, 2019), and is shown to aid learning which is one of the characteristics of an effective teacher (Rosenshine, 2012). However, students still commented the board was cluttered. According to Brown & Eaton (2020) this is common in digital experiences where multiple ideas, threads and comments can become difficult to follow and increases cognitive load. In future sessions I will look at creating smaller group sizes to avoid this. According to Race & Pickford (2007), small groups lead to the success of online learning experiences.
Regardless of the additional scaffolding provided, some ideas on the board lacked depth. Further discussion as a class allowed me to clarify and develop ideas, which according to Brown & Eaton (2020) is a well-used strategy for online and blended learning to enhance interactivity and develop social and community presence. I was pleased that I had planned for further discussion in my lesson plan, as it can help address gaps in knowledge and clarify misunderstanding (Reece & Walker, 2007). This aligns to UKPSF (Advance HE, 2011) A1, A2, A4 and A5 in ensuring that through the design of activities, I was able to teach and support learning and assessment and develop a supportive learning environment. 

[bookmark: _Toc136344919]5.5 Conclusion

By utilising digital tools and technology, I was able to facilitate an inclusive and accessible environment, providing students with choice to join in-person or online through a Hyflex environment (Beatty, 2014).  This aligns to UKPSF (Advance HE, 2011) V1 and V2 in respecting individual learners through providing equitable access to learning. 
Adopting a humanist approach, this session was used as formative assessment which helped clarify misunderstanding, gaps in knowledge and develop student confidence when approaching their assessment (Knowles, et al., 2020). This involved a problem and authentic based learning activity which was recommended throughout the literature review, allowing students to collaborate with their peers and use technology which will benefit them in their practice (Beetham, 2020). Authentic assessment is also recognised by the QAA (2023), where its use can combat concerns of academic integrity due to developments in technology such as artificial intelligence.  
I am therefore confident that I have been able to provide a learning experience that meets the needs of Education 4.0 (Karsen, et al., 2022), as well as utilising a digital tool that met the needs of the learning outcomes.

[bookmark: _Toc136344920]5.6 Action plan

I have developed an action plan, which is available in Appendix 7.3 below. The targets have been developed from lessons learned and aligned to the UKPSF ​(Advance HE, 2011)​. 
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[bookmark: _Toc136344922]7. Appendices

[bookmark: _Toc136344923]7. 1 Appendix – A simplified version of the TPACK Model used to inform my lesson plan

	Technological knowledge (TK)
	Pedagogical Knowledge (PK)
	Content Knowledge (CK)

	· Microsoft teams – Knowledge and skills needs to use and facilitate the Hyflex session.
· An online collaboration and communication tool could be used to support collaboration, such as Padlet, Miro, Microsoft whiteboard. I am familiar with all three, however due to the equitable access, and commenting features to support peer assessment, as well as being able to comment on the ideas myself to guide discussion, I think Miro would be best used for this session.
	· Group work and discussion would help facilitate this. Providing students with the opportunity to share previous knowledge (Andragogical approach) and utilise peer learning to build upon and share their ideas. This can also be used as peer assessment.
· Using problem-based learning can provide students with an authentic learning experience. For example, through giving them a lesson plan to practice their newfound knowledge and skills.
	· Knowledge of the TPACK model
· Knowledge of the different ways the TPACK model can be used in lesson planning, for example through use of case studies or examples so that I can enhance ideas further to facilitate discussion.
· Knowledge of how this affects lesson planning and how it compares to other tools such as SAMR, TIM and RAT to assist students in comparing alternatives or enhancing their ideas. 



[bookmark: _Toc136344924]7.2 Appendix - Comparison of digital tools  
 
	 
	Padlet 
	Microsoft Whiteboard 
	Miro 

	Collaboration. 
	Yes 
	Yes 
	Yes 

	Ability to comment. 
	Yes 
	No 
 
[Edit: Yes, I have now found this does support commenting!] 
	Yes 

	Visibility over who is on the board, and where. 
	No 
	Yes 
	Yes 

	Available across multiple operating systems (E.g., Windows, Mac, etc.) 
	Yes (online) 
	Windows, but not Macs (Macs must access online) 
	Windows, Macs 

	Available to access on a mobile phone or tablet. 
	Yes, online and app 
	Online 
 
[Edit: Upon further research, I have now found that Whiteboard does offer an app for iOS and Android]. 
	Yes, online and app 

	Track authorship (to see who has been participating. 
	Yes  
	Yes 
	Yes 

	Ability to track chat/notes within product 
	No (Although it does track activity) 
	No (Although integrates with MS Teams, so you could use MS Teams to keep track of the comments/chat) 
	Yes – all within the platform. 


 


	
	

	Emma Jones (2219874)	2



[bookmark: _Toc136344925]7.3 Appendix - Action plan for reflection
I have outlined an action plan for professional development as part of my reflection, which has been developed from lessons learned and aligned to the UKPSF ​(Advance HE, 2011) where appropriate. These have been written in a SMART format.
	Description 
	S - Specific
	M - Measurable
	A - Achievable
	R - Relevant
	T - Time-bound
	Which of the UKPSF standards does this align to? 

	Some of the feedback at the beginning of the session led to questions such as whether there was a cost to the platform, and whether they needed to register using their personal e-mail address. 

Although there were no significant issues to this, upon reflection, using an in-house tool would avoid those questions, especially those platforms which can be used with the Single-sign-on facility, thus removing the need for registering and concerns over payment.

What does success look like?

Using an in-house solution, means students will be able to access the system automatically. This also removes the need for any worry around payment that some third-party systems encourage you to do.

	I will identify a list of digital tools and platforms that can help me in planning a suitable lesson that integrates technology.

	This list should be comprehensive and include a list of its uses – what it can or cannot be used for, including whether it is paid for by the university or not.
	I will liaise with relevant departments across the university to help me compile this list, for example Digital Learning team and IT services. 
	The list of tools and platforms will help me identify the appropriate tool when designing a lesson plan using the TPACK framework, as well as outlining their strengths and weaknesses that would align to teaching strategies.
	Next academic year (Sept 2023)
	· A1 - Design and plan learning activities and/or programmes of study
· A4 - Develop effective learning environments and approaches to student support and guidance.
· A5 - Engage in continuing professional development in subjects/disciplines and their pedagogy, incorporating research, scholarship, and the evaluation of professional practices.
· K2 - Appropriate methods for teaching, learning, and assessing in the subject area and at the level of the academic programme.
· K4 - The use and value of appropriate learning technologies
· V3 - Use evidence-informed approaches and the outcomes from research, scholarship and continuing professional development.


	The introduction of a new tool can put pressure on students as they have not used it before. Considering a simpler option would have been more beneficial, and then we could have built up to up to a more complex system to meet their developing skill set. For example, did I need all the functionality of Miro? Probably not. We could have started with a less complex platform to begin with.

What does success look like?

Guiding students through the development of their digital skills will build their confidence and boost motivation and engagement rather than intimidating them with a complex system. This will build their skills and confidence as we progress through the course.

	Design and implement lessons that take into consideration of student’s digital skills and confidence, and progress to more complex systems as we go along.
	This could be achieved through measuring their skills and confidence at the beginning of a course and re-visiting it at the end to gauge effectiveness and progress.
	This can be supported using flipped classroom approaches, or utilising resources such as LinkedIn Learning, Microsoft 365, or other training platforms to help me with curating resources.
	This would help avoid overwhelming students with technology. Not all students are digital natives and should be guided through using platforms accordingly. Especially those which will be a part of assignments.
	Next academic year (Sept 2023)
	· A1 - Design and plan learning activities and/or programmes of study 
· A2 - Teach and/or support learning. 
· A3 - Assess and give feedback to learners. 
· A4 Develop effective learning environments and approaches to student support and guidance. 
· A5 - Engage in continuing professional development in subjects/disciplines and their pedagogy, incorporating research, scholarship, and the evaluation of professional practices.
· K2 - Appropriate methods for teaching, learning, and assessing in the subject area and at the level of the academic programme.
· K3 - How students learn, both generally and within their subject/ disciplinary area(s) 
· K4 - The use and value of appropriate learning technologies 
· K5 - Methods for evaluating the effectiveness of teaching.


	Overall, the activity went well. However, I felt perhaps utilising technology to further enhance the activity through incorporating an inquiry-based learning element would boost the activity, and perhaps would have assisted those students who were not as confident to provide more in-depth ideas.

What does success look like?

Further utilising technology, students would be able to use online searches to boost their responses in the activity, as well as boost confidence for those students who were not able to provide as in-depth a response as perhaps, they would have liked. 
	Conduct research into inquiry-based learning that can support an online collaborative activity (such as the use of a digital whiteboard like Miro to share and comment on ideas). 
	Identify at least three strategies that I can use to integrate into my lesson plan for future sessions, ensuring they align to my learning objectives.
	This can be achieved through utilising appropriate, trustworthy and research backed evidence through sources such as the universities’ library system.

This could also include case studies, and shared knowledge by other experienced members of staff and CPD opportunities.
	Not only was inquiry-based learning identified within my literature review, but I also feel it can assist with digital literacy of students. This will help expand as well as solidify their ideas and understanding can assist with critical thinking. 
	Next academic year (Sept 2023)
	· A1 - Design and plan learning activities and/or programmes of study 
· A2 - Teach and/or support learning. 
· A4 - Develop effective learning environments and approaches to student support and guidance. 
· A5 - Engage in continuing professional development in subjects/disciplines and their pedagogy, incorporating research, scholarship, and the evaluation of professional practices.
· K1 - The subject material 
· K2 - Appropriate methods for teaching, learning, and assessing in the subject area and at the level of the academic programme. 
· K3 - How students learn, both generally and within their subject/ disciplinary area(s)
· K4 - The use and value of appropriate learning technologies 
· V3 Use evidence-informed approaches and the outcomes from research, scholarship and continuing professional development.
· V4 - Acknowledge the wider context in which higher education operates recognising the implications for professional practice
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The digital platform | decided to use
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collaborative platform.
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TPACK
Framework

This is a copy of the Miro board |
created.

You can see it is clearly laid out,
with three columns.

It includes a short step-by-step guide on the left, as well as
reminding students which each of the three coloured post-it notes
mean.

This was designed to assist and remind students when in groups of
what was required, as well as to assist with reducing cognitive load.
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Lesson plan details

Activity reminder

When in groups, | have learned that
— providing scaffolding and task
reminders can assist with reducing
disengagement and cognitive load.

What do | need to do?

Students are learning a new digital
tool, so | felt the scaffolding would
support students to focus on the
task at hand, instead of trying to
remember the details of the task.
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Technological
Knowledge (TK)

This section required students to focus on
which digital tool or technology can help
them deliver or support their session.

As a group, we decided we would start
with the last column first

(Content Knowledge), so that they could
first identify the content, and then the
pedagogical approaches (Pedagogical
Content) before completing this column.

This demonstrated their knowledge of the
subject in starting with pedagogy first,
and technology second.

‘ | Successfully met learning outcomes ‘
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example, you can see approaches such as askinﬁ
students to read out loud, looking for ideas on how —
to engage students before carrying out tasks, and
getting students to know the meaning of the piece .
of work. padie e
aloud i)
| didn't have time to get to this section in the e el
session, but upon reflection | would have . il
perhaps asked students to consider more active and —
collaborative approaches, such as group discussion
or askin% students to research a piece of writing and
co-populate a wiki for example. I feel this would have
set a better foundation to identify relevant digital T——
tools. your
As you can see, students didn't have time to s‘i:'k"s

comment on any of these ideas either. However, the =
link to the board will be made available on the VLE
so students can carry on and revisit, as necessary.
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Content knowledge
(CK)

At the beginning of the session, | provided
students with the autonomy and control
over which lesson they wanted to base
this task on. The students agreed their
lesson, which you can see in the blue box
on the slide 4.

This allowed students to decide the
content of the lesson and ensure that it
meets the learning outcomes of their
chosen lesson.

Overall, students were successful in
completing the task and were
comfortable in moving and populating the
post it notes.
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Peer assessment and feedback

* You can see from the previous slides that apart from choosing a digital tool that
allowed students to collaborate in real-time, | also wanted them to comment on
each other's ideas to facilitate peer-feedback and assessment.

Some of the ideas lacked depth, but | anticipated this and therefore included time
in my lesson plan for discussion. This proved useful as the students who didn't
provide detailed answers were then able to see how they could have provided a
better one after discussion. Peer-feedback assisted with this.

Other students were able to successfully evaluate the ideas which again, met the
learning outcomes and deepened their understanding of the topic and how to
apply it in their own context.

Successfully met learning outcomes
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Student feedback

Overall, students were happy with the
activity. | was pleased to see that they
enjoyed the interactivity of the session,
which | had planned for. According to the
literature review, this can improve
motivation, engagement and is an
approach that should now be utilised in
modern teaching and learning

practices; facilitating a student-centred
approach.

It was clear that they also enjoyed the
ability to work on it together, and found
the comments feature beneficial.

@ none word (or two), describe what you liked about the

activity?
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mncer 1vi
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post jts :) real time update
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Student feedback

This lesson not only facilitated
collaborative learning, but was also used
in attempt to raise awareness of a digital
tool that students could use in

their lessons with students.

| was pleased to see that they enjoyed
using the platform, but appreciate that
some would need further training on it.

Bl Would you consider using this digital tool in your teaching?

[ E]

Yes, definitely!
3333%

No, | didn't like it
o=

1 would need more training on this tool before | use it
66.66%

Undecided

o

Allowed selections: 1
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Student feedback

The feedback during the session was
positive, however the anonymous feedback
provided me with some useful insights into
how | can improve the session for the
future.

For example, although | had designed the
session to reduce cognitive load where |
could, 1 didn't anticipate how the board
(when populated), along with the moving
cursors would add to the complexity of the
session. Luckily, this was only fed back by
one person as it was a small group. But for a
larger group, this would have been an

issue. | would need to ensure students were
in groups of no more than 2 or 3 students in
future sessions.

What would you change or adapt to improve the session?

Qs

Not sure | would change anything but would need more training in how
to use it and in which scenario

use of sticky notes can sometimes be overwhelming with so many
students on the screen.

I enjoyed! I kept accidentally moving the columns, though.

VevVOX
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