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In this essay I am going to reflect on my studies on my Post Compulsory Education Training course, at University of Wales Trinity Saint David, as well as my last 4 years in the learning and development team for volunteers at the Welsh Ambulance Service NHS Trust. During my studies and career, I have had many positive and negative teaching sessions, from sessions where I’ve had the ability to ‘turn heads’ and connect with students having the same passion, watching students develop from volunteers into the next generation of clinicians but also had undesirable sessions, with disruptive students and poorly planned sessions, with inadequate time management. 
Over the last two years of study, I have become an established teacher and leader having a holistic approach to education, seeking to address the emotional, social, ethical, and academic needs of my students. My course has proven the importance of self-reflection and to think innovatively about my teaching practice, and in this assignment, I am going to explore the use of further technology, to replace the old-fashioned formative and summative questions paper assessments. 

As a manager and trainer for the Welsh Ambulance Service NHS Trust, I lead on education for our volunteer workforce, this is made up of approximately 500 Community First Responders, and 150 Volunteer Car Service Drivers, working alongside a team of 5 national trainers. I currently deliver a range of medical related subjects, statutory and mandatory training and facilitate multiagency training events. Some of these subjects include Intermediate Life Support, Management of medical conditions and several topics from UK Core Skills Training Framework (Safeguarding, Safer Handling and Conflict Resolution). Training to become a volunteer can be considerable and challenging to manage with fulltime employment and personal commitments, it is important that we continuously consider innovation and modernisation of our teaching practice, in a way that makes it easier, and allows a more efficient way of teaching and learning for our volunteers. 
Meletiou-Mavrotheris, Lee and Fouladi (2007) undertook a study on the impact of technology-based instruction comparing learning experiences. They stated learners that had a technology interaction as a part of their learning, demonstrated a positive impact of their motivation, and an increase in their enjoyment and appreciation of the subject. However, the study showed no significant differences were found, between the technology-based and non-technology-based students, on their fundamental understanding of the subject, and was unlikely to impact on the students’ knowledge and abilities, this would only be achievable when technology is supporting an existing pedagogy. I am going to explore how I can include technology into my current practices to encourage motivation and enjoyment for volunteer education and recruitment courses. 

The Cambridge dictionary definition of a volunteer is a person who does something, especially helping other people, willingly and without being forced or paid to do it. It is well documented the benefits of volunteering, and the passion and drive people have to help others in their community, it is important the training we offer, maximises the volunteer’s motivation and enjoyment. We have a successful tried and tested training programme to enrol volunteers, giving them the correct knowledge and skills to succeed. But, like any teacher it is important to continually develop and enhance our learning for students, and I believe utilising technology alongside original pedagogies would enhance this. Our current training includes a number of traditional question papers after each day, this is made up of a selection of carefully considered topics covered on each day’s sessions, that require the learner to answer either true or false or multi choice questions as a knowledge check and a final summative assessment at the end of the course. 
Grace Tatter (2019) undertook a study strengthening the correlation between student stress levels and high-stakes tests. This suggested that changes in level of cortisol, a hormone associated with stress was recognised in the weeks of standardised testing resulting in negative effects of students. During my practice and career, I recognised this in my students and seen how stress can adversely affect their performance and can be a barrier for some to volunteer. By using and introducing technology software like ‘Kahoot’ that supports electronic submission will innovate and optimise the student assessments process.

Having identified this opportunity to utilise technology within my teaching, I questioned how this would benefit my practice, but also considered the negative effects this may have and whether there was an alternative platform that I could use, that would support the pedagogical approach. After some research and personal testing of different platforms, which existed such as Socrative for example, I found that Kahoot to be most professional, but also the broadest selection of learning content with some new added bold features including game modes instead of traditional quiz or assessments. I also found Kahoot being the most accessible and inclusive for learner and professionals of all ages. Shaffir & Pawluch, 2003) recognised that apart from acquiring the necessary skills, to become a professional, you must look like a professional. I believe moving away from paper assessment onto an electronic submission and utilising innovative software like kahoot, mirrors the professional service the Welsh Ambulance Service offers.  

In recent years, teachers and the wider society have been facing a technological training revolution driven by the restriction of Covid-19 pandemic but also the availability of digital technology to deliver instruction (Clark & Mayer, 2008). With Kahoot and other platforms being easily available on smart phones, tablets and laptop computers which are now more readily accessible and following lockdowns and restriction students are more open and experienced in using technology to connect and learn with. I believe this is the right time to introduce this into my teaching practice. During the testing of these platforms, I have seen the value of games as a method for teaching concepts, while inspiring students is now well accepted at almost all levels of educations (Becker, 2001). Kahoot would allow me to adapt our traditional multiple choice assessments papers into an electronic submission using games features including multiple choice quizzes, discussion questions, or surveys/quizzes. These can be graded or ungraded quizzes to continue to assess knowledge, comprehension, and retention after each day or as a part of the final summative assessment these would collect the same data as our current assessments but in a more engaging and motivational way. Initially I was cautious in utilising these game features as it was the unknown and concerned about the amount of time required to set these digital games up, Becker (2007) notes that instructors cannot be expected to embrace games as a tool for learning unless they have a sound understanding of the potential of games and the confidence in their abilities to employ them. I have found Kahoot to be the easier and most professional software to be used, it is free for students to use and simple to set up, I have found in my sessions, it is fast paced and fun and supports creative motivation and student participation. It is ideal to support current applied pedagogy, in my practice I will aim to use it on a daily basis, for no longer than 15 minutes to replace the end of the day knowledge check tests papers, reducing the stress and anxiety of a daily written assessment.  

By transitioning across to Kahoot as an online assessment tool, it supports the modernisation of the training programme, creating a more place-based education with associated pedagogies into my teaching practice. Taking the focus away from formatted assessments to an exploratory learning environment. Gagne & Driscoll (1988) explained that one of the first elements needed for learning is to gain the attention of the student. By making our training programme more practical and using the music, colour, and interaction that kahoot brings to our assessments. Another great advantage to Kahoot is using the game features changing the traditional assessment into fun, competition-based learning, against other students or the ability to retake the test and challenge themselves to gain a higher score, creating a stronger self-motivation for student to increase their performance and results. Kapp (2012) states that for an educational game to be successful, it needs the right context, the right cognitive activities, meaningful challenges, and feedback. He maintains that the “gamification” of education supports learning and knowledge acquisition, which I have found to be true in my practice. Since using the platform, I have found no change in students results, which I predicted as teaching programme has not changed, and this is an additional teaching aid to support. I have noticed a change in the student’s attitude to the end of the day knowledge check with a change in mindset and approach to these assessments being more positive. Kumar (1999) reinforces this methodology when he notes that computer games as educational tools have an intrinsic motivation factor that encourages curiosity and creates the impression that students are in control of their own learning.
Other advantages to introducing kahoot would include increase capacity of the training team as current practice includes having daily written multiple choice question papers at the end of each day and a final assessment after the course. Each of these assessment papers needed to be collected in, marked, feedback given to students and scanned and filed electronically on each of the students training files which increased administration hours for the trainers. By using Kahoot as a platform this automates some of these tasks, feedback is given instantly to students when they are completing the assessment or playing the game. Kahoot also has a feature called ‘ghost mode’, this allows the student to challenge themselves and take assessments multiple times competing to better their scores. It also offers the trainers the ability to review automatically graded assessments and electronically save and download students results onto training files. This is a huge benefit to trainers as it allows them to reallocate their time to support their students with other aspects of the course or allocate time to further 1-2-1 support time for struggling students. 
I have also found some disadvantages to using this platform, the most common being technical difficulties, in some training venues wifi and 4G signal can be challenging in rural Wales, meaning students are unable to access these features or undertake assessments. I also found but not as significant challenge as I predicted, was the barriers of using online features in some demographics and learner groups, as volunteer roles are totally inclusive for all ages and abilities. I found persuading them to all use their own phones in the first instance was a challenge as that were sceptical whether the platform would damage their devices in some way of form. However, with planning and foresight these barriers can be mitigated, by ensuring wifi is available at all training locations, joining instruction are given with kahoot guidance and information prior to courses and as a fail-safe an alternative assessment paper option is available if required. Other disadvantages to the platform I have found is the limitations to the assessments, with a limit on the numbers of characters that can be used in questions and answers, open-ended questions or open-ended answers cannot be used currently.

Even with these disadvantages I am not opposed to using and embracing this technology as I can see the advantages can bring over the traditional assessments styles. I have a successful training package, lesson plans and assessments already in place for volunteer enrolment and I am keen to experiment with using these existing pedagogies to see how this platform would enhance them and the students experience.  I foresee this being a relatively straight forward task of incorporating the technology, or more so, replacing the current traditional paper assessments with a technology alternative. I am planning to trial this new technology during the 2023/2024 training planner on new enrolment courses. The trial will run over the first 6 months of the training year, we have 80 new enrolment courses planned, trainers will alternate using traditional assessment papers and using kahoot electronic submissions on their courses. After the six month and mid-point through the training year, we will review feedback from students and trainers, assessing the student’s final results, looking at learning and knowledge acquisition, but also at student feedback on the enjoyment and fulfilment of the course, before deciding whether to formally replace the traditional multiple choice assessment papers with a technology alternative.  
Feedback will be collected on current Microsoft forms, feedback form which is made up of selected questions aimed to evaluate all aspects of training. I regularly use the Kirkpatrick Model which is a four-level training evaluation method that benefits both the learner and teacher by appraisal of the value and impact certain training has on the learner, training team and the wider Welsh Ambulance service. Looking at reactions, learning, behaviour, and results giving a holistic evaluation of the training. Assessing course content, engagement, student/staff satisfaction and productivity allowing comparison over a 6-month period to identify trends (Kirkpatrick, 2012).   
I am confident that the technology alternative will be a success, transforming and modernising student’s assessment process. I believe kahoot is an excellent choice for volunteer enrolment, as volunteering should be fun and fulfilling and this should include the training that is involved. This as a eLearning tool adds positive energy, supporting the concept of exploration and adding fun into the classroom, and maintains the volunteers motivation and commitment to the role. The ‘gamification’ of learning and assessments for new volunteers will increase engagement by appealing to all students, combining both a cooperative fast-paced learning environment and friendly competition (Kapp, 2012). Even though Bergin & Reilly (2005) conclude that to some academics, the entire games industry is considered to contain little academic importance. Games, especially eLearning games, are sometimes not believed to be the result of serious work or worthy of attention. My experience with Kahoot supports the use of this kind of technology and that the correct eLearning platform can provide an engaging environment that supports learning and adds active participation in the classroom. I believe the feedback data that I will collect during the first six months of the training year, will highlight an increase in students’ satisfaction and retention rate for volunteers at the Welsh Ambulance Service NHS Trust. But also increase the capacity of the training team, reducing the amount of administration hours needed as the assessment process is optimised allowing an increase in the training trajectory for 2023/2024 Q3/4.   
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