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[bookmark: _Toc152877017]Introduction
Incorporating digital technology has become a revolutionary force in the ever-changing educational scene, bringing traditional teaching approaches to a new level. This assignment explores the possibilities of using digital technologies to improve education in post-16 classrooms. In particular, the emphasis is on using interactive games to enhance and improve the efficacy of existing educational materials.
Modifying pedagogical techniques in response to changing educational paradigms is essential to accommodate modern students' expectations and learning preferences. A growing field of study examines how interactive games may challenge, inspire, and engage students in addition to providing an alternative to traditional teaching resources. This assignment aims to explore the subtleties of using digital platforms to enhance the educational process, with a particular focus on creating a more engaging and immersive learning environment.
Adding interactive games to replace and improve the current learning tools represents a paradigm change and a dedication to using technology to improve education. This assignment aims to provide insights into the effectiveness of these digital interventions and their implications for the future of education by examining how they affect the post-16 classroom. In doing so, it seeks to bridge the gap between cutting-edge technical solutions and conventional pedagogy, ultimately transforming the educational environment to the advantage of both teachers and students.
[bookmark: _Toc152877018]Literature Review
Cagiltay, Ozcelik and Ozcelik have conducted the first piece of research, which explores the world of serious games and looks at how effective they are as teaching aids in addition to being enjoyable (Cagiltay, Ozcelik and Ozcelik, 2015). Their study specifically focuses on how competition, a crucial component of serious game design, influences learning results. Using 142 students as test subjects, the study finds that adding a competitive element to a serious game significantly improves post-test performance and motivation (Cagiltay, Ozcelik and Ozcelik, 2015).
According to the study conducted on the participants, there were not any notable variations in previous knowledge between the competition and control groups. On the other hand, the post-test results of the competition group were much higher (Cagiltay, Ozcelik and Ozcelik, 2015). The competition group was more motivated and spent more time answering questions than the other groups, even if reading time and accuracy stayed the same (Cagiltay, Ozcelik and Ozcelik, 2015). The results that were obtained were not significantly impacted by gender differences (Cagiltay, Ozcelik and Ozcelik, 2015).
Their study highlights a knowledge vacuum regarding the constituent parts of serious games and illuminates their complex dynamics. Interestingly, it turns out that adding competition is a powerful way to improve participant motivation and learning outcomes (Cagiltay, Ozcelik and Ozcelik, 2015). 
Furthermore, their study acknowledges the possibility of interaction between design elements and recommends that future investigations carefully examine the relative contributions of different game design components (Cagiltay, Ozcelik and Ozcelik, 2015). It acknowledges that there are limitations, such as convenience sampling and small sample size, which emphasises the necessity of validation in future research with bigger samples, more varied learning domains, and older age groups (Cagiltay, Ozcelik and Ozcelik, 2015).
Looking back at this issue over a long time, Zhonggen's study has shown that games have become more popular over time in tandem with the rapid growth of information technology over the past ten years (Zhonggen, 2019). Zhonggen claims that as technology is incorporated into education more and more, there is an increasing need to examine how serious games affect learning. (Zhonggen, 2019). 
Zhonggen's review aimed to investigate the traits of successful serious games and provide advice to designers, in addition to addressing several research questions regarding the trend of publications, factors influencing learning outcomes, positive and negative findings, the value of serious gaming in medical education, attitudes towards serious games, and the overall advancement of serious game use in education (Zhonggen, 2019).  
According to Zhonggen's analysis of articles spanning the preceding ten years, interest in serious games for education has been steadily increasing, peaking in 2017 (Zhonggen, 2019). The effectiveness of serious games-assisted learning is impacted by factors such as perceived utility, usability, goal clarity, and fit for various learning styles and academic settings (Zhonggen, 2019). Artificial intelligence, realism, background, adaptability, interactivity, and feedback are some major influencing factors that determine success (Zhonggen, 2019).  Using serious games has been associated with enhanced emotion, higher cognitive capabilities, and better academic success (Zhonggen, 2019). Additionally, negative findings have been discovered, most notably regarding the connection between mental effort and learning efficacy (Zhonggen, 2019). Serious games can be helpful in medical education, autistic spectrum conditions, neuroscience learning, and cross-cultural interaction (Zhonggen, 2019).   
The findings from Zhonggen's comprehensive review have significant value for professionals and researchers (Zhonggen, 2019). It draws attention to trends, motivating factors, encouraging and discouraging outcomes, and the value of serious games in various educational contexts (Zhonggen, 2019). In its suggestions for future research initiatives, the study highlights multidisciplinary collaboration to address the complex nature of educational games within the classroom (Zhonggen, 2019). It recognises some restrictions, including database choice (Zhonggen, 2019). The concluding remarks underscore the need for more investigation and advancement in game-assisted learning approaches (Zhonggen, 2019).
Further to what has already been stated, Harding’s research expands on the positives of using games in a lesson (Harding, 2023). Firstly, from Harding’s research, using games can help enhance problem-solving and critical-thinking skills, as when playing games with others, students must cooperate and exchange ideas (Harding, 2023). This implies that before choosing their next move, students should pay attention to and assess the opinions of their peers (Harding, 2023). For example, did they think about the possible strategies used by the opposition, or does another person's viewpoint offer fresh knowledge that might influence their intended response? (Harding, 2023)
In addition, Harding points out that engaging in gaming satisfies the innate desire to win and achieve success (Harding, 2023). Because interactive game education is enjoyable, students are more likely to participate and finish the assigned activities, which helps them rehearse, remember, and retain the material (Harding, 2023). This allows pupils to actively participate in their education, leading to greater comprehension since learners are inclined to retain it when driven to discover applications for what they have learned (Harding, 2023).
However, even though learning through games has numerous benefits, Harding discovered it is not a viable method for delivering all knowledge (Harding, 2023). It is crucial that the games can hold the learner's attention while presenting pertinent material at the right level (Harding, 2023).
Harding found if a game appears too accessible or overly complicated for the students to participate in, even if the material is appropriate, knowledge acquisition will not occur (Harding, 2023). As a result, before assigning the game's material to a student, it is imperative that instructors determine if an interactive game as a method of instruction is the most appropriate for that learning objective (Harding, 2023).
Harding also found that selecting the right tool might be pricey as digital video games may need specialist hardware or software, which can be costly, and many of them require internet connectivity to play, which adds to the expense (Harding, 2023).
Furthermore, Harding states that students who engage in digital games interact with screens, requiring prolonged study and immobility (Harding, 2023). It is crucial to ensure that the student's day balances bodily activity with display time and that there are no temptations to binge-watch online content (Harding, 2023).
In addition, Harding points out that while learning through digital games may be tremendously entertaining and motivating, it may also be disruptive (Harding, 2023). Fun learning is part of the adage, but an explicit intention for educational time has to be established with pupils because many might discover the urge to continue enjoying the game too strongly (Harding, 2023).
However, as pointed out by Victoria, for certain students, completing paper problems or writing an entire page of information can be quite difficult and unpleasant (Victoria, 2017). Additionally, it could give students a bad impression of their learning environment (Victoria, 2017). Games may be implemented in an easier and less demanding manner (Victoria, 2017). Reducing stress can positively impact students' impression of their educational surroundings and accurately reflect their individual progress (Victoria, 2017).
Victoria also states that by encouraging pupils to participate and fostering an upbeat mindset towards acquiring knowledge, the use of digitally interactive games to achieve instruction and education assists in creating a good atmosphere, allowing students to create positive memories of their learning experience (Victoria, 2017).
To further some studies finding positive outcomes. According to a Deakin University study, 75% of learners thought that games might aid in their educational experience, but not all activities were suitable for education (NSW Department of Education, 2019). According to the research, the majority of the time, teachers' use of games to help students understand difficult topics was more important than the actual game itself (NSW Department of Education, 2019).
In addition, according to the Deakin University study’s participants' observations, games can make complicated subjects more intriguing (NSW Department of Education, 2019). They provide opportunities for pupils to practise trial-and-error techniques and hone their problem-solving abilities, which helps to promote autonomous and passionate learning among them (NSW Department of Education, 2019). Furthermore, games accommodate a wide range of interests among the learners, encouraging cooperative learning towards a common goal and stimulating the imagination (NSW Department of Education, 2019).
[bookmark: _Toc152877019]Selection and Justification of Appropriate Tool
[bookmark: _Toc152877020]R.A.T Model
For this task, I have decided to use the Replacement, Amplification, and Transformative model as a basis to build the lesson using digital technology. This is being used as it is a straightforward and comprehensive model compared to others that details what is expected from technology at each level of incorporation in an easy-to-understand fashion.
The replacement stage is when technology replaces existing teaching methods, learning methodologies, or content goals (Hughes, no date). It does so without altering them in any way. Technology is another digital tool for achieving the same educational goal (Hughes, no date).
Technology may improve the efficiency and efficacy of teaching strategies, learning procedures, or topic objectives in the amplification stage (Hughes, no date). The activities remain essentially the same, but technology increases efficiency or streamlines processes (Hughes, no date).
The final and most abrupt stage is Transformation. This is where technology brings fresh and creative ideas to the educational experience and curricula (Hughes, no date). For instance, new persons may become involved, new intellectual processes could appear, or new material might become available (Hughes, no date).
For my lesson, the introduction of technology will be using the transformation stage as I aim to add new layers to the tutorial lesson that can only be achieved by the use of such digital technology and has never been used within prior sessions on the same topic, such as questioning learners on materials they have consumed using an interactive quiz and the inclusion of a word cloud to gather and display thoughts and ideas that surround the topic area.
[bookmark: _Toc152877021]Interactive Game Tools That Could Be Used Within a Classroom
[bookmark: _Toc152877022]Mentimeter
Advantages of Mentimeter:
Firstly, Mentimeter excels in elevating the professionalism of presentations by offering dynamic and visually pleasing elements (The Business Blocks, no date). The platform enables presenters to create polished, engaging content, providing a distinct presentation edge (The Business Blocks, no date).
Furthermore, accessibility is a crucial strength of Mentimeter, catering to poll creators and audiences (The Business Blocks, no date). The platform ensures a stable, secure, fast service, facilitating seamless interaction during presentations (The Business Blocks, no date). This ease of use contributes to a positive user experience for both presenters and participants (The Business Blocks, no date).
In addition, Mentimeter facilitates effective data management through features such as data export options (The Business Blocks, no date). Presenters can display or conceal survey or quiz results, allowing for flexible control over the information shared with the audience (The Business Blocks, no date).
Limitations and Criticisms:
However, one notable limitation of Mentimeter revolves around customer support (The Business Blocks, no date). The availability of support services may be restricted due to the location and working hours of the support team, potentially inconveniencing users in different time zones (The Business Blocks, no date).
Furthermore, despite its merits, Mentimeter faces criticism for its pricing model (The Business Blocks, no date). Some users find the pricing structure less favourable, potentially limiting access for individuals or organisations with budget constraints (The Business Blocks, no date).
While Mentimeter prides itself on user-friendliness, some features may be perceived as complex or challenging to navigate (The Business Blocks, no date). This complexity could pose a hurdle for users seeking a straightforward and intuitive experience (The Business Blocks, no date).
[bookmark: _Toc152877023]Prezi
Advantages of Prezi:
Firstly, Prezi breaks away from traditional linear presentations, providing a blank canvas where content can be placed and manipulated freely (Herb, 2012). Users can craft presentations uniquely and non-traditionally, allowing for more engaging and dynamic storytelling (Herb, 2012).
A significant advantage of Prezi is its cost-effectiveness; it is entirely free (Herb, 2012). In contrast to paid applications like PowerPoint, Prezi offers accessibility from any device that can connect to the internet (Herb, 2012).
In addition, Prezi's online cloud-based software is built to be accessible to users regardless of age (Herb, 2012). The icon-based design tools make creating and presenting content intuitive for any age group (Herb, 2012). This simplicity is advantageous, especially for educators teaching technology to young students (Herb, 2012).
Disadvantages of Prezi:
Firstly, some users have reported feeling dizzy while navigating Prezi presentations (Herb, 2012). This discomfort is often attributed to overly dynamic transitions canvas (Herb, 2012). However, it can be mitigated by carefully designing transitions and avoiding excessive movement across the presentation canvas (Herb, 2012).
While the simplicity of Prezi's design interface is advantageous, there is still a learning curve for users unfamiliar with the platform canvas (Herb, 2012). Educators, particularly those with time constraints, might find incorporating Prezi into their teaching methods challenging without investing time in learning the tool (Herb, 2012).
Although Prezi is web-based, reliance on consistent and reliable internet connectivity can be limited (Herb, 2012). In situations with limited wireless access or unreliable internet connections, the use of a web-based tool may become a cumbersome canvas (Herb, 2012). However, Prezi mitigates this by allowing users to export completed presentations for offline viewing, serving as a viable backup option canvas (Herb, 2012). This could be more of an issue for educators working in areas with limited or unreliable internet access (Herb, 2012).

[bookmark: _Toc152877024]Tool Selection:
After weighing both options against each other, I have decided to choose Mentimeter as the tool I will use for this assessment. The main reason is that Mentimeter enables the ability to create interactive games easily with a point system and competitive leaderboards without the risk of inducing motion sickness in the learners while ensuring this is all done seamlessly across the internet amongst all the learners participating.
[bookmark: _Toc152877025]Application of the Chosen Learning Tool(s)
[bookmark: _Toc152877026]Mentimeter Presentation Design
The first slide introduces the topic that will be covered within the lesson, in addition to the access code and QR code the students will need to use to participate in the lesson.
The image below shows the introduction, which aims to inform the students of the tasks that are set out throughout the presentation. These tasks include multiple videos followed by questions relating to each video to test the student’s knowledge of the topic area. This is followed by a mind map where students must display what they have learned and feel about the topic.
[image: A screenshot of a computer
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Below is the slide that contains the first video. This video aims to inform the students about how people get addicted to drugs and alcohol through the release of dopamine within the brain (Inspire Malibu, 2016).
[image: A screenshot of a video
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(Inspire Malibu, 2016)
This slide then follows the video and aims to test the knowledge of the students following what they have learned about drugs and alcohol abuse. This slide asks the students about the chemicals released within the brain when taking or using these substances.
[image: A screenshot of a computer
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(Inspire Malibu, 2016)
The slide below now tests the students' knowledge by asking them what happens if repeated use of these substances occurs.
[image: A screenshot of a computer
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(Inspire Malibu, 2016)
That ends the questions on video one. Now, the presentation moves on to the firsthand experiences of drug and alcohol abuse. In this case, it will be drug abuse with Lorne’s story about his time smoking cannabis (BBC Teach and Lorne, 2016). The purpose of these experience videos is to scare the students into thinking about the possible consequences before using such substances.
[image: A person looking at the camera
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(BBC Teach and Lorne, 2016)
Given the video briefly talked about the possible penalties for the position of cannabis, I thought that it would be appropriate for the students to also know about the drug classification system within the UK and the penalties for the various types of drugs known within the UK.
Now that it is out of the way, the presentation returns to the questions. The question ties in with Lorne’s experience and the previous slide as it asks the students to recall the just-stated penalties for the possession of cannabis. 
[image: A screenshot of a video game
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(HM Government, no date)
After this, I designed the Mentimeter presentation to ask the students what the side effects of cannabis are. For this, there are multiple correct answers that the students can choose from, with a few wrong answers that aim to throw them off and test their new knowledge.
[image: A screen shot of a computer
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(BBC Teach and Lorne, 2016)
That then commences the questions for the first experience. The following expertise now goes over Jordan’s experience with alcohol (BBC Teach and Jordan, 2016). Again, these aim to scare the students into thinking twice before doing something that may result in severe consequences. 
[image: A person with a red button
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(BBC Teach and Jordan, 2016)
Now that the video has ended, the Mentimeter presentation asks the students how many units of alcohol can be found within a typical glass of white and a small bottle of medium-strength beer. This aims to reiterate knowledge the students have acquired from the video and for the measurements to be solidified within their memory so that they know how many units of alcohol they consume when at home or out drinking.
[image: A screen shot of a video game

Description automatically generated]
(BBC Teach and Jordan, 2016)
Much like the last quiz question, this slide aims to reiterate and solidify within the student’s memory how many units a typical male or female should drink each week as a recommended maximum to keep their bodies within a safe scale.
[image: A screenshot of a video game
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(BBC Teach and Jordan, 2016)
Now that all the quiz questions are over, the Mentimeter presentation will go over a mind map where students will be expected to input words that come to mind after watching the past few videos. The answers from this will be used as an informal recap on the learning within the lesson and for students to relay any thoughts and feelings that can lead to a group discussion.
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This is the final Mentimeter presentation slide. The purpose of this slide is to inform the students of what tasks and further reading into the subject area will need to be completed within the remaining time of the lesson and as possible homework if not completed within the lesson.
[image: A screenshot of a computer
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[bookmark: _Toc152877027]Lesson Plan
Below, you will find the lesson plan for this session. It will detail all elements covered in the topic area and how they will be presented to the students. Welsh government professional standards have been referenced with a detailed explanation of how they will be achieved. The informal reflection has been removed from the lesson plan due to the reflection being detailed later in this report.

[image: ]

                                                 
Lesson Plan

	Topic: 
Tutorial - Drugs and Alcohol Abuse
	Class:
Level 1 Digital Technology

	Date:
30/11/2023
	Length of lesson:
1 Hour
	Number of students: 
13

	Resources required:
The lesson requires access to Mentimeter for the interactive presentation and YouTube for the videos on the topic. Access to a computer attached to a projector or digital whiteboard with an internet connection is required.



	Aim of Lesson

· Explore the dangers and risks of drug and alcohol abuse. 
· Develop knowledge on how drug and alcohol abuse can, in some cases, destroy people’s lives.



	Learning Outcomes – The Learners Should Be Able To:

· Identify the various reasons why people get addicted to drugs and alcohol. 
· Identify the risks of drug and alcohol abuse from past first-hand experiences shown within presented videos. 
· Apply knowledge gained to answer various mini quizzes within the Mentimeter presentation. 
· Formulate open, unbiased and fair debate within a group to expand knowledge.


	Previous student knowledge required for the session:	

There is no expectation for students to have prior knowledge of the topic. However, this may come in handy when answering the various quizzes throughout the lesson’s interactive presentation.



	Anticipated difficulties (if applicable):

A student with known past experiences may get triggered by this session. It will be advised at the beginning of the lesson that they should convene at the library for the duration.

Students must work in pairs or small groups, with at least one joining the Mentimeter to participate in the mini quizzes and word cloud.



	Professional Standards (where are these being met within the session)

“Demonstrate commitment to learners, their learning, safety and well-being” (Welsh Government, 2023) by supporting learners by ensuring students who are sensitive to the topic are warned before formally starting the lesson and are instructed on where to go for the duration of the lesson.

“Value and promote diversity, equality of opportunity, and inclusion” (Welsh Government, 2023) by ensuring everyone is involved with equal opportunity within the lesson, allowing open debate and treating each learner equally with extra support where needed. 
 
“Demonstrate dignity, courtesy and respect towards others” (Welsh Government, 2023) by listening to and understanding every learner’s viewpoints on drugs and alcohol abuse using interactive quizzes and a word cloud completed in groups with open debate.

“Maintain and update knowledge of my subject(s) and how best to teach and assess them” (Welsh Government, 2023) by extensively researching the topic area to supply the most relevant information to the students to support their learning of drugs and alcohol abuse.

“Build positive and collaborative relationships by encouraging learners to support one another” (Welsh Government, 2023) by splitting them into pairs or small groups to ensure they work to complete the various activities within the Mentimeter presentation.






Lesson Detail:

	
Stage 
	
Focus
	
Strategy 
	
Time 


	Introduction






Development 






































Plenary/conclusion




	Warn students of sensitive topic materials. 

Topic introduction via Mentimeter.




Play the first video explaining why people get addicted to drugs/alcohol.

Show the first question.

Show the second question.




Show a second video of firsthand experience with cannabis.

Show the drug classification table.

Show the third question.

Show forth the question.



Show a third video of firsthand experience with alcohol abuse.

Show the fifth question.

Show sixth question.




Show word cloud where students will be expected to show their thoughts on the topic matter after watching the videos.


Present the final activity where students are expected to visit a BBC article on somewhere safe Scotland and complete the drugs booklet.


	

Quick opening lecture






Short video embedded within Mentimeter





Mini quiz





Another short video embedded within Mentimeter


A short lecture explaining the classification table



Another mini quiz




Another short video embedded within Mentimeter



Final mini quiz







Group reflection and discussion



	
8-10 minutes







7-10 minutes




2-3 minutes






7-10 minutes


4-6 minutes


2-3 minutes






7-10 minutes



2-3 minutes







10-15 minutes






Any remaining time within the lesson





Assessment Strategies: when and how are they included within the lesson?
After each video is presented to the students, a short sequence of questions will be displayed that the students need to answer within a pair or small group. These will remain anonymous on the board. 

Each question will have three to four pre-defined answers for the students to pick from to aid any ALNs within the classroom and provide equal opportunity among the students.

Before the final activity, the students will be presented with a word cloud where they can input their final thoughts on the topic after watching the videos. This will then open to a class debate once everyone has submitted a few words or sentences each.

[bookmark: _Toc152877028]Reflection and Evaluation
[bookmark: _Toc152877029]Introduction
In the contemporary educational landscape, integrating digital tools has emerged as a transformative force, offering innovative methods to engage students and elevate the learning experience. This reflective analysis delves into the extensive expertise integrating Mentimeter, an interactive presentation platform featuring quizzes, within the tutorial session. The assessment thoroughly examines the positive facets while also addressing potential drawbacks, such as cost considerations and participant limitations, to provide a nuanced perspective on integrating this digital tool into the traditional classroom setting.
[bookmark: _Toc152877030]Overview of the Lesson
The tutorial lesson on drugs and alcohol, enriched by the integration of Mentimeter, unfolded seamlessly, with all students actively participating in the meticulously crafted activities. Mentimeter effectively served as a conduit for delivering the intended content, and the positive reception from the students highlighted their appreciation for the interactive nature of the quizzes. As the instructor, the high level of engagement observed among the students underscored the lesson's success in achieving its educational objectives. The favourable outcomes of this experience validate the decision to incorporate Mentimeter and lay the groundwork for its continued use in future lessons, providing a compelling testament to the benefits of digital tools within the traditional classroom setting.
[bookmark: _Toc152877031]Presentation and Delivery
The feedback regarding the clarity and confidence in presenting the digital tool resonates as a crucial aspect of instructional efficacy. Effective communication, as evidenced by clear and confident articulation, is paramount in any educational setting. The positive remarks affirm that the integration of Mentimeter was executed with finesse. A well-communicated lesson facilitates the comprehension of complex concepts and cultivates a positive and receptive learning environment, fostering an atmosphere conducive to student success.
[bookmark: _Toc152877032]Engagement and Interaction
The heart of Mentimeter's effectiveness lies in its engaging and interactive features, and the feedback received underscores its successful integration into the lesson. The platform captured the students' attention and spurred active participation. Acknowledging good outcomes signifies the positive impact of using Mentimeter in a post-16 setting. The platform's ability to sustain student interest and instigate a healthy sense of competition contributed to a lively and dynamic learning atmosphere, fostering an environment where knowledge acquisition is effective and enjoyable.
The images below aim to demonstrate this interaction that was observed within this tutorial session. I do acknowledge that it may have been hard for some of the students, due to their level and various additional learning needs when using the word cloud, to counter any nerves or embarrassment they may feel from spelling words wrong; I fostered a healthy and supportive learning environment for them that made it known that it was okay for them to make mistakes and that they would not be judged for this.
[bookmark: _Toc152877033]The First Two Questions Following the Addiction Video
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(HM Government, no date)
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(Inspire Malibu, 2016)
[bookmark: _Toc152877034]Word Cloud
[image: A screenshot of a computer
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[bookmark: _Toc152877035]Student Perspectives
Exploring the students' feedback provides valuable insights into their experience, revealing a profound enjoyment and perceived benefit in their learning journey. The positive response to the balance between challenging quiz questions and an encouraging environment suggests that Mentimeter effectively catered to the diverse learning needs of the students. The comments indicating solidifying knowledge and learning underscore the platform's efficacy in assessing and reinforcing understanding and retention, demonstrating its potential as a multifaceted tool in the pedagogical arsenal.
[bookmark: _Toc152877036]Implementation and Complementarity
The feedback emphasis on the effective implementation of Mentimeter into the session further reinforces its role as an integral part of the instructional process. The seamless complementarity between the digital tool and the overall lesson structure is noteworthy, as it enhances the learning experience rather than detracts from it. The positive correlation between the digital tool and engagement levels suggests that Mentimeter can be a valuable asset in the post-16 classroom, contributing to an enriched learning experience that transcends the confines of traditional methodologies.
[bookmark: _Toc152877037]Drawbacks and Considerations
While the overall experience has been overwhelmingly positive, it is essential to acknowledge certain drawbacks associated with Mentimeter. One significant limitation is the platform's pricing structure, as it is not offered for free. Additionally, the restriction of 50 participants per month may pose challenges in larger classrooms or institutions where exceeding this limit is likely. The imposition of a £20+ fee once this participant threshold is surpassed prompts a critical evaluation of whether the investment is justifiable in the long run.
Cost considerations are paramount in educational settings, especially when adopting digital tools. The decision to incorporate Mentimeter may necessitate weighing the perceived benefits against the financial implications, making it imperative for educators to assess carefully whether the features offered justify the associated costs. The potential financial burden could impact the scalability and sustainability of integrating Mentimeter on a broader institutional level.
[bookmark: _Toc152877038]Conclusion and Future Implementation
In conclusion, integrating Mentimeter into this tutorial lesson on drugs and alcohol abuse yielded positive outcomes, as evidenced by heightened student engagement, interactive learning experiences, and the consolidation of knowledge. The feedback collected serves as a testament to the successful fusion of traditional teaching methods with innovative digital tools. Moving forward, the intention is to sustain and further develop the use of Mentimeter in the teaching repertoire, recognising its potential to enhance the learning experience and cultivate a dynamic and engaging educational environment.
However, as educators embrace digital tools like Mentimeter, knowing the associated costs and participant limitations is crucial. Ongoing reflection and adaptation are imperative, ensuring that the integration remains aligned with the evolving needs of students while considering the financial implications. As technological advancements continue to shape educational paradigms, the judicious use of innovative tools will be instrumental in preparing students for the multifaceted challenges of the digital age.
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BBC Teach: Lorne’s Experience of Smoking Cannabis
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Cannabis is categorised as a Class B
drug. What is the highest penalty for
being caught in possession?
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What are the other side effects of
cannabis?
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BBC Teach: Jordan’s Experience of Drinking Alcohol at 16
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How many units of alcohol are
typically in a glass of wine and a
small bottle of medium strength beer?
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For men, the recommended daily alcohol
limit is 3-4 units, and for women,
it's 2-3 units. How many units did
Jordan drink?
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Reflecting on the previous
videos, what thoughts arise when
considering issues related to
drug and alcohol abuse?
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Final Activity

> Head to the Tutorial Moodle page and find the "Drugs and
Alcohol Abuse" section.

> Read the "somewhere safe to take illegal drugs (Scotland)"
article.

> Then go through and try to complete the "Drugs Booklet".
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Cannabis is categorised as a Class
B drug. What is the highest penalty
for being caught in possession?
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What does alcohol/drug usage
cause to surge in the brain?
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Reflecting on the previous videos, what thoughts arise when
considering issues related to drug and alcohol abuse?
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Introduction

> Today, you will watch 3 videos in total.

> Video 1 delves into the reasons behind addiction.

»Video 2 shares a personal experience of drug addiction.

»Video 3 presents a first-hand account of alcohol abuse and underage drinking.
> Each video is followed by a few questions on what you have watched.
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Why Do People Get Addicted
to Drugs and Alcohol ?

Why Do People Get Addicted to Drugs and Alcohol?
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What does alcohol/drug usage cause
to surge in the brain?
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What happens when drugs/alcohol are
used repeatably over time?





