Introduction
A critical incident can be an everyday event, something that a child can experience during a normal school day. Critical incidents can be both positive and negative, it is only when taking time to reflect upon these incidents can they be analysed and deemed critical.  Tripp (1993) states “a critical incident is an interpretation of the significance of an event. To take something as a critical incident is a value judgement we make and the basis of that judgement is a significance we attach to the meaning of the incident”. The pedagogical theory developed by Tripp (1993) suggests an analytical approach whereby teachers develop professional judgements and practices based on critical incidents witnessed.
This evaluation will research the importance of the role that critical evaluation will play on the developing teacher and how it can impact their practice, how it can be linked to recent reforms in education and how this impacts upon the teaching profession. There will be a brief section regarding an observed incident followed by more detailed analysis of how this relates to Donaldson (2015) 4 purposes outlined in the new Curriculum for Wales (2022). There will be a detailed literature review of areas of research arising from the observed critical incident to provide context for the incident in review. The literature review will be followed by a section on reflection and evaluation which will discuss the use of reflective models and practices and potential “next steps” for personal and professional development.
The Role of critical reflection
Colomer et al (2020) considers reflection to be an exciting competency for educators to use at all stages of education. It allows for students to be empowered in their personal learning. Additionally, Colomer et al (2020) states that “The complex nature of education requires continuously evaluating environments and societies”.  
Furthermore, Bassachs et al (2020) suggests that reflection is needed in education to connect new and previous experiences with a practitioner’s existing skills and knowledge, all of which are essential when assessing specific learning outcomes for students.
Sachs et al (2019) agrees with Bassachs et al and states that reflection needs to be used “to ensure increasing inclusivity, reflectivity and democracy to boost the cognitive and emotional development of children with effects that persist into adulthood”.
Reflective practice is “learning through and from experience towards gaining new insights of self and practice (Finlay, 2008). This requires a practitioner to look back at what they did in the class room, and consider why it was done that way and if it worked, a system of self-evaluation and self-observation.
Reflective practice needs to be a cyclical process, it cannot be a one and done approach (Galia 2013). In schools it can be used to collect, analyse and record a practitioner’s thoughts and observation. To step back and review, then go on to make changes.
It can be argued that critical reflection is one of the most important sources of personal improvement and development. Collecting and analysing critical information and taking time to reflect upon this allows teachers to move from experiencing to understanding. If teachers do not question themselves and their experiences, research has shown they may not learn from them (Larrivee 2010).

Reflective practice can be an essential tool in changing times and changing methods of education. During 2020, the Covid-19 pandemic forced schools to educate in a new way. As well dealing with new technology, new teaching strategies needed to be developed. Schools where teachers actively engaged in critical reflection were at an advantage with this change (Carillo & Flores 2020).
Critical reflection is not only considered important for schools and teachers. Developing excellence in teaching is the single most powerful influence on a student’s ability to achieve their potential (Hattie 2003). 
Welsh Government (2022) has made it clear that a new way of teaching is needed. The traditional curriculum was subject centred whereas the modern curriculum is child and life centred. The new curriculum requires teachers and leaders to reflect upon their practice to ensure it is consistent with the new curriculum.
There are many areas in which critical reflection can aid the development of a teaching professional. It allows the teacher to better understand the learners. Critical reflection allows the teacher to put themselves in the learner’s shoes. Brookfield (1995) believes that “Of all the pedagogic tasks teachers face, getting inside student’s heads is one of the trickiest. It is also the most crucial”.  Umbrello (2021) proposes that critical reflection requires a teacher to have humility. Reflection must be honest and take into account the mistakes and wrong choices, as well as our successes as this provides a reminder to work hard to achieve goals.
Teachers who actively practice critical reflection will be more likely to develop learners who in turn are reflective themselves. Reflective learners are able to evaluate and analyse their own performance and in time improve upon it which is a key skill in becoming independent learners (Brockbank & McGill 2012).

Observation
To be BERA (2018) compliant the researcher will be anonymising areas of their writing to ensure that students and teachers discussed are not identifiable. Following BERA guidelines the researcher will give a generic overview of the school.
This primary school is a mixed gender facility. It caters for nursery, infants and juniors (3-11 years) and is based in South Wales. The observation school has six single age and two mixed age classes. The school also houses two specialist teaching facilities for children with Autism Spectrum Disorder. Approximately 21% of the pupils within the school have additional learning needs which is very close to the national average of Wales. The outcome of the last Estyn inspection was ‘Good’ in all areas.  (Estyn,2019)
There are 234 pupils on roll. 49.2% of the children have free school meals which is much higher than the Welsh national average of 21%.  (Welsh Government, 2021) 
The researcher observed the incident at approximately 11 am during a literacy lesson - “finding the errors in the text”.  The class split into 3 groups with 1 group moving to another room. The participants were aged 8-10 and there were 3 staff in the classroom: 1 teacher, 1 teaching assistant (who took the group out of the classroom) and the researcher.
During the observation the researcher witnessed a learner shouting out. The learner was reminded to “use your Talk Gym”. 
This critical incident will be the focus of the research.
Critical Incident linked to Donaldson’s 4 Purposes
During a literacy lesson the researcher observed the teacher using a method of classroom management known to the learners as “Talk Gym”. Talk Gym was a game the teacher implemented within the lesson that used a series of hand actions to communicate what stage of understanding or willingness to participate in the classroom discussion the learner was at. 
The hand gestures included a thumbs up, signalling the learner was ready to speak, stacked fists indicating the learner wished to build upon what had been said, a single closed fist in front of the learner meaning they were thinking, an open hand meaning they were unsure and wanted to pass on the discussion and finally, a hands up to ask an unrelated question. The use of these gestures in the form of a game was challenged when one learner shouted out an answer. The teacher responded by reminding the child that they needed to use their “Talk Gym” to participate in the discussion.
By using the game during the discussion, the learners were given a fun way of being able to participate if they wished, but also not being left out if at that time they did not feel they had anything to add. This method of classroom management also set clear boundaries for the children to work within.
The incident the researcher viewed could be linked to Donaldson’s four purposes “The four purposes are the shared vision and aspiration for every child and young person. In fulfilling these, we set high expectations for all, promote individual and national wellbeing, tackle ignorance and misinformation, and encourage critical and civic engagement. A school’s curriculum is everything a learner experiences in pursuit of the four purposes” (Gov.wales. 2015).
Donaldson’s four purposes include the aim for learners to become “Ethical informed citizens who understand and consider the impact of their actions when making choices and acting”.  By setting clear boundaries within the game, learners had clear instruction that interrupting while another learner was talking would impact upon the talking learner’s ability to express their opinion and contribute to the discussion. 
Furthermore, this form of classroom management promotes respect for others rights and needs as a member of a diverse society. The hand gestures allowed the teacher to choose the learners who were ready to participate, whilst giving those learners who were considering their thoughts more time without any pressure, linking to the learners developing into enterprising, creative contributors who think creatively to reframe and solve problems.
The researcher found that the simple idea of a game using a series of gestures to ensure all the learners were taking part in the lesson, an exciting area for further study. In the past, classrooms would have some children raising their hands to answer while others did not engage or were nervous of asking a silly question or getting something wrong. By implementing a system where all learners can indicate where they are in the discussion, the lesson was also encouraging the children to have confidence to participate, helping to build on their emotional wellbeing by developing confidence and empathy for other learners.
The researcher observed how the classroom enjoyed participating in the discussion and how the use of the game as a pedagogical method of positive classroom behaviour impacted positively upon the learners. This has encouraged the researcher to study behaviour management and its use as a scaffolding tool to promote learner engagement and development in more depth.

Literature Review
Positive classroom behavioural management in schools is an area that has been much discussed. The Critical incident which was observed has prompted further research into the effects of positive classroom management and the use of classroom games as witnessed in the observation to promote positive behaviour.
There is no shortage of research into classroom behavioural management. There are many theories, media articles and policies (Ball et al 2012). Moore et al (2018) agrees with Ball et al, proposing that there is research to suggest how best to train teachers to positively manage pupil behaviour and the understanding of how pupil behaviour is contested. 
Although Jennings & Greenberg (2009); Kokkinos (2007); Barmby (2006) all agree that there is a number of research into behavioural management, they still believe that one of the greatest challenges faced by any student or experienced teacher will be managing behaviour in a classroom setting. This is also supported by Leithwood & Day (2008) who suggest that classroom management is also citied as one of the biggest challenges faced by head teachers across all phases of education.  
Aloe et al (2014) concurs with the above scholars and believes that as a result of behaviour management being one of the greatest challenges, teachers who find it difficult to promote positive classroom behavioural management will suffer from burnout, stress and even result in leaving the world of teaching. Furthermore, this statement is supported by Day et al (2006); DfE.(2010); Jacobson (2016); Ozdemir (2007) who express that there is much literature to suggest that the idea of not being able to positively manage a classroom deters some from considering a role in education. 
The ineffective management of a classroom can have a negative effect on pupil engagement (DfE, 2010). Furthermore, it can result in low attendance, aggression and in some instances bullying (Zyngier, 2007). This was evidenced by the disruption caused by one learner shouting out during the observed incident. Although the serious issues of bullying and aggression in classrooms needs to be addressed in the minority of students, Ofsted (2014) observed that it is this lower level disruption, such as that observed by the researcher, which can lead to a lesson being undermined. However, it is to be noted that data recently published by Ofsted would indicate that behaviour witnessed in schools is on the whole good. Ofsted ratings of schools had 85% of schools achieving good or very good ratings regarding behaviour (Ofsted, 2019). Furthermore, a DfE (2018) survey of senior leaders in a teaching setting resulted in 86% giving behaviour a good or very good rating. However, this fell to 59 percent among classroom teachers. Overall, these studies and statistics would therefore suggest behaviour in schools is good. However, the drop in percentage of classroom teachers with good or very good behavioural ratings could suggest that there is improvement to be made amongst this group of education staff or could suggest that more respect is given from pupils to senior leader roles than that of their classroom teacher. This poses the question of whether senior management spend enough time in comparison to class teachers, observing the extend of pupil’s behaviour in the classroom environment. 
There are the more serious cases where positive classroom management is not promoted and incidences of bullying and absence do occur. In 2019, absence from school, both authorised and unauthorised had been at the highest levels since records began (DfE, 2019). This review has chosen not to take most recent statistics as these are heavily influenced by the Covid-19 pandemic and give an unfair reflection. Luiselli et al (2010) therefore believes that it is of the utmost importance that schools promote high quality classroom behavioural management to encourage learners to want to attend. However, support from parents and other stakeholders is paramount in achieving this goal.
It is in the teacher’s interest that their pupils learn, this is their goal, therefore any behaviours in the classroom that are considered as disruptive to learning would be considered as a behaviour that needs to be “managed”. However, there is substantial literature and study to suggest that moving the focus from managing a child’s behaviour and teaching children learning behaviours can be beneficial (Nolan, 2011; Nunez and Leon, 2015; Ellis & Todd 2018.). 
There must be an acceptance that teachers will find times where there is the need to manage unwanted behaviour. However, the promotion of positive learning behaviours will not only be in the interest of the child throughout their education and on into adulthood, but of their classmates and the school as a whole. 
The role of a teacher fits well with establishing positive learning behaviours as it is within their sphere of control, whereas attempting to manage the misbehaviour of a child can be far more challenging and have many complexities. Furthermore, the successful management of a child’s behaviour may not necessarily result in leading the child to any learning. The behaviour for learning conceptual framework recognises there are three pupil relationships at the core of learning, those with other, the curriculum and those with self. All three have an impact on the other, by recognising which of these relationships requires positive change all of the relationships can be strengthened and developed (Ellis & Todd, 2018).

 
Figure 1. The behaviour for learning conceptual framework, from Ellis & Tod (2018, p. 38).
Although the majority of evidence found supports behavioural management and intervention, it is important to consider why behavioural management could be ineffective or detrimental. The United Nation’s Convention on the Rights of the Child (UNCRC, 1992) article 12 states that “every child has the right to be listened to and taken seriously” and article 13 states that “every child must be free to express their thoughts and opinions”. This would suggest that if a learner such as the one observed in the critical incident was to shout out, their opinion should still have to be listened to and taken seriously. Furthermore, the Rights of Children and Young Persons (Wales) Measure 2011 makes the UNCRC law in Wales and means that now, more than ever, we must respect children’s rights and place these rights at the forefront of any decisions made affecting the child.    
However, due to the overwhelming amount of literature that evidences how positive classroom/behaviour management can have a significant impact on the learner and their peers educational experience it is shown that positive behavioural intervention is essential in respecting every child’s right to a positive education (UNCRC, 1992). Having schemas to deal with classroom management is an essential part of the teacher’s arsenal. As observed in the critical incident, a simple game with implied rules can be used to promote positive classroom management.
The second half of the literature will focus on the practical use of “games” for successful classroom and behavioural management and how these can be used as an innovative and new way to deal with challenging behaviour.
Any organisation should always be looking to improve its products or services, teachers and schools have a responsibility to provide their students with a quality education (Yildiz, 2014). There has been much work by educational experts and specifically experts in the quality of education to improve the quality of learning processes regardless of level and throughout the curriculum (Langstrand et all, 2015).
It is essential that students are motivated by their teachers to facilitate learning and what can sometimes seem difficult is not always the case. There is a growing need for teachers to accept that traditional methods of teaching are not always the ones that will attract students and allow them to reach their potential, there is evidence to suggest that enthusiasm for traditional teaching methods is scant are being deemed ineffective (Lee & Hammer, 2011).
It has been found that educational games as a tool for learning and classroom management can not only improve student knowledge, but also the ability of students to cooperate with their classmates and improve their communication (Hamari et al, 2014) this was observed where the game used in the classroom encouraged controlled student participation and inclusivity in the activity.
Deterding et al (2011) agrees with Hamari et al and proposes that the use of games has seen an increase in its use since 2010 and can be used to improve an individual’s motivation, behaviour, attitude and involvement in learning activities. Additionally, this is supported by Dominguez et al (2013) who explains how the aim of its use is to support learners and their peers to engage in activities and encourage their interest in areas of the curriculum where traditional methods may have proved ineffective. Kapp (2012) also concurs with Dominguez et al and agrees that the use of games in classrooms helps to make students feel more motivated to learn and display positive behaviour than they were when traditional methods where used.
On the contrary, Glover (2013) opposes Deterding et al and believes that turning a classroom into an environment where behavioural games are possible as well as feasible but also effective and enticing to the student is a recent introduction to a teacher’s approach as opposed to being a method that dates back more than 11 years. The use of games to promote learning and positive behaviour known as “gamification” has been the subject of several studies particularly in the classrooms from primary to higher education (Deterding, 2012; Hamari et al, 2014). Having said that, Hamari et al (2014) agrees that more study is required to demonstrate the effectiveness of the method and studies using robust comparison groups is required to draw conclusions. Furthermore, studies suggest that the implementation of games could be difficult given factors such as class size, differing learning abilities and social backgrounds (Conway, 2014).
On the other hand, Silva et al (2019) opposes Conway and suggests that the use of Gamification techniques appears to be an effective tool that can be used to motivate students at all educational stages to encourage involvement and assist positive classroom behaviour and learning potential.
The critical incident observed is supportive of the principal that the use of games in the classroom environment can have a positive effect on an individual’s behaviour and the effectiveness of the lesson to the whole classroom. This is supported by the statement that games can be used to “act as a conduit for developing a climate of respect, cooperation and emotional safety” (Matsumura, Slater, and Crosson, 2008; Shuck, Albornz, Winberg, 2007). 
The critical incident showed that children understood boundaries and their responsibility to their classmates to allow active discussion in a controlled manner. Games can be considered learning in disguise it has been found that children that have fun are better learners (MacConville 2012). The use of games could be developed to cover all areas of the new curriculum as well as managing classroom behaviour. The activity observed encouraged children to think about their answers, allowing other children a chance to be involved thus promoting their health and wellbeing. It encouraged language and communication skills both of which are areas identified in the new curriculum (Welsh Government 2022).
Reflection/Evaluation & Next Steps
Critical reflection plays a vital role in an educator’s ability to improve their own skills and knowledge and shape their teaching practice as stated in the role of critical reflection above (Bassachs et al 2020). The researcher found that after observing the critical incident there was much information to reflect upon such as the review of literature relating to the “gamification” and classroom/behaviour management. This gave scope to look at how the researcher could take this into their own teaching practice and areas that it could be expanded and improved upon.
When reflecting upon critical incidents there are several models that can be used, The ERA cycle (Jasper, 2013) breaks reflection down into 3 stages. Experience, Reflection and Action. The cycle starts with the practitioner experiencing something be it new or repeated, the practitioner then reflects and thinks through the experience and looks into how they feel about it, and finally taking action, what will the practitioner do as a result of the experience. There are several other models of reflection including but not limited to Kolb’s Experiential learning cycle (Kolb, 1994) and Driscoll’s What Model (Driscoll, 2007).
All of the models use a step or cyclical approach to reflective practice. The researcher will use Gibbs Reflective Cycle (Gibbs, (1998) to reflect upon the critical incident which was observed. Gibbs’ model has six stages, Description, Feelings, Evaluation, Analysis, Conclusion and Action plan.
•	Description – The critical incident observed was the use of a hand gesture game to promote positive behavioural management in a classroom environment during a lesson. At one point a learner shouted out, but was reminded of the rules of the game so other learners were not distracted and were given their turn to participate.
•	Feelings – Before the incident occurred, the researcher felt there was a calm classroom environment, conductive for a positive learning experience. When the learner interrupted the researcher felt a change in the environment, to one of annoyance and restlessness. Once the teacher intervened reminding the interrupting learner of the game rules the classroom quickly returned the calm learning environment. 
•	Evaluation – Although the lesson was interrupted the researcher felt that this had been a positive interaction as the learner was quickly brought under control sending a clear message to the classroom in a manner that did not negatively impact upon the class as a whole. However, the learner may have been discouraged from participating further as they felt their opinion was not valued.
•	Analysis – The researcher felt that the incident supported the research undertaken in the literature review, stating that positive behavioural management is essential to promote a positive learning experience for all (Ofsted, 2014) and that the use of a game or gamification of a lesson or set of rules can be used to manage this behaviour (Hamari et al, 2014). 
•	Conclusion – The researcher concluded that they would like to use this form of behavioural classroom management going forward, and if they were in the same learning environment again this would be an action plan they would employ. 
•	Action plan – The researcher will take forward the use of a game to promote positive classroom behaviour in their lessons. The researcher will need to practice their use of a game in a teaching setting but noted that this would be more useful if it was a used on a whole school approach so the learners became used to the technique. The researcher also noted that should a disruption occur that learner is encouraged to participate whilst following the game rules so, they do not become discouraged in future lessons.
The researcher whilst undertaking this process can see that there is a tangible benefit to reflective practice as a teaching career is undertaken. Every lesson and experience once reflected upon can be used to shape how the researcher will improve upon their skills and knowledge. Reflecting upon this critical incident has given the researcher areas to research further and expand their knowledge, as well as method to add to their tool kit for encouraging positive classroom management. The researcher has also noted areas to develop upon for example, how could the game be developed for learners with disabilities? or could a reward system be implemented? Reflection is an essential part of promoting successful teachers and effective learners (DfE, 2010).

Conclusion
There can be no doubt that there is an increasing focus on the importance of teachers becoming practitioners of reflective models in their development. There is an increasing focus on children not only being taught the traditional academic subjects but for teachers to ensure the child develops in all areas of the new curriculum. Teachers must now have hands on evolvement in the child’s development in all areas of the four purposes of the curriculum guiding them to become ambitious capable learners, healthy confident individuals, enterprising, creative contributors and ethically informed citizens (Donaldson 2015).
[bookmark: _GoBack]The use of Gibbs’ reflective cycle can be used to assist teachers to meet the five professional teaching standards: Pedagogy, Collaboration, Leadership, Innovation and Professional learning. Reflecting upon critical incidents will impact greatly upon all of these 5 standards, but in particular innovation and professional learning. Professional learning is a focus of critical evaluation. It will develop the teacher’s skills and knowledge and this is turn will have a positive effect in the classroom and therefore ensure learners are receiving the best possible service that they deserve. This will in turn ensure learners experience a positive education experience and develop to become effective learners and valuable future members of society.
