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	Professional Experience Template 1ECAD6008 Assignment: Part 1


	

	Pedagogy Standard
	Assessment for Learning

	What did you do and why?
	During an ads session in my PTE3 school it was discussed that there needed to be more self-assessment methods in the classrooms for pupils to monitor their progression. As a result, I created my own self-assessment cards for children to use when completing a directed task. I created two self-assessment cards; one was specifically for writing tasks and the other was for the mathematics and numeracy AOLE. I implemented these into my lesson plans to ensure that children had an opportunity to demonstrate a sense of autonomy and independence for their work produced. This allowed pupils to be more active learners who take ownership of their work produced. Children were directed to look at their work and tick the boxes if they have met the criteria. This allowed learners time to look at the work they have produced and evaluate what they have achieved during the lesson. As a practitioner this helps me build a greater level of independence and personal progression of learners in the classroom. This was effective in promoting the concept of learners leading learning. 

	What have you learned?
	I have learned that children in the KS2 phase work effectively when given an independent success criterion in the form of a tick checklist. Children used these assessment cards to identify what they have missed out and need to change before handing their book in for marking. For example, identify if they have not used finger space gaps between words or capital letters at the start of sentences. Overall, this experience has taught me that developing learners’ resilience through self-identifying areas they have met or have not met in a task meant that I was continuously setting pupils an achievable and attainable target to meet for all work produced. Thus, as a practitioner I was creating an opportunity of raising pupil standards and attainment. Furthermore, this experience has also taught me that providing learners with time to look over their work and notice errors mitigates the effects of pupils making those mistakes again. This view is in correlation with my research case study for the ECAD6010 assignment where it became evident that learners benefit greater from instant feedback from assessing work. 

	What next?
	In future practice, I intend on making sure that I create self-assessment cards for all AOLES. This will mean that each area of learning has a focused specific card with expectations to meet. Going forward I intend on laminating these self-assessment cards and asking pupils to tick them using a white board pen. After my practice it has become coherent that using a wipe off method after lessons supports pupils’ mental wellbeing as it becomes an opportunity to start fresh again. As a reflective practitioner, it is clear that providing learners with the opportunity to take ownership of their work increases the key four purposes skills highlighted in the Curriculum for Wales (2022). These core areas that I intend to continue supporting include; 
1. Healthy, confident individuals who have the skills and knowledge to manage everyday life as independently as they can. 
Ambitious, capable learners who set themselves high standards and seek and enjoy challenge.



	Professional Experience Template 2
	

	Pedagogy Standard
	Employing a broad repertoire of teaching 
approaches

	What did you do and why?
	During PTE3 I introduced the new term topic ' Our big wide world', after collaborating with the KS2 phase; I noticed that there needed to be an innovative hook to captivate children's engagement alongside the traditional methods of learning. As a result, I proposed how the use of virtual reality can immerse children in enriching learning experiences in the form of a blended learning approach. I used this this form of technology in my classroom to show children the Asian Rainforest, endangered animals and deforestation. This provided pupils with an opportunity to develop attitudes, skills and knowledge within the following key aspects of the four purposes: 
1. Ethical, informed citizens who show their commitment to the sustainability of the planet and are ready to be citizens of Wales and the world.
2. Ethical, informed citizens who understand and consider the impact of their actions when making choices and acting and area ready to be citizens of Wales and the world. 
I chose this blended learning approach because it works on the ideology that not all children will have experienced an enriching environment like a zoo or a topical environment thus, this experience bridges the gap in attainment within the school.

	What have you learned?
	In PTE2, I identified my need to research methods of integrating innovative educational tools in the lessons. As a result, in my PTE3 practice I was able to implement the innovation area I have explored as a teaching tool to support lessons in line with the Curriculum for Wales (2022). During this experience I learned how to share my expertise in an area to support learners understanding of a diverse topic. This meant that I could bring the rainforest to learners in an interactive immersive play experience where exploring is at the centre of the task. Thus, I have learned how this blended learning approach can stimulate learners’ imagination and understanding.  I shared my extensive knowledge of this area with staff to support their own professional understanding of using innovative blended learning tools.

	What next?
	As a result of this experience, I intend on further enhancing my expertise in virtual reality by making sure I am continuously up to date with innovative ways of allowing children to experience environments not easily accessible to them. The use of assistive technology can bridge the gap and allow children to become more immersed in topics that require imagination. This can be an effective tool across all AOLES. Going forward I will make sure I attend online courses as a part of my processional development in this area to develop other areas of innovation that can support learners’ educational outcomes effectively. During enhancement week I intend on attending technology workshops to broaden my understanding of how the digital competency framework can be incorporated into lesson plans across the curriculum. This is an area of learning and experience I can then feedback to other practitioners as a form of continuously sharing and developing my expertise. 






	Professional Experience Template 3
	

	Pedagogy Standard
	Real life authentic contexts 

	What did you do and why?
	I used a budgeting lesson to teach children how to look after money. My intentions were to help children contextualize the meaning of money, and irradicate any misconceptions that money on debit and credit cards is infinite. This is a real-life authentic topic that children in the year 5 class were exposed to. When asked 'who has a bank account?', all pupils put their hands up. As a result of this outcome, I delved deeper into this topic as I wanted children in my class to have a greater understanding of the 'adult' world, to help them become knowledgeable citizens who value important concepts in society. This lesson was in line with 'healthy confident individuals who have the skills and knowledge to manage everyday life as independently as they can and are ready to lead fulfilling lives as valued members of society'. Real- life examples included things the pupils loved. At the end of the lesson, I asked pupils to pretend to go shopping with a partner and budget for £100. Pupils then used whiteboards to state if they were on budget or over budget. I used this context as a form of plenary to refine my next finance lesson. 

	What have you learned?
	Overall, I have learned that children work best when you enrich learning with experiences they can relate to. When using real life examples, I noticed that pupils were more open to class discussions, thus they were increasingly more receptive towards taking in the information. I now know that in future practice I need to create an environment where I am including these forms of experiences as much as possible, to highlight a topical area of importance. This has helped my professional development as I can now see the advantageous elements of these teaching approaches I can provide to pupils, when covering topics like budgeting, which are harder for children to understand. I will share what I have learned by sharing my budgeting resources, and by highlighting to colleagues that optimal learning for math’s occurs when learning experiences are enriched through relating it to the pupil's lives. 

	What next?
	As a result of this experience, I intend on incorporating real-life authentic contexts in all my lesson plans where possible across all AOLES. This will further enrich pupils' knowledge and understanding towards a topic through contextualizing it in relation to their community, and what is important around them. I will do this by also developing the Innovation professional standard, I intend on using blended learning and real-life authentic experiences as a hook for topics. I believe that refining this area and including it into more of my lesson plans will help elevate the standard and innovative level of teaching I deliver in the classroom. In similar circumstances, I would use these elements to teach budgeting again, pupils were evidently engaged in the challenges and real-life authentic approach to learning a mathematical topic.











	Professional Experience Template 4
	

	Pedagogy Standard
	Blended learning experiences

	What did you do and why?
	During PTE3 the theme was ‘Our World’ and understanding the effects as humans we have on the world around us. Therefore, I was able to make cross curricular links across the AOLES within the curriculum. However, a purposeful link I made was between literacy, language and communication and the expressive arts AOLE. During literacy sessions I was engaging learners with the concept of persuasive language through the use of persuasive text. After developing persuasive language knowledge children were asked to format their own persuasive sentence about saving our planet or endangered animals. After developing their knowledge in this area, I asked pupils to produce a peaceful protest banner with their persuasive language statement. This created a cross-curricular learning approach as pupils were then challenged to create an effective design to highlight their message and individual opinion on the topic covered. I used this approach to create a learning continuum for pupils into the expressive arts AOLE.

	What have you learned?
	This learning experience has taught me the importance of providing learners with an opportunity to link what they know to other areas of learning and experience. Providing children with an opportunity to express what they have learned through the concept of ‘expressionism’ ensures that learners consolidate what has been covered in a creative and fun task. This experience has taught me that when I adopt the play pedagogy into a lesson children can use their imagination to recite skills that have been mastered within an AOLE. As a result, Children created and then acted out their protest using their persuasive language. As a practitioner this has taught me that using cross curricular techniques can help me assess which children have demonstrated a strong understanding in the skill set out to achieve within the progression step. 

	What next?
	Going forward I intend on assessing children’s understanding of an area through incorporating other AOLES into my practice. For example, after a text piece asking children to draw what they have learned this lesson is a visual technique that can help develop and refine what a child has heard, spoken and written about over the course of a lesson. Thus, linking other AOLES into one lesson can help learners develop a sense of continuum in their learning. It is clear that in my future practice I need to ensure that I provide an abundance of learning opportunities in my lessons that include cross curricular elements. Moreover, this means that learners can continuously be provided with an opportunity to develop all key areas of learning. It is essential to note that in my future lesson plans I understand that the curriculum for Wales (2022) is a skills-based curriculum therefore, I need to keep adopting this cross curricular theme approach in my lessons to support learner progression. In future topics, I intend on using the theme and link it the Math’s AOLE, making my own resources will intertwine the theme effectively. 




Part 2

	Target
	How have I improved 
	Evidence of how

	
Target 1- Continue reading widely, including current research. 


	I have worked on target by reading relevant up to data evidence and linking it to relevant theorists. 
	Highlighted on page 3 of my literature review. 

	
Target 2- Ensure that all points are supported with relevant literature. 


	
I referenced key points made using the Harvard referencing guide. 
	Throughout the assignment this is emphasised. My Literature review has theorists that back points. 


	
Target 3- Ensure that sentence construction is accurate to ensure clarity of expression. 

	
I have used paragraphs to make my discussions more coherent. This included link words and the use of commas to break sentences down. 
	
This is evident throughout the structure of my assignment. 




Critically reflect on your progress in planning, preparing and teaching lessons that incorporate specific pedagogical principles. (This evidence should be taken from you Professional Learning Passport –PLP.) Identify up to three of these pedagogical principles as an area for development and justify the next steps in your development.



In part one I referred to a blended learning approach QTS standard, within the employing a broad repertoire of teaching approaches pedagogical principle. This experience entailed using virtual reality (VR) experiences within the classroom to bring topics to life. I piloted this in my PTE3, year 3 class. This is a KS2 English mainstream class within the City and County of Swansea. The class consists of 26 children, 10 of which were receiving interventions for ALN to support their individual progression targets. Blended learning is an innovative strategy that incorporates the benefits of both traditional classroom instruction and technologically supported learning (Dangwal & Lalima, 2017). This learning approach was highly successful in immersing children’s interest with the topic ‘our big wide world’. During my PTE2 review, I identified that applying an opportunity for learners to have a range of blended learning opportunities was an area for progression in my teaching practise. After exploring the work of Torrance (2007) it became evident that criteria compliance has significantly replaced teacher and learning experience. He highlights that convergent assessment has penetrated school settings, becoming mechanistic rather than providing learners with an opportunity to discover what they are learning. As a result, I piloted an innovative learning approach in my PTE3 class to aid learners’ engagement through exploration to support understanding within an area of learning and experience. This included immersing pupils in the Asian Rainforest to help visualise, explore and describe the landscape and the affects it is facing. Being a reflective practitioner is key to critically analysing philosophy, principles, theories, and practises in order to achieve an optimum learning environment (Farrell, 2015). It is essential that as a practitioner I am are able to reflect on my practise in order to analyse and adjust teaching delivery in particular social, cultural, and political contexts. According to Freeman (2016) reflective practise provides access to philosophy, principles, and theories which can assist instructors in unravelling these implicitly held beliefs to inform pedagogical choices. Subsequently, I am going to delve deeper into my chosen aspect of virtual reality and explore the literature that transcends it, and how going forward I can develop this blended learning approach further into my professional practise.

In light of new changes in education brought on by the coronavirus pandemic, educational practitioners have adapted innovative electronic based alternatives to traditional learning experiences. (Erturk & Reynolds, 2020). One of which is Virtual Reality, this is a simulated environment that learners experience through sensory stimuli cues such as images, sights and noises supplied by a computer. In this environment individuals’ actions determine what occurs in the digital environment (Jerald, 2015).This learning approach is regarded as a practical immersive learning experience. The nature of this learning is adjacent to Kolb's learning cycle, which defines learning in four steps: concrete experience, reflective observation, abstract conceptualization, and active experimentation. Moreover, this learning theory is one of the more well-known practical learning methods to support children’s attainment (Kolb, 1984). Engaging stimulus plays a pivotal role in the metabolism of contextualising information in line with the intended success criteria of a lesson. Thus, the use of VR as a learning experience is widely regarded as being invigorating for pupils, the results of a National Survey by DreamBox Learning affirms that 90% of educational practitioners believe VR may help increase student learning within their continuums. This learning approach encompasses William Glasser’s (2010) four basic psychology needs to drive students, these include belonging, power, freedom and the need for fun. Moreover, attesting that once teachers provide these needs pupils behave desirably resulting in positive learner outcomes. 

Radu (2014) believes that the effects of computation on pupils is advantageous. Suggesting that on the basis of their own experiences and assumptions about their surroundings, children improve their physical task performance and hypotheses of their environment. These forms of virtual reality learning experiences blended with other learning approaches supports constructivist learning. Cognitive Sciences professor Chwen Chen (2009, p. 3) asserts that this philosophy obtains that knowledge is constructed through an individual’s interaction with the environment. As opposed to behaviourism which obtains knowledge in reproduction of acts and attitudes. Moreover, constructivism stresses the combination of inputs from the senses, current knowledge, and new information to generate meaning and understanding. Greening (1998) highlights that this constructivist experience is predominately procured through active, authentic, and reflective learning activities. In support of this key point is Piaget (1951) who firmly states that children working within the concrete operations stage; where thinking involves logical reasoning, rely on concrete object support to develop deeper understanding. As a result of being classified as an additional learning tool it provides children with new insights and perspectives. Thus, it has the capacity to stimulate curiosity and enticement. Despite this, a prominent limitation is that it is more widely regarded as being impactful for themes that are both visual and tactile (Mazer Space , 2022). In support of this point is Lanzieri (et al., 2021) who predispose that VR stimulation as a blended learning approach for learners helps to gain familiarity with contexts through visually connecting macro and micro nuances within set topics. However, while decreasing the time allotted for instruction and practice, the use of technology as a learning approach enhances the strength of speech and, as a result, favourably improves the learning performance of students (Serin, 2015). In spite of this, VR teaching tools have the potential to impact the achievement of learning relative to traditional teaching approaches. According to cognitive theory of multimedia learning (CTML), learning is hindered when cognitive thinking exceeds the learner's capability. This concept is in accordance with the cognitive load theory (CLT) put forth by Sweller, Ayres, and Kalyuga (2011), which contends that students have limited memory workloads during teaching and that if this capacity is exceeded, learning is impeded.

The aforementioned online learning environments are crucial for instructional activities given that visuality has taken centre stage in the digital literacy competency framework. During my PTE3 practice, it was evident that learners benefited from visual stimulation to depict a greater wealth of knowledge regarding a concept that cannot be physically shown to them. For example, I used a virtual reality stimulation headset to place children in the Asian rainforest to witness endangered animals and see first-hand effects of deforestation. Additionally, it can be argued that being able to see the world from a different perspective can also be valuable for learning critical thinking skills, such as challenging values and beliefs (Cranton, 2016). This can link to further affordances like empathy and embodied cognition, these two concepts frequently arise in the topical discussion of VR. Thus, learners can understand and empathise when they comprehend another individual’s subjective experience and environment (Bertrand, 2018). In spite of this, a limitation is the restricted relevance of the learning content due to class sizes. This issue has received critical attention by Huang et al (2016) who affirms that limited experimental duration due to time and logistical restrictions decreases the scalability of using this blended approach. Despite this, the innovative approach encompasses transformative learning due to VR’s perceptual illusions, embodiment and presence that allows you to become someone else within an environment (Johnson-Glenberg, 2018). The nature of this critical approach to what is seen can be linked to the ethically informed citizens who find, evaluate and use evidence in forming views aspect of the four purposes. This is an impetuous skill for supporting children to become positive active citizens of Wales and the wider world (Welsh Government, 2018). 

The educational goals of Anderson and Krathwohl’s (2001) revised Bloom's Taxonomy accentuates what pupils are expected to acquire as a result of direct instruction, this is in accordance with the skills that virtual reality technology improve. This includes lower order thinking skills like remembering and understanding, to higher order thinking skills like analysing, evaluating, and producing, the cognitive and knowledge processes show a two-dimensional framework complexity. In support of this is the latter cognitive theory of multimedia learning by Mayer (2009). This coherently presents principles to lead learning facilitators in reconsidering how to engage students in learning important lifelong skills through the use of digital tools rather than just traditional teaching techniques. Moreover, in a journal of Educational Research keynote practitioners Lalima and Dangwal (2017, p. 129) further note that the benefits of both conventional classroom instruction and learning assisted by ICT are embraced by the innovative concept of blended learning. They further argue that it offers an abundance of opportunities for computer-assisted learning, constructive learning, and group collaboration learning. However, a drawback to blending this learning approach into general practise is the interwoven relationship between perception and performance. Delays in task feedback can impact these critical factors if they are engaged too long after the visual stimulus has taken place, this is referred to as latency in the concealment of information (Kiyokawa, Orlosky & Takemura , 2017). 

VR is a complementary tool for learning key skills, Trilling and Fadel (2009) have highlighted that the gap between 21st century talents like teamwork, creativity, and problem-solving differ from academic abilities taught in traditional classroom settings. The view of Parmaksiz and Delialioglu (2019) correlates with this point as they observed that children lack motivation or interest in academic work, such as basic numeracy engagement with their surroundings. Thus, the use of virtual reality to engage learners in a concept can be viewed as being highly beneficial in a modern classroom. Furthermore, in a study conducted by Di Serio, Ibáez, and Kloos (2013) on the effect of virtual reality on student motivation, it was discovered that students' attention, interest, and confidence increased as a result of this learning approach. This is in line with the self-determination theory, this posits that motivation varies as individuals have an innate desire to be autonomous and decide how to meet needs. Thus, this predominately occurs when interacting and engaging with their environment to complete naturally enjoyable activities (Cook & Artino, 2016, p. 13). This advantage correlates with interest theory which accentuates that increased engagement, interest and motivation results in positive learning outcomes (Michaelis & Weintrop, 2022). Consequently, learners become more interested in the material presented. A barrier to the greater adoption of VR technology in classrooms include a shortage of focused study on educational material development, as well as the definition and application of standards in this area (Qiu et al.,2021). Thus, educators monitoring the impacts of engagement on learning outcomes is important for implementing the future use of VR as a contemporaneous approach, alongside traditional textbook learning. 

Employing virtual reality tools into the classroom allows children to immerse themselves in the learning environment and perceive learning difficulties (Huang et al., 2010). Thus, the use of this learning approach alongside confirmative learning strategies can also support children with additional learning needs. This is evident in the practice of Lorenzo et al. (2016) who purposefully used the tool to create an immersive virtual reality to help individuals with autism spectrum disorder improve their social and emotional deficits. Morever, Sun (et al., 2018) argue that virtual reality presents pupils with experiences that move beyond traditional textbook-based teaching and learning. Given that VR is not bound by time or physical location, it provides learning experiences, and interactions that are accessible at any moment to develop skills. This is in line with the Curriculum for Wales 2022, which is viewed as a skills-based curriculum to support all learners with mixed abilities in becoming active citizens of the world (Welsh Government, 2021). An example of VR being used to support children with additional learning needs is highlighted in an Estyn (2017) report based on a pioneer school for the Welsh Government. The report highlights an impetuous focus on pupils emotional, behavioural and communication development through affective interventions to meet learner needs. One successful intervention was the use of a virtual reality room, subsequently children were able to carry out specific activities which significantly increased their confidence. Thus, this approach in practise provided an appropriate range of enrichment activities to motivate and engage pupils. These core skill elements are fundamental for pupils’ self-regulation and school readiness. Evidence by Greenfield and Vitiello (2017) shows that visual stimulation through high efficiency level VR interactions have a greater support for children with impairments and deficiencies compared to traditional educational methods. However, practitioners’ willingness to develop their digital competence to support inclusive education is key towards implementing VR successfully. This assertion is in line with the Diffusion of Innovations Theory, which contends that practitioners’ perceptions of technology are crucial to its dissemination (Rogers, 2010). Similarly, Alfalah (2018) elucidates the essential elements that influence the probability of technology incorporation in classrooms. These variables include pupil views, institutional support, barriers to integration, justification for integration and previous technological experience.

Areas of learning and experiences like science and mathematics greatly involve a deeper analysis and understanding of terminology, these can be hard to explain in classrooms. Whereas the use of VR in the form of exploratory experiential learning can support pupils in understanding concepts, leading to VR visually mapping future implementation of the concept explored (Monita & Ikhsan, 2020). An example of effective practise in this domain is highlighted in an Estyn (2022) report, the school used Welsh Government grants to provide staff with opportunities to develop blended learning effectively. During the pandemic, staff members engaged in action research and created strategies for incorporating digital technology to improve learning. The school used virtual reality devices to make learning real and pertinent for students since staff and students were unable to go on trips to museums or nearby sites. This report is coherent with a previous study by Dong (2016) which devised that 90% of information attained in our mind occurs through physical movements and interactions. Subsequently, VR provides a learning approach that can allow learners to interact with objects or environments, this learned content can then be easily retrieved by a teacher. However, it can be argued that communication is a barrier between pupils and teachers due to different cognitive levels, this relates to one’s capacity to learn, select, organise and integrate information. In spite of this, these cognitive methodology concepts are imparted with autonomy within the VR environment to support learners’ development (Parong & Mayer, 2018). Conversely, the utility of VR to improve learning and cognitive skills can be questioned considering some studies reporting benefits depend on retrospective self-assessment, which is prone to bias, and aspects of VR can also distract from learning content (Jensen & Konradsen, 2018). UNCC rights of the child act highlights the legal duty to ensure that children have an education which allows them to access information, widely and equitably in support of their development and well-being. This expresses the importance of children’s right to free expression, and the opportunity to seek out information and ideas. The implication of this is in favour of children’s access to trail technology and the internet to self-identify if information acquired through the experience supports their learning (Child Rights International Network, 2022). 

To conclude, the use of Virtual Reality as a blended learning approach encourages student-centred, active learning, concomitantly boosting memorization (Krokos & Plaisant & Varshney, 2019) whilst providing enjoyable learning experiences (Kaplan-Rakowski & Wojdynski, 2018). Based on these accolades, VR has been regarded as the learning aid of the 21st century (Rogers, 2019). Through my further research it is evident that the main barrier to the VR implementation in curricula is the lack of teacher training. This problem is frequently associated with a lack of time to learn how to use the tools, as well as the need to modify conventional curriculum learning approaches to accommodate the use of the new medium (Alfalah, 2018). Teachers' perceptions of instructional technologies have traditionally determined how successful digital learning aids are administrated into practise as a bended learning approach (Albirini, 2006). Despite the fact that the incorporation of VR technologies into the educational process presents a number of barriers, my research gathered on (Papanastasiou et al.,2019) postulates positive effects on boosting learning through different sensory aspects. I strongly agree with this assertion, during my implementation of this approach I witnessed the positive effects of enriching and diversifying topic activities through applying blended support learning. However, as a reflective practitioner it is important that I remain up to date on VR advancements so that I can provide learners with new and exciting experiences to get the most out of this tool kit. This would provide a justification for the initial expenditure of this learning resource. 
A key principle to the Curriculum for Wales (2022) is subsidiarity, this means that decisions about the curriculum should stay close to the action designed by teachers to support children in our fast-changing world. The teacher tool kit, designed to support teachers’ professional development highlights that the value of opportunity to learn, and time on task is among the traditions of process-product classroom observation that have been observed as most enduring (Cambridge Assessment , 2020). Maximising these components for learners in my classroom are therefore essential towards providing optimum engagement. Subsequently, going forward I will develop my professional understanding of how I can implement virtual reality experiences across all AOLES not just topic ‘theme’ work, to support learner outcomes. As part of my continuous professional development, a specific area I would like to develop is how I can use virtual reality as a compositional tool in developing skill-based areas within the four purposes. Therefore, I intend on developing my own pedagogical understanding of how I can implement and intertwine the digital competency framework skills across my practise to help learners contextualise information in a visual manner.
The pedagogical standard of professional learning through the strand ‘continuing professional learning’ highlights the importance of being a reflective practitioner. This QTS descriptor highlights the importance of critical reflection and learning prompting further professional growth (Welsh Government , 2020). Going forward into teacher practise I intend on continuously critically reflecting my implementation of virtual reality in providing learners with an accessible blended learning opportunity through immersive and cultural experiences. During this professional experience it was apparent through observation that each class is unique with different needs, interests and abilities, this is a key perception I will be taking forward into my practise. Thus, what works as an innovative hook in one class may not receive as much enticement to another. Therefore, a key aspect I have taken away from this experience is that technological learning approaches must be monitored through observation closely to assess how beneficial it is for each group of learners. Burch and Mohammed (2019) demonstrate that as new technology becomes accessible, there will always be innovative and modified methods of teaching and learning, which by itself generates a new type of digital gap in the educational system. As an active professional practitioner this will provide me with an opportunity to continue exploring this domain to provide innovate hooks through linking digital competency to areas of learning and experiences enhancing a repertoire of alternative blended learning experiences to engage interest. As a result, in future practise I will aim to encompass the pedagogical standard of blended learning experiences through engaging with scientific and technical change to promote ambitious, competent learners who are prepared to learn throughout their lives. Promoting learning through these experiences can help students live autonomous, happy lives in which they make a variety of contributions to society and culture due to the knowledge and profound understanding they receive through witnessing matters around them using VR to bridge gaps in attainment. 
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