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1.0 Executive Summary

This report aims to investigate the efficacy of digital tools in facilitating meaningful learning experiences. By reviewing literature on theoretical perspectives, course design, and assessment, a comprehensive understanding of meaningful learning is provided. An innovative learning framework is outlined to illustrate how digital tools can enhance the learning process, particularly within the context of technology-based tasks. This framework defines meaningful learning as an active, constructive, collaborative, authentic, and goal-directed process of knowledge construction. The report further delves into the pedagogical benefits of digital tools and the technical competencies required by teacher educators to support student-teachers effectively. Ultimately, the report concludes with an evaluation and action plan to underscore the progression and sustainability of meaningful learning practices.

2.0	Introduction
Digital innovation has significantly transformed the education sector, impacting various aspects of professional practice (Haleem et al., 2022) such as: 
· Personalized learning
· Blended learning
· Distance learning
· Collaboration and communication
· Data-driven decision-making
· Professional development
· Accessibility and inclusivity
Teachers who embrace digital technologies are better equipped to create engaging, effective, and inclusive learning environments that meet the diverse needs of students in the digital age.
Digital competence in teaching varies based on the defining entity. For instance, the European Community's DigComp 2.0 project outlines 21 competencies categorized into five
dimensions.
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On the other hand the UNESCO competency framework includes dimensions related to Digital Teaching Competence (DTC). [image: ](Unesco)
Both frameworks for digital literacy stress the significance of essential competencies across diverse cultural and educational settings. While lacking specific indicators for measuring competency development, they promote digital literacy skills globally. Challenges may arise in implementing these frameworks in regions with limited technology access. Additionally, these frameworks may struggle to keep pace with evolving technology, necessitating updates to ensure continued relevance.
Moreover, digital innovation in professional practice and education involves leveraging technology for enhanced efficiency and effectiveness. Educators are utilizing tools like virtual reality and data analytics to create personalized learning experiences. Collaboration and communication among students and teachers worldwide are facilitated through online platforms, fostering essential skills.
Overall, digital innovation has the potential to significantly improve teaching practices and student outcomes by blending pedagogy with technology (Fullan, 2013).
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2.1	The role of creativity and Digital Innovation
Creativity and digital innovation play vital roles in education by enhancing the learning experience and fostering critical 21st-century skills. Liz Bennett emphasises in the book Teaching in Lifelong Learning (Bennett et al., 2010), that according to the Joint Information System Committee (JISC), several factors contribute to the success of learning with technology such as:
2.1.1 Enhancing Learning and Engagement: Creativity and digital innovation in Higher Education (HE) and Further Education (FE) can enhance student engagement by providing interactive and personalized learning experiences. Digital tools can facilitate communication, collaboration, and problem-solving (Gleason & Daws, 2012) while encouraging creativity and critical thinking. This can lead to deeper understanding and retention of course material.
2.1.2 Improving Access and Inclusivity: Digital innovation in education can provide greater access to learning for diverse student populations, including those with disabilities or other barriers. Online courses and virtual classrooms make education more inclusive, reaching a wider audience and promoting diversity in HE and FE.
2.1.3 Developing Future-Ready Skills: Creativity and digital innovation in education can equip students with crucial future workplace skills, like digital literacy and problem-solving. By integrating cutting-edge technologies and fostering creativity, HE and FE institutions can effectively prepare graduates for a dynamic job market.
2.1.4 Challenges and Considerations: Incorporating creativity and digital innovation in HE and FE education comes with challenges such as limited resources, resistance to change from educators, digital equity issues, data privacy concerns, and the necessity for continual training and support for faculty and staff.
2.1.5 Quality Assurance and Evaluation: Incorporating creativity and digital innovation in HE and FE education requires institutions to implement and evaluate these initiatives effectively. This involves establishing quality assurance processes, assessing impact on student learning outcomes, and continuously improving approaches based on feedback and evidence.
By incorporating these elements into the educational landscape, teachers can better equip students with the skills and competencies needed to succeed in an increasingly digital world.
While creativity and digital innovation have the potential to greatly enhance education by improving learning outcomes, promoting inclusivity, and developing future-ready skills, it is essential to critically evaluate the challenges, considerations, and quality assurance mechanisms involved in their implementation. By addressing these factors thoughtfully, institutions can leverage the power of creativity and digital innovation to create transformative learning experiences for students. For example:
· Ensuring that all students, including those with disabilities or special needs, have access to the necessary technology, such as computers, tablets, and internet connectivity, is essential for successful learning. This will create an inclusive technological learning environment.
· Providing teachers and educators with training and support on how to effectively integrate technology into their teaching practices can help them leverage technology tools to enhance learning outcomes.
· Clear learning objectives. Technology should be used purposefully to support and enhance learning objectives, rather than as a standalone tool. Clear alignment between technology use and educational goals is the key to successful integration.
· Engagement and motivation. Technology can be used to engage and motivate students by making learning more interactive, personalized, and relevant to their interests and needs.
· Collaboration and communication among students, teachers, and peers allows more interactive and engaging learning experiences.
· Feedback and assessment for timely interventions and personalized support to help students progress and achieve learning goals.
· Differentiated instruction by providing students with personalized learning pathways based on their individual needs, interests, and learning styles.
As per Stefan F. Dieffenbacher, founder and CEO of Digital Leadership, a leading firm of management consultants, creativity and digital innovation play a crucial role in driving progress, fostering new ideas, enhancing problem-solving skills, and enabling the development of cutting-edge technologies (Dieffenbacher, 2023). They contribute to innovation, growth, and competitiveness in various fields, including education, business, and science. By leveraging creativity and digital innovation, individuals and organizations can stay ahead of trends, create unique solutions, and adapt to the rapidly evolving digital landscape. In addition to the technology used, context and support within the organization are equally important. 
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Technology and pedagogy can complement each other in a teaching and learning environment by enhancing the effectiveness of instructional practices and providing innovative learning opportunities.
Technology can be used to create interactive and engaging learning materials, facilitate personalized learning experiences, and provide access to a wide range of educational resources. Technology can be utilized in various ways to create interactive and engaging learning materials, facilitate personalized learning experiences, and provide access to a wide range of educational resources. Below are some effective ways technology can achieve these goals.
· Technology allows for the creation of interactive multimedia content (21st Century AV, 2023), such as videos, simulations, animations, and virtual reality experiences, which can engage learners and make abstract concepts more tangible and understandable.
· Gamification techniques, such as badges, leader boards, and progress tracking, can be incorporated into educational materials to make learning more interactive, fun, and motivating for students (Regudon et al., 2022).
· Technology-enabled adaptive learning platforms use algorithms to personalize learning experiences based on individual student needs, interests, and learning styles. These platforms can provide targeted recommendations, personalized feedback, and adaptive content to help each student progress at their own pace (Lincke et al., 2021).
· Learning management systems (LMS) platforms allow educators to organize and deliver educational content, assessments, and resources in a structured and accessible manner. They provide a centralized hub for students to access course materials, collaborate with peers, and track their progress.
· Technology enables access to a vast array of online educational resources (Jenni et al., 2013), including e-books, articles, videos, podcasts, and interactive tutorials. These resources provide students with opportunities for self-directed learning and exploration beyond the confines of traditional textbooks.
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· Mobile learning apps offer flexibility and convenience (Raj & Tomy, 2024) for students to learn anytime, anywhere, using their smart phones or tablets. These apps can provide bite-sized learning modules, quizzes, flashcards, and other interactive features to enhance engagement and retention.
· Technology tools, such as video conferencing platforms, collaborative document editors, and online discussion forums, facilitate collaboration and communication among students and teachers, enabling interactive and social learning experiences (Haste, H. 2009).
By leveraging technology in these ways, teachers can create interactive and engaging learning materials, tailor learning experiences to individual student needs, and provide access to a wide range of educational resources to support diverse learning styles and preferences.
Pedagogy, on the other hand, involves the effective design and implementation of teaching strategies to support student learning and development (Thibaut et al., 2018).
Pedagogy, or the science and art of teaching (Marzano, R.J. and Welch, L.J. 2008) can be enhanced and complemented by technology in various ways to create interactive and engaging learning materials, facilitate personalized learning experiences, and provide access to a wide range of educational resources. Here are some effective ways technology can achieve these goals within the realm of pedagogy:
· Differentiated instruction: Technology can support differentiated instruction by providing personalized learning experiences tailored to individual student needs, interests, and learning styles. Adaptive learning platforms and educational software can adjust content, pace, and difficulty level based on student performance data, enabling each student to progress at their own pace (Letzel, V., Pozas, M. and Schneider, C. 2023)
· Active learning methodologies: Technology tools, such as interactive whiteboards, multimedia content, simulations, and virtual reality applications, can engage students in active learning experiences (Geada, 2022), that promote critical thinking, problem-solving, and collaboration. These tools encourage students to interact with content, participate in discussions, and construct their own knowledge.
· Collaborative learning environments: Online collaboration tools, video conferencing platforms, discussion forums, and shared document editors facilitate collaborative learning experiences that promote peer interaction, communication, and knowledge sharing (Sun, J.C.-Y. and Lin, H.-S. 2022). Students can work together on group projects, engage in real-time discussions, and provide feedback to one another, fostering a sense of community and collective learning.
· Flipped classroom model: Technology enables the implementation of the flipped classroom model (Goedhart, N.S. et al.2019), where traditional instruction and homework activities are reversed. Students can access pre-recorded lectures, readings, and interactive tutorials online outside of class time, freeing up in-person class time for interactive activities, discussions, and hands-on projects that deepen understanding and application of concepts.
· Access to educational resources: Technology provides access to a vast array of online educational resources, digital libraries, e-books, academic databases, and multimedia content that enrich the learning experience and support diverse learning needs. Students can explore a wide range of resources beyond the constraints of traditional textbooks, enhancing their understanding and exposure to various perspectives.
When technology is integrated with pedagogy (Diaz and Bontembal 2000), teachers can create dynamic and student-centred learning experiences that cater to diverse learning styles and abilities. Ultimately, the combination of technology and pedagogy can lead to more engaging and effective teaching and learning experiences, where students are motivated to explore, experiment, and connect with the curriculum in meaningful ways.
Technology is not always the answer (Poth, 2019) yet the utilization of technology in educator-driven training has been a hotly debated issue since remote learning was implemented during the pandemic (CADimensions, 2023). This implementation was a reminder for educators who were in any case shrugging technology away. Not only had this implementation explained the upsides of technology in education, but additionally featured the range of devices and computerized resources teachers can involve to establish a rich learning climate in manners that customary educating could never have accomplished.
When making use of digital innovation in education, ethics play a crucial role in ensuring that technology is used responsibly and ethically in educational settings. Some key aspects to consider include:
· Data privacy and security: Teachers, staff and institutions must prioritize the protection of student data and ensure that any personal information collected is kept confidential and secure. This is in line with the Data Protection Act 2018 (Government Digital Service, 2018)
· Accessibility: Digital tools and resources should be designed and implemented in a way that is accessible to all students, including those with disabilities or special needs.
· Equity and inclusivity: Educators should be mindful of the digital divide and ensure that all students have equal access to technology and resources, regardless of their background or socioeconomic status.
· Digital citizenship: It is important to educate students about responsible and ethical use of technology, including topics such as online safety, digital footprint, cyber bullying, and plagiarism.
· Transparency and accountability: Educators should be transparent about the use of digital tools and technologies in the classroom, including how student data is collected, stored, and used.
By upholding ethical standards in the use of digital innovation in education, teachers can create a secure and unprejudiced learning environment that fosters digital literacy, critical thinking, and responsible use of technology among students.
Overall, emerging technologies have the potential to transform education by making learning more personalized, engaging, and accessible, ultimately preparing students for future challenges and opportunities in the digital age.


Top of Form
2.2	Selection and justification of an appropriate teaching tool
Wiske (2006) highlighted various ways in which new technologies can enhance the learning process, such as facilitating interaction, dynamic displays, multiple representations, interactive models, networked communication, hyperlinked text, multimedia, and the organization of categorized information.  Jahnke and Liebscher (2020) argued that utilizing technology in learning enables learners to perform cognitive tasks, thereby expanding their cognitive abilities through the creation of knowledge that they may not have otherwise been able to acquire. For instance, Ibáñez and Delgado-Kloos (2018) discovered that the use of augmented reality technology boosted cognitive outcomes for learners, particularly those with average and lower academic achievement levels.
In addition to changing students' perception of and connection to knowledge, technological tools play a significant role in cultivating critical thinking. (Bennett et al., 2010).
Wordwall (Wordwall) is the chosen teaching tool for this report. Comparing Wordwall with other online teaching tools demonstrates how it stands out for its focus on interactive multimedia content creation, real-time collaboration, and customization options. It provides a dynamic and personalized learning environment for students and teachers to engage in collaborative activities and creative projects. However, Wordwall may not offer the same level of integration compared to other educational resources or platforms, such as some of the more established tools like Google Classroom, Microsoft Teams, or Zoom. It is important for teachers to consider the specific needs and preferences of their students and teaching objectives when selecting an online teaching tool to ensure its effectiveness in supporting teaching and learning goals.
Wordwall can be used for a variety of educational purposes (Magnifico, 2022), such as group projects, presentations, discussions, and interactive quizzes. It promotes collaboration, creativity, and engagement among users, making it a valuable tool for enhancing teaching and learning experiences. Additionally, Wordwall is accessible from any location with an internet connection, allowing for blended and remote learning opportunities.
Wordwall is used in teaching and learning in various ways (Morrow, 2022) to enhance collaboration, creativity, and engagement among students. Here are some ways in which Wordwall can be utilized in the educational setting:
1. Collaborative Projects: Wordwall enables real-time collaborative projects where students can add text, images, videos, audio, and multimedia elements to a virtual workspace, fostering collective content creation and idea sharing among peers.
2. Interactive Presentations: Teachers can use Wordwall to create engaging presentations with multimedia elements, interactive quizzes, and discussions to enhance student participation and interaction.
3. 3. Digital Storytelling: Students can use Wordwall to create digital stories by combining text, images, and videos to express their creativity and showcase their understanding of a topic in a multimedia format.
4. Group Discussions: Wordwall can facilitate online group discussions, allowing students to post thoughts, respond to ideas, and engage in collaborative conversations for active participation and fellow interaction in a virtual classroom.
5. Feedback and Assessment: Teachers can use Wordwall to provide feedback on student work and assess their understanding of concepts by leaving comments, annotations, or grades directly on the digital content created by students, thus enabling personalized feedback and assessment.
6. Resource Sharing: Activities created can be made public and activity pages can be shared via email link, social media or other means. Teachers can find this activity and play it or build upon it (Wordwall, 2024).
Incorporating Wordwall as a teaching tool (Akilandeswari, 2021) can be supported by various educational theories that emphasize the importance of collaboration, creativity, and engagement in learning. Here are a few key theories that align with the use of Wordwall in education.
By incorporating this innovative technology into professional practice, teachers can leverage pedagogical theories to design engaging learning experiences that promote active participation, collaboration, and knowledge construction among students. Wordwall serves as a platform for implementing constructivist, social constructivist, and connective principles in a digital environment, enhancing teaching and learning practices in line with modern educational theories.
Wordwall can be integrated into pedagogy in various ways to enhance teaching and learning experiences. Wordwall aligns with pedagogical principles and practices by:
· Active Learning: Wordwall promotes active learning by allowing students to actively engage with the content, collaborate with their peers, and participate in interactive discussions. This hands-on approach to learning fosters student engagement and deepens their understanding of the material.
· Collaborative Learning: Wordwall facilitates collaborative learning by enabling students to work together in real-time on projects, presentations, and group discussions. This collaborative environment promotes peer interaction, teamwork, and communication skills among students.
· Constructivism: Wordwall aligns with the constructivist approach to learning, which emphasizes the importance of students constructing their own knowledge through active exploration and interaction. By allowing students to create and share multimedia content, Wordwall supports students in constructing their understanding of concepts in a personalized and meaningful way.
· Differentiated Instruction: Wordwall can be used to differentiate instruction by providing students with multiple ways to engage with the content. Teachers can tailor tasks, assignments, and resources to meet the diverse learning needs of their students, allowing for personalized learning experiences.
· Formative Assessment: Wordwall can be used for formative assessment by providing teachers with real-time insights into student understanding and progress. Teachers can assess students’ work, provide feedback, and monitor student participation on Wordwall, allowing them to adjust instruction and support student learning effectively.
· Digital Literacy: By using Wordwall, students develop digital literacy skills such as creating multimedia content, collaborating online, and navigating digital platforms. These skills are essential in the modern digital age and prepare students for success in an increasingly technology-driven world.
Wordwall is an interactive multimedia platform (Evolving Youth, 2022) that facilitates real-time collaboration and content creation for students and teachers. It offers a web-based tool for users to add numerous multimedia elements, creating a personalized and engaging learning environment. 
Educationally, Wordwall can be utilized for group projects, presentations, discussions, quizzes, and more, promoting collaboration, creativity, and engagement among users. Its accessibility from any device with an internet connection allows for flexibility in learning environments, including blended and remote settings.


2.3	Application of the chosen learning tools
To implement technology-based learning successfully, it is important to pre-test the tool in order to evaluate and reflect on the results (Bennett et al., 2010).[image: ][image: ][image: ][image: ][image: ][image: ][image: ][image: ]
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[bookmark: _2.4_Evaluation_and]2.4	Evaluation and Reflection
For my evaluation, I chose Technology Implementation Matrix (TIM) and for my reflection I chose Kolb’s (1984) model. My reflection is based on the provided lesson plan, the experience of lecture delivery and the above report, through which it can be, analyzed how technology was integrated, potential gaps or challenges encountered, changes in the lesson, and the achievement of learning outcomes.
2.4.1 Planned Use of Technology and lesson Implementation
The lesson plan clearly outlines the integration of technology through the use of the digital tool Wordwall for interactive learning activities. The plan includes specific resources required for the technology integration and aligns with the TIM framework's focus on technology-enhanced learning.
The technology integration was effective in supporting the delivery of the lesson plan. The availability of well maintained technology in the classroom and smart phones for all participants allowed me a seamless lecture delivery. I designed a fun online quiz to cater to learners with diverse levels of prior knowledge and understanding.
I delivered a brief lecture before the quiz, in which learners had the opportunity to gain foundational knowledge in accountancy and prepare for the quiz effectively. The quiz was gamified and interactive, allowing learners to engage with the content in an enjoyable way, regardless of their prior knowledge level. The use of technology tools like Wordwall resulted in instant feedback and targeted support, helping learners identify areas of strength and improvement.
The lesson was designed to introduce key terms in the accountancy field and engage students through appealing activities using Wordwall. The implementation involved delivering a brief lecture, conducting a game-based assessment, and facilitating a question-and-answer session to reinforce learning.
2.4.2 Effectiveness of Technology Integration and Observation 
The use of Wordwall and online tools for assessments align with the TIM's transformation level. It enhanced student engagement and interactivity. As I incorporated technology for low-stakes assessments and immediate feedback, my lesson plan demonstrates an effective use of technology to support learning outcomes.
I anticipated difficulties which is why I prepared a contingency lesson plan to address potential challenges related to technology access and student engagement. This was so that I could adapt quickly and effectively. The incorporation of low-stakes assessments at the beginning of the lecture aimed to build student esteem and reduce anxiety, aligning with Kolb's reflective observation stage. The outcome of my anticipation and preplanning promoted and created a positive learning experience, as per feedback from participants; they felt comfortable in questioning and expressing their concerns.
2.4.3 Conceptualization and Experimentation
By utilizing technology tools like Wordwall for assessments and interactive activities, the lesson plan aimed to create a personalized learning experience and cater to diverse learning preferences. Analyzing game results and student questions helped me to identify areas for improvement and tailor teaching strategies effectively.
Despite facing time constraints and challenges in completing informal reflections, proactive measures were taken to solicit feedback from participants via email. This proactive approach aimed to demonstrate my commitment to continuous improvement and reflective practice in enhancing my teaching and learning experiences.
My learning outcome is that the integration of technology in the lesson plan aligns with both the TIM framework and Kolb's reflective model as it focuses on interactive learning experiences, assessment strategies, and promoting student engagement and understanding. Reflecting on the implementation of technology and feedback from participants can inform future iterations of lesson planning and instructional practices to further enhance student learning outcomes.
While searching for a digital tool to incorporate with my lecture, I found Wordwall most suitable, for its ability to create customizable and interactive learning activities such as word searches, quizzes, matching games, and more. These activities can be tailored to suit various learning objectives and cater to different learning styles, making it a versatile tool for engaging students in a meaningful way. Additionally, the platform offers a user-friendly interface that allowed me to easily create, share, and track student progress and understanding and provide immediate feedback. Results can be seen above in the Evidence Section.
The tool helped me promote collaborative learning; students worked individually but helped each other as a team which developed a sense of community within the class.
However easy the tool was, the incorporation of an accounting questionnaire with it was a challenge for me. Furthermore, a significant problem arose when trying to make the questionnaire easy to understand for students not from an accounting background. The process of preparing the accounting questionnaire proved to be time-consuming, as it demanded meticulous attention to detail to ensure accuracy and effectiveness. Despite these challenges, I recognized the importance of crafting a well-thought-out questionnaire that would effectively assess students' understanding of accounting concepts and facilitate their learning experience.
Overall, by effectively integrating technology tools and reflective practice, the lesson plan was able to support participant learning and engagement effectively. Continuous reflection and improvement can further enhance teaching and learning experiences and support the achievement of learning outcomes.
Furthermore, as per my experience, it may be beneficial to incorporate additional examples and real-world scenarios to illustrate the practical applications of accounting concepts. In the future, I can offer problem-solving activities or case studies which will help learners develop a deeper understanding of accounting principles they may apply in real-world contexts. The use of technology tools like simulations or virtual activities will enhance both mine and my learner’s engagement and understanding of complex accounting concepts. In result, I have prepared an action plan for future learning goals as well as reflect on my lesson plan.
This report has significantly influenced my thinking and approach to future educational technology implementations. It has highlighted the importance of designing learning experiences that are not only technologically advanced but also meaningful and engaging for students. Moving forward, I will place a greater emphasis on incorporating digital tools that promote active, collaborative, and goal-directed learning. Additionally, I now recognize the critical role of teacher educators in equipping pre-service teachers with the necessary technical skills to leverage educational technology effectively. This report has reinforced my commitment to creating innovative and impactful ed tech implementations that prioritize meaningful learning experiences for students.
[bookmark: _Action_Plan]Action Plan
	Objectives
	Task 
	Success criteria 
	Time Frame
	Resources 

	Improve my knowledge in the use of digital tools for lectures 
	Deliver a lecture successfully and more effectively using technology
	Search and learn the improved technology, enrol on short courses 

	6 Months 
	Online courses, Books 

	Improve technological vocabulary 
	Use more technological language, find and enrol supportive courses  
	Successfully use vocabulary, enrolment and completion of  the course/s 
	8 month 
	Internet searches
Teachers guidance  
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Lesson Plan Template

Lesson Plan

Topic: Key terms in accountancy field Class: Peer group (PGCE/PCET
Date: Length of lesson: 30 min ‘Number of students: 6
05/02/2024

Resources required:

To conduct class lectures using the digital tool Wordwall, the following resources wil be required:

1. Computer or smart phones: Students will need access to a computer or Smartphone to
participate in the online game 2nd interact with the digital tool. It is important to ensure that all
students have access to a device that can connect to the internet and access the Wordwall
platform.

2. Online digital tool (Wordwall): The main tool for the lecture will be Wordwall, which provides
interactive games and assessments for learning purposes. The instructor will need to create a
Wordwall account and prepare the game or activity in advance to be shared with the students
during the lecture.

3. Pen and paper for recording attendance: While the digital tool will be used for the interactive
portion of the lecture, it s still important to have traditional tools such as pen and paper on hand
for administrative tasks like recording attendance. This will help ensure that all students are
accounted for and have participated in the lecture.
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Aim of Lesson

The aim of the lesson is to educate students on general accounting-related abbreviations,
definitions, and important concepts such as PAYE, ledger balance, and self-assessment. This lesson
will focus on buiding a foundational understanding of these key terms and concepts in
accounting, which are essential for individuals pursuing 2 career in finance or business.

1. PAYE (Pay As You Earn): This abbreviation stands for the system of deducting income tax from
employee salaries 25 they are earned. Students will learn about the purpose of PAYE, how it is
calculated, 2nd its importance in contributing to the overall tax revenue of a country.

2. Ledger balance: Students will understand the concept of ledger balance, which represents the
net balance of all transactions in an account at a specific point in time. They wil learn how to
calculate and interpret ledger balances, a5 well as the significance of maintaining accurate and up-
to-date ledger records in accounting.

3. Self-assessment: This term refers to the process by which individuals assess and report their
own income, gains, and lzbilties to the tax authorities. Students will learn about the self-
‘assessment tax system, its requirements, and the importance of compliance with tax regulations
for individuals and businesses.

By focusing on these abbreviations, definitions, and general knowledge related to accounting
concepts, students will gain a deeper understanding of fundamental principles in the field of
finance. This lesson aims to equip students with the knowledge and skills needed to navigate the
world of accounting and taxation effectively, ultimately preparing them for future academic and
professional endeavors in the field of finance and business.
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Learning Outcomes — The Learners Should Be Able To:
By the end of the lesson, learners should be able to:

1. Understand the process of reclaiming overpaid taxes: Students will be able to identify situations
where overpaid taxes may occur and lear the steps involved in reclaiming these overpayments.
They will understand the importance of accurate tax calculations and documentation in the tax
refund process.

2. Identify important dates and deadlines for paying VAT, PAYE, and self-assessment taxes:
Learners will be able to recognize ke dates and deadines for submitting Value Added Tax (VAT),
Pay As You Earn (PAYE), and self-assessment tax payments. They will understand the
consequences of late or non-payment of these taxes and the impact it can have on individuals and
businesses.

3. Recognize basic abbreviations related to accountancy which will help enhance their
communication and comprehension of accounting-related information.
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Previous student knowledge required for the session:
Not necessary

‘Anticipated difficulties (¥ applicable):

In situations where some students may not have access to technology, alternative options can be
provided to ensure equal participation and learning opportunities. This could involve providing
printed materials or worksheets for those who prefer a more traditional approach or who do not
have access to technology. Allowing students to work in pairs or groups can also help mitigate the
issue of limited access to technology, 2 they can collaborate and share resources.

For students who may be reluctant to play online games, it is important to communicate the
educational benefits of gamified learning and how it can enhance their understanding of the
subject matter. Offering incentives or rewards for participation can also help motivate students to
engage with the game and see it as a valuable learning tool. Additionally, providing 2 variety of
interactive activities or alternative methods of assessment can cater to different learning
preferences and interests.

In the event that technological tools do not work as required or there are technical difficulties,
having a backup plan is essential. This could involve having printed materials or resources on
hand, shifting to a different activity or lesson format, or utiizing  different technological tool if
available. It is important to remain flexible and adaptable in such situations, and to communicate
‘openly with students about any changes or adjustments that may need to be made.

Overall, being proactive in addressing potential challenges and having contingency plans in place
can help ensure 2 smooth and effective learning experience, even in the face of technological
limitations or student preferences. By being prepared to accommodate different needs and
circumstances, | can create a supportive and inclusive learning environment for all students.
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Professional Standards (where are these being met within the session]

After introducing key accountancy terms and abbreviations in a brief lecture, | will administer an
‘assessment using Wordwall to check the learners' knowledge and understanding of the concepts.
The assessment will be engaging and interactive, providing instant feedback through game results.
“This feedback will help learners identify their strengths and areas for improvement, allowing for 2
more targeted approach to learning.

Tomake the learning experience enjoyable and captivating, | have incorporated a game on
Wordwall that will enable learners to have fun while acquiring knowledge. By gamifying the
learning process, learners are more likely to stay engaged and develop a deeper understanding of
the subject matter. This approach also empowers learners to take control of their learning and
build confidence in their abilties.

Additionally, 1 will ntroduce learners to the technological tool (Wordwall) and provide guidance
on how to use it effectively. This will help students become familiar with the tool and enhance
their digital literacy skils. | will offer support to any students who may need assistance in
navigating the technology to ensure that everyone can participate fully in the learning activity.

During the session, all participants will have the opportunity to ask questions and seek
clarification on any concepts that may have been unclear during the activity. Encouraging open
‘communication and fostering 2 supportive learning environment will ensure that learners feel
comfortable and engaged throughout the session.

Lastly, | will have 2 contingency plan (Plan B) in place in case of any technological glitches or
unforeseen issues. This plan may involve delivering the lecture in a traditional format or utilizing
alternative resources to ensure that the learning outcomes are still met effectively. By being
prepared for any potential disruptions, | can ensure a seamless learning experience for all
participants.
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‘Assessment Strategies: when and how are they included within the lesson?

= With Low-stakes assessments at the beginning of the lecture right after introduction
tobuild esteem.

« Ihave set up diagnostics in the form of introductory activities, classic multiple-choice
2nd tech-enhanced quizzes using online tool called Wordwall. The automated

‘grading of student assessment will makes ft easy to instantly know how much
information the class as 2 whole already knows.

- Through the game results and students questions strengths and areas of
improvement will be identified

« By using low-stakes assessments at the beginning of the lecture right after the
introduction to create a positive learning environment that builds esteem and reduce
anxiety. These assessments would be in the form of quick quizzes to gauge students' prior
knowledge and understanding of the topic.

« Setting up diagnostics in the form of introductory activities and classic multiple-choice or
tech-enhanced quizzes using online tools like Wordwall to efficiently assess students'
knowledge levels. This automated grading system will allow me to instantly identify how
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grading of student assessment will makes it easy to instantly know how much
information the class as 2 whole already knows.

- Through the game results and students questions strengths and areas of
improvement will be identified

« By using low-stakes assessments at the beginning of the lecture right after the
introduction to create a positive learning environment that builds esteem and reduce
anxiety. These assessments would be in the form of quick quizzes to gauge students' prior
knowledge and understanding of the topic.

« Setting up diagnostics in the form of introductory activities and classic multiple-choice or
tech-enhanced quizzes using online tools like Wordwall to efficiently assess students'
knowledge levels. This automated grading system will allow me to instantly identify how
much information the class already knows, it will also help me to tailor the lesson to meet
the students' needs effectively.

« Analyzing the game results and students’ questions will help in identifying their strengths
and areas for improvement. | will use this data to adapt teaching strategies, provide
targeted support to students who may be struggling, and challenge those who excel. By
understanding individual learning needs, | can create a more personalized learning
‘experience that maximizes student engagement and academic growth.
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Informalrefiection (to be completed after the session]

251 did not have time and we started 21 lecture right after my delivery I could not
complete this section

Ihave requested feedback fromthe participants through emails
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