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Target from last assignment.
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	Continue to engage with a wide range of literature, journals, EEF, NFER and reference correctly.



Critically reflect on your progress in planning, preparing and teaching lessons that incorporate specific pedagogical principles. (This evidence should be taken from your Professional Learning Passport – PLP.) Identify one of these pedagogical principles as an area for development and justify the next steps in your development. 
Part 1 
	Templed Profiad Proffesiynol 1:
	Asesu

	Safon Addysgeg
	Asesu ar gyfer dysgu

	Beth wnaethoch chi a pham?

	Er mwyn gallu bwrw’r safon o asesu, arbrofais gydag amryw o strategaethau asesu ar gyfer dysgu gan gynnwys byrddau gwyn unigol, ffyn lolipop, her bost it, rhannu meini prawf llwyddiant, cwestiynu agored a heriol, hunan asesu ac asesu cyfoedion. Wrth arbrofi gyda strategaethau amrywiol, mae’n fy ngalluogi i ddeall effeithlonrwydd y dysgu ac yn rhoi’r cyfle i mi addasu’r addysgu er mwyn cwrdd ag anghenion unigolion.

Mae byrddau gwyn unigol yn ddull cynhwysol sy’n sicrhau fod pawb yn ymgymryd yn y dysgu. Mae hefyd yn fy ngalluogi i asesu dealltwriaeth pob unigolyn yn y dosbarth ar unwaith. Defnyddir ffyn lolipop er mwyn rhoi cyfle cyfartal i bob disgybl ac er mwyn sicrhau bod pob myfyriwr yn meddwl a pharatoi ateb ac nid yr un disgyblion sydd yn cyfrannu at y wers. Dull arall a ddefnyddir yw’r her bost it sydd yn rhoi cyfle i’r disgyblion werthuso ei dysgu. Mae’r dechneg yma yn canolbwyntio ar feddwl am ddysgu ac yn annog dysgwyr i feddwl am y camau nesaf. Wrth rannu’r meini prawf llwyddiant gydag eraill, dwi wedi bod yn ei ddarllen ar lafar a trafod cynnwys y meini prawf gyda’r gynorthwywraig fel ei bod hi’n gallu cefnogi’r disgyblion yn y ffordd gorau posibl. Defnyddir y meini prawf fel ffordd i'r disgyblion hunan asesu ac asesu cyfoedion. Yn olaf, dwi wedi bod yn defnyddio cwestiynau agored, heriol er mwyn cynnal trafodaeth yn y dosbarth sydd yn gallu arwain at ddealltwriaeth ddyfnach ac felly ymateb lefel uwch.  


	Beth rydych chi wedi’i ddysgu?

	Dysgais fod y broses o asesu yn un barhaus sydd yn digwydd trwy gydol y wers felly mae angen sicrhau cysondeb wrth asesu (Black a Wiliam, 1998b, p.140). 

Dysgais fod byrddau gwyn yn dda mewn gwersi mathemateg gan fy mod yn disgwyl un ateb ond efallai ddim mor fuddiol mewn gwersi iaith neu thema gan nad ydynt yn rhoi gymaint o gyfle i mi herio’r disgyblion. Wrth ddweud hyn, sylweddolais fod defnyddio cwestiynau agored yn fy ngalluogi i herio disgyblion ymhellach yn enwedig wrth dargedu disgyblion MAT a PYD i feddwl yn greadigol ac yn feirniadol. Yn ogystal â hyn, dysgais fod yna lle i ddefnyddio cwestiynau caeedig er mwyn targedu disgyblion ADY gan sicrhau bod nhw hefyd yn cael ei herio.  

Sylweddolais fod sawl un o’r disgyblion ddim yn defnyddio’r meini prawf er ei bod nhw wedi dweud bod nhw’n deall ei phwysigrwydd wrth i mi ei gyflwyno ar ddechrau’r wers. Yn ogystal â hyn, roedd nifer fawr o’r disgyblion yn mynd ati i dicio’i bocsys heb feddwl wrth hunan asesu. Mae Hattie (2008) yn nodi dylai’r disgyblion rhannu’r un syniad a’u hathro o beth ddylent fod yn dysgu o ganlyniad i’w wneud. Felly, wrth rannu’r meini prawf llwyddiant, dysgais fod angen atgoffa’r disgyblion o’u bwrpas trwy gydol y wers fel ei bod nhw’n gallu deall beth i gynnwys wrth wneud y dasg er mwyn llwyddo, a sut i gyfeirio nôl yn bwrpasol ar ddiwedd y wers wrth hunan asesu. 

Heb ffyn lolipop, neu rywbeth tebyg, dysgais mai dim ond ychydig o ddisgyblion fydd yn cymryd rhan yn gyson. Dysgais fod y dull yma yn sicrhau bod pawb yn gwrando ac yn ymateb yn feirniadol a bod pawb yn cymryd rhan yn y dysgu.  

Wrth gymryd mewn i ystyriaeth yr holl dechnegau asesu uchod, mae’n amlwg bod asesu ar gyfer dysgu yn gallu rhoi mwy o reolaeth i'r dysgwyr o’u dysgu. Hefyd, gall y dulliau yma helpu hybu cymhelliant i'r dysgwyr i weithio’n gyson ac felly gwella eu dealltwriaeth a’u cyrhaeddiad yn y maes. Yn ogystal â hyn, maent yn helpu’r dysgwyr ddeall yr hyn sydd angen ei wneud er mwyn gyflawni’r nod a’r amcanion dysgu ac i wybod beth maen nhw’n anelu ato er mwyn llwyddo.   

	Beth nesaf?

	Bwriadaf barhau i rannu a gwahaniaethu’r meini prawf ond byddaf yn cyfeirio ato yn fwy gyson yn ystod y wers fel bod y disgyblion yn ei ddefnyddio at bwrpas. Hoffwn hefyd arbrofi gyda’r disgyblion yn creu meini prawf ei hun. Mae VanShenkhof et al., (2018) yn awgrymu bod cyfranogiad wrth greu meini prawf yn debygol o wella dealltwriaeth y dysgwyr gan arwain at well cynnyrch.  

Byddaf yn sicrhau fy mod yn rhoi digon o amser i'r disgyblion darllen ei waith cyn iddynt hunan asesu neu asesu gwaith cyfoed. Gallaf hefyd treialu gyda gofyn i'r disgyblion asesu ei waith yng nghanol y wers yn lle ar y diwedd i weld os yw hwn yn gweithio yn well ac yn atal nhw rhag rhuthro trwyddo.

Yn ogystal â hyn, bwriadaf ddatblygu strategaethau newydd o asesu fel olwyn droi a chwis kahoot er mwyn cwestiynu dealltwriaeth y plant mewn ffordd hwylus ar ddiwedd y wers.   




	[bookmark: tblHere]Templed Profiad Proffesiynol 2:
	Profiadau dysgu cyfunol

	Safon Addysgeg
	Profiadau dysgu cyfunol


	Beth wnaethoch chi a pham?

	Er mwyn gallu bwrw’r safon ‘profiadau dysgu cyfunol’, arbrofais gyda dysgu’r disgyblion mewn sawl amgylchedd tu allan i'r ystafell ddosbarth arferol, gan gynnwys ar yr iard chwarae.  

Cynlluniais wers Mathemateg gyda’r nod o fesur perimedr gwrthrychau bywyd go iawn. Roedd y wers yn un cylchdro lle mi wnes i arwain un grŵp o ddisgyblion ar yr iard lle buom yn mesur y MUGA, y fainc a’r giât gan ddefnyddio ffon medr, olwyn mesur a thap mesur. Tra bod y grŵp arall yn cael ei arwain gan y gynorthwywraig ac yn fesur y ddesg, gliniadur a’r bwrdd gwyn yn y dosbarth gan ddefnyddio ffon medr, pren mesur a thap mesur. 

Roeddwn eisiau cymryd y disgyblion tu allan o’r ystafell ddosbarth gan fod profiadau dysgu cyfunol fel hyn yn annog trafodaeth rhwng y dysgwyr, yn ei helpu i wella ei sgiliau cyfathrebu, hunanhyder, yn ogystal ag arwain at brofiad cadarnhaol, cofiadwy (Bouilheres et al., 2020).   

	Beth rydych chi wedi’i ddysgu?

	Dysgais fod y disgyblion yn dangos dealltwriaeth dda o beth oedd perimedr a sut i'w fesur ac yn gallu ei gymhwyso mewn tasgau oedd yn dilyn wrth wneud rhywbeth ymarferol.   

Sylweddolais fod y dysgwyr i weld yn mwynhau dysgu ac yn ymateb yn dda i'r cwestiynau gan eu bod nhw’n gallu gweld yn union beth oeddent yn mesur a pa uned mesur oedd angen defnyddio. Mae data o’r prosiect ‘Happen’ (Marchant et al., 2019) yn dangos bod plant yn teimlo fel ei bod nhw’n gallu mynegi eu hunain yn well ac yn mwynhau gallu symud o gwmpas wrth fod tu allan. Dywed y disgyblion o’r prosiect yma eu bod nhw’n teimlo mwy o ymgysylltiad ac yn fwy positif am y profiad dysgu gan ei fod yn un hwylus.   

Yn ogystal â hyn, dysgais fod grwpiau gallu cymysg yn gallu gweithio’n dda wrth wneud tasgau mathemateg yn yr awyr agored gan fod y dysgwyr cyrhaeddiad uwch wedi scaffaldu’r dysgu i'r disgyblion gwannach gan ei gefnogi nhw i ddefnyddio’r offer mesur yn gywir ac yn dangos lle'r oedd yr uned mesur ar yr offer.  

Wrth gymryd rhan mewn gwersi fel hyn, roedd y plant yn elwa gan ei fod yn cefnogi ei datblygiad cymdeithasol yn ogystal â’u datblygiad addysgiadol. Mae’r profiad yma wedi cyfrannu'n sylweddol at godi safonau a gwella datblygiad personol, cymdeithasol ac emosiynol disgyblion. Wrth gymryd y wers tu allan i'r dosbarth yn enwedig yn yr awyr agored roedd y dysgwyr yn cael ei annog i ddefnyddio sgiliau datrys problemau a sgiliau trafod sydd yn bwysig ar gyfer ei ddatblygiad holistaidd.   

	Beth nesaf?

	Bwriadaf roi mwy o gyfleodd i ddysgwyr dysgu mewn amgylchedd y tu allan i'r ystafell ddosbarth arferol yn enwedig yn yr awyr agored. Ceisiaf wneud hyn gan ddefnyddio amryw o feysydd dysgu fel iaith a gwyddoniaeth.   

Hoffwn hefyd defnyddio elfen cymhwysedd digidol ac arbrofi gyda’r strategaeth dysgu gyfunol o’r ‘flipped classroom’ i weld os yw hwn yn cael effaith cadarnhaol ar ddatblygiad y dysgwyr.   



	Templed Profiad Proffesiynol 3
	Cyd-destunau dilys bywyd go iawn

	Safon Addysgeg
	Cyd-destunau dilys bywyd go iawn


	Beth wnaethoch chi a pham?

	Cefais y cyfle i gyflwyno’r testun arian i'r disgyblion mewn cyfres o wersi mathemateg a rhifedd. Sicrheais fy mod yn gwneud y profiad dysgu mor ddeniadol, cyffrous a hygyrch a phosibl er mwyn bod dysgwyr yn datblygu gwytnwch mathemategol, sydd yn un o flaenoriaethau’r ysgol. Mae cyflwyno thema fel arian mewn cyd-destun dilys bywyd go iawn yn helpu’r dysgwyr fod yn ymwybodol o faterion byd eang ac yn galluogi iddynt wneud cysylltiadau rhwng beth sydd yn cael ei addysgu yn yr ysgol a beth sydd yn digwydd yn y byd go iawn. Yn ogystal â hyn, mae’r dysgwyr yn cael y cyfle i ddysgu’r sgiliau a gwybodaeth sydd eu hangen arnynt i ddelio â’u bywyd pob dydd mor annibynnol ag y gallan nhw fel ei bod nhw’n barod i fyw bywyd cyflawn fel aelodau gwerthfawr o gymdeithas. 

Yn gyntaf, fe wnes i gynllunio gwers gyda’r nod o ddidoli ceiniogau oedd yn cyfateb i £1. Roedd hwn yn rhoi’r cyfle i'r disgyblion ymgyfarwyddo gyda’r darnau arian ac yn rhoi cyfle i mi asesu lle'r oedd y plant arni gyda’r sgiliau a’u dealltwriaeth o arian. Trwy gyflwyno’r testun, fe wnes i ddangos darnau o arian ffug i'r disgyblion i gynnal eu diddordeb ac er mwyn iddynt ddeall sut allant greu’r un faint o arian gan ddefnyddio gwahanol ddarnau arian. Ffocws yr ail wers oedd trefnu symiau arian o’r mwyaf i’r lleiaf fel bod y disgyblion yn gallu deall gwerth symiau o arian a gallu cymharu prisiau. Defnyddiais strategaeth pêl-fasged fel gem ar ddiwedd y wers i asesu ei dealltwriaeth ac er mwyn annog deialog rhwng y dysgwyr. 

Ar gyfer y drydedd wers, fe wnes i greu bwydlenni realistig i'r plant fel ei bod nhw’n gallu cael profiad o fod mewn bwyty. Ei nod oedd adio cyfansymiau darnau o arian wrth wneud archeb o’r fwydlen. Sicrheais fy mod yn gwahaniaethu’r dasg gan ofyn i'r disgyblion o gyrhaeddiad is i archebu o leiaf 3 eitem o’r fwydlen, cyrhaeddiad canol ac uwch i archebu o leiaf 4 eitem o fwyd mewn cyllideb £30 a herio’r disgyblion MAT i archebu o leiaf 4 eitem o fewn cyllideb £30 ac i weithio allan faint o newid bydd ganddynt. Roedd hwn yn sicrhau bod pawb yn cael ei herio ac yn galluogi’r disgyblion i gysylltu eu dysgu a’u bywydau eu hunain a’r byd o’u cwmpas.   

	Beth rydych chi wedi’i ddysgu?

	Wrth gyflwyno arian mewn cyd-destun dilys, bywyd go iawn dysgais fod y disgyblion yn mwynhau gallu defnyddio’r darnau arian i'w helpu datrys problemau. Yn ogystal â hyn, ymatebodd y disgyblion yn dda gyda’r bwydlenni a gwir wedi rhoi ei hun mewn sefyllfa lle byddan nhw’n archebu o’r bwyty. Credaf fod hyn wedi cyfoethogi’r profiad dysgu yn fawr.   

Dysgais fod angen adalw a galw i gof nifer o sgiliau perthnasol oedd yn ymwneud ag arian gan gynnwys  tablau, mwy na neu lai na, ac adio a thynnu hir. Roedd yn hanfodol bod y dysgwyr yn cael ei atgoffa o’r sgiliau er mwyn iddynt gyflawni’r tasgau. Fe wnes i lwyddo i adalw rhai o’r sgiliau yma yn llwyddiannus ond gallaf fod wedi tynnu’r dysgu yn ôl er mwyn atgoffa’r disgyblion i gyd o’r sgil o adio hir gan fod sawl disgybl wedi gofyn am gymorth ac fe wnes i ail adrodd yr un peth sawl gwaith. 

Dywed Sullivan (2011) fod gosod problemau mewn cyd-destun go iawn yn hybu’r dysgwyr i gymhwyso meddwl cymdeithasol a mathemategol a bod gan hwn y potensial i baratoi myfyrwyr ar gyfer heriau bywyd pob dydd, gan ddangos bod mathemateg yn cael ei ddefnyddio yn ddyddiol. 

Yn ogystal â hyn, wrth roi profiadau mewn cyd-destun bywyd go iawn, mae’r dysgwyr yn elwa gan fod y profiadau yn rhai cofiadwy. Wrth greu senarios ystyrlon, mae’r dysgwyr yn cadw a deall y wybodaeth gan fod y gwersi yn cynnwys elfen o emosiwn a phwysigrwydd. Mae dysgu wrth gynnwys cyd-destun dilys, yn caniatáu i'r dysgwyr rhoi eu hun yn y llun ac yn ei galluogi nhw i gymhwyso sgiliau a gwybodaeth yn hawdd a'i gysylltu yn uniongyrchol gyda’i rolau mewn tasgau dyddiol. Credaf fod y profiadau dwi wedi rhoi i'r dysgwyr wedi gwneud hyn wrth iddynt gael ei hannog i ddychmygu ei bod nhw mewn sefyllfa gymdeithasol wrth ddatrys problemau ariannol.

	Beth nesaf?

	Bwriadaf barhau i gynllunio gwersi fydd yn rhoi cyfleoedd i’r disgyblion uniaethu â sefyllfaoedd bywyd go iawn gan ei fod nhw’n cyfoethogi’r profiad dysgu. 

Hoffwn roi’r cyfle i'r dysgwyr chwarae rôl mewn sefyllfa siop neu fwyty fel ei bod nhw’n gallu defnyddio arian ffug i dalu am eitemau ac i weithio allan y newid fel pe bawn mewn sefyllfa gymdeithasol. Credaf bydd y dull yma’n galluogi’r dysgwyr i fagu hyder wrth ddefnyddio arian mewn sefyllfaoedd go iawn. Yn ogystal â hyn, hoffwn weld pa effaith all technoleg cael ar ddarparu cyd-destunau dilys bywyd go iawn i’r dysgwyr.

Yn ogystal â hyn, gallaf herio’r disgyblion i feddwl am dri pheth maent wedi gwneud adref neu ar y penwythnos sydd yn ymwneud ac arian ac i rannu’r profiadau gyda gweddill y dosbarth. Bydd hwn yn sicrhau bod y myfyrwyr yn dod i sylweddoli bod cysylltiadau o ddefnyddio arian a mathemateg yn y byd go iawn yn ddiderfyn.    



	Templed Profiad Proffesiynol 4
	Themâu traws-gwricwlaidd


	Safon Addysgeg
	Themâu traws-gwricwlaidd


	Beth wnaethoch chi a pham?

	Cynlluniais wers mathemateg gyda’r ffocws o ymarfer sgiliau a chyfrifo arwynebedd a pherimedr siapau. Defnyddiais y syniad o ddysgu carosel gyda disgyblion yn cwblhau tasgau gwahanol yn seiliedig ar eu gallu yn y maes ac ar sgil trawsgwricwlaidd. 

Rhannwyd y dosbarth mewn i 5 ardal. Roedd y dasg ffocws wedi ei anelu at ddysgwyr MAT lle'r oedd y dysgwyr yn gweithio mewn pâr i ddylunio pentref sion corn gan ddefnyddio papur sgwâr a gan ddarganfod perimedr ac arwynebedd popeth yn y pentref. Cafwyd y disgyblion cyrhaeddiad uwch ei herio trwy dasg a ffocws llythrennedd. Roedd y dasg yn seiliedig ar gymharu â chyferbynnu arwynebedd a pherimedr gan ddefnyddio diagram venn. Her y grŵp yma oedd datrys problemau geiriol ar ôl iddynt orffen y diagram venn. Roedd y grŵp gallu canol (uwch) yn cymryd rhan mewn mathemateg gyfrifiadurol. Wrth sganio’r cod QR, roedd y grŵp yma yn datrys problemau arwynebedd a pherimedr gan ddefnyddio gweithgaredd teils a gan ddilyn y cyfarwyddiadau ar y daflen. Ar gyfer y grŵp gallu canol (isel) roedd ffocws rhifedd lle'r oedd y dysgwyr yn ymarfer sgiliau tablau trwy ddefnyddio botwm swnyn a chylchdroi'r meistr cwestiynu. Ar ôl iddynt gylchdroi, roedd y dysgwyr yma wedi mynd ati i chwarae gêm bwrdd arwynebedd. Cafwyd y grŵp cyrhaeddiad is cymorth gan y gynorthwywraig i weithio ar dasg annibynnol oedd yn gofyn iddynt greu eu hun gan ddefnyddio papur sgwâr a darganfod perimedr.   

Penderfynais gynllunio’r wers gyda’r ffocws trawsgwricwlaidd yma gan mai sail y cwricwlwm newydd 'Dyfodol Llwyddiannus' (2015) yw datblygu sgiliau trawsgwricwlaidd – Llythrennedd, Rhifedd a Chymhwysedd Digidol. Mae'r sgiliau yma yn orfodol ar draws pob maes dysgu a phrofiad ac yn hanfodol i'w hystyried ym mhob agwedd o’r cynllunio (Hwb, 2020).   

	Beth rydych chi wedi’i ddysgu?

	Dysgais fod creu gwersi gyda ffocws trawsgwricwlaidd yn sicrhau bod y dysgwyr yn dysgu sgiliau datrys problemau, rhoi ystyr bywyd go iawn i'r tasgau a'i bod nhw’n cynyddu ymgysylltiad a thrylwyredd (Madden, 2018). Mae Sullivan (2019) hefyd yn nodi bod rhoi ffocws trawsgwricwlaidd ar wersi yn meithrin gwaith tîm, darganfyddiadau newydd a mwy o wybodaeth am y broses ddysgu. Mae mwy o werthfawrogiad o'r broses ddysgu yn arwain myfyrwyr i ddod yn ddysgwyr gydol oes. 

Ar gyfer y grŵp MAT sylweddolais efallai nad oeddent yn llwyr ymwybodol o gynnwys a disgwyliadau’r tasgau cyn cychwyn a bod angen ambell elfen ychwanegol i'w harwain ar y daith gan nad oeddwn wedi derbyn yr hyn a oeddwn yn disgwyl ar ddiwedd y wers. Dysgais fod angen i mi esbonio’r cyfarwyddiadau yn glir a dangos yr hyn sydd yn ddisgwyliedig er mwyn llwyddo ar gyfer pob grŵp, waeth bynnag eu gallu.  

Roedd y grŵp gallu uwch wedi ei herio i'r eithaf ac wedi cael ei gwthio i deimlo braidd yn anghyfforddus wrth iddynt fynd ati i ddarllen y cyfarwyddiadau sawl gwaith cyn llwyddo i ddechrau’r dasg. Dysgais fod y profiad yma wedi cael effaith gadarnhaol ar y dysgwyr wrth iddynt sylweddoli bod tasgau yn gallu fod yn heriol a gall problemau mewn bywyd tu allan i'r ysgol hefyd neud iddyn nhw deimlo yn anghyfforddus ond bod modd llwyddo wrth ddyfalbarhau.   

Credaf fod y dasg gyda ffocws ar ddatblygu sgiliau mathemateg trwy ddefnyddio elfen cymhwysedd digidol wedi ennyn diddordeb y dysgwyr o’r cychwyn ac wedi sicrhau ei bod nhw ar dasg o hyd. Wrth gynllunio gwers gyda nifer o weithgareddau gwahanol, dysgais bwysigrwydd cyfathrebu gyda chynorthwywyr y dosbarth fel ei bod nhw’n gallu cefnogi’r dysgwyr yn briodol ac yn effeithiol. Gwelais fudd o wneud hyn wrth i mi dderbyn gwaith graenus a safonol wrth y grŵp gallu is.   

Roedd y disgyblion oedd yn ymgymryd yn y dasg a ffocws rhifedd, yn ymarfer ei thablau yn frwdfrydig gan ei fod nhw wedi gweld elfen gystadleuol i'r dasg. Er bod llawer o fwrlwm gyda’r grŵp yma, roedd pob disgybl yn y grwpiau arall ar dasg ac yn ffocysu ar ei waith heb wneud sŵn o gwbl. Dysgais fod creu adnoddau creadigol, ysgogol yn sicrhau bod y disgyblion yn ymgysylltu yn llwyr, yn ymwneud â’r tasgau drwy’r amser ac yn mwynhau dysgu. Dysgais fod y disgyblion yn gallu gweithio yn annibynnol a fesul pâr/grŵp yn frwdfrydig ond efallai gallaf fod wedi ei herio i gyd ymhellach trwy gwestiynu ac asesu eu dealltwriaeth yn fwy.   

Credaf fod datblygu themâu trawsgwricwlaidd yn cynnig ffordd greadigol i ddatblygu gwybodaeth, sgiliau a dealltwriaeth y dysgwyr wrth eu cymell i ddysgu trwy bynciau ysgogol, rhyng-gysylltiedig. Mae gwersi trawsgwricwlaidd yn ennyn diddordeb ac yn caniatáu i'r dysgwyr defnyddio eu dychymyg. Gan ei fod yn gwneud cysylltiadau rhwng meysydd dysgu gwahanol, mae’n annog y dysgwyr i gydweithio ac i feithrin meddwl beirniadol. Disgwylir i fyfyrwyr gymhwyso eu dysgu sydd yn ei arwain at gyffro ynghylch dealltwriaeth a darganfyddiadau pellach. Mae'n rhoi cyfle iddynt fyfyrio ar gysyniadau a syniadau wrth iddynt gloddio’n ddyfnach i ganolbwynt y gwersi. Mae dysgu trawsgwricwlaidd yn paratoi’r ffordd i fyfyrwyr ddysgu a chydweithio sydd yn adlewyrchu bywyd go iawn, gan eu hannog i wneud cysylltiadau eu hunain a dod i gasgliadau yn seiliedig ar y deunydd.

	Beth nesaf?

	Bwriadaf barhau i gynllunio gwersi gyda ffocws trawsgwricwlaidd. Hoffwn ddefnyddio’r syniad o ddysgu carosel mewn gwersi maes a phrofiad amrywiol er mwyn sicrhau bod y sgiliau trawsgwricwlaidd yn cael ei ddatblygu ar draws y cwricwlwm.   

Byddaf yn sicrhau bod pob grŵp yn ymwybodol o gynnwys a disgwyliadau’r tasgau cyn cychwyn. Gallaf wneud hyn trwy fodelu'r hyn sydd yn ddisgwyliedig neu hyd yn oed dangos enghraifft er mwyn rhoi syniad iddyn nhw o beth sydd eisiau iddynt gyflawni erbyn diwedd y wers.  

Yn ogystal â hyn, hoffwn ddatblygu fy nghwestiynu ymhellach trwy gynnig mwy o gyfleoedd i ateb ac ystyried cwestiynau uwch sgil meddwl er mwyn herio’r disgyblion ymhellach trwy ddatblygu sgiliau trawsgwricwlaidd.     

















Part 2 
Introduction 
Curriculum delivery in Wales is underpinned by twelve pedagogical principles (Welsh Government, 2021). Four of these principles have been discussed and critically reflected upon in part one. For the purpose of part 2, I have decided to focus on the pedagogical principle ‘creating authentic contexts for learning.’ In my experience thus far, the use of real-life, authentic contexts in maths lessons have been successful. However, I would like to develop this aspect further in other areas of learning and experience by using different methods to facilitate these contexts, such as role play or by using smart technologies. 

For the purpose of this assignment, I will critically analyse the literature that exists around providing real-life authentic contexts for learners by linking it to theory, discussing key points and considering implications for future practice. Once the literature has been reviewed, I will assess and summarise the approach by identifying the specific actions I will take in my future teaching experiences. I will make reference to the role of the reflective practitioner in Wales and the new Professional Standards for Teaching and Leadership. 

Critical discussion of chosen aspect 
Authentic learning experiences stems from a constructivist approach. The early work of Piaget (1936) focused on how individuals construct knowledge for themselves, based on the interaction between their experiences and ideas. This theory was later developed by Vygotsky (1962) who argued that one learns best by interacting with others and that culture plays a large role in cognitive development. Dewey (1933) agreed with Vygotsky that learning is something we do collaboratively, rather than an abstract concept. However, he placed an emphasis on the environment and integration of the real world into classroom activities. He believed that learners who actively engage in real world problems will be able to demonstrate higher levels of knowledge through creativity and collaboration (Huang, Rauch, and Liaw, 2010). One downfall to the constructivist approach is that there is lack of structure to the learning and some students may require this structure to reach their potential. Bloom’s Taxonomy (1956) suggests that the two first steps in the process of learning are remembering and understanding. It is indicated that no learner will be able to memorize or recall information without a structure, as they will have no base to begin with. However, as the constructivist approach encourages self-reflection, students are able to recognise areas where they need support and the teacher can then facilitate the learning by guiding and modelling appropriately. The constructivist approach is directly opposed to the behaviourist paradigm where learning is transmitted to the learner, and although it has its limitations, it allows the learner to reach new levels of knowledge through authentic experiences. 

With a major reform in education, it has been noted that students no longer work best by memorising knowledge and that they should be encouraged to solve problems that they will be faced with in their working life (Donaldson, 2015). Therefore, by creating real-life authentic contexts in the classroom, learners can create their own understanding of concepts. They can build on previous knowledge and their current experience whilst working collaboratively with others to prepare themselves for the reality of real-world problems (Roach, Tilley & Mitchell, 2018). Some argue that the tasks students perform are the most crucial part of any learning environment, therefore they should have real-world relevance (Herrington, 2005). By providing the students with realistic food menus in their maths lesson and setting a task where they had to make a food order within a certain budget (see part 1 template 3), it allowed them to imagine themselves in a real social situation. This better prepares them for situations in the real world and gives them the opportunity to solve problems that they could be faced with. These sorts of tasks provide a challenge for children and engages them fully in the learning experience. 

It has been suggested that to provide the most real-life authentic contexts for learners, that the teacher must optimise the classroom setting (Yang, 2010). To provide real world contexts, children must have the ability to get up and move around, work in groups rather than be sat in rows facing the teacher. When thinking about seating arrangements, the classroom can be transformed for various lesson aims. For example, if students were planning and partaking in a debate, teachers could provide a realistic environment by moving the chairs and desks around to create a stage where both parties could sit and debate and an audience where the children would sit and listen. This would allow the students to experience what it would be like to be part of a debate in the real world.  

Providing real-life authentic contexts can encourage self-directed learning and problem solving which provides students with the opportunities to develop critical thinking skills (Marin & Halpern, 2011; Staib, 2003). Students have also shown increased interest and motivation to learn mathematical reasoning (Sparrow, 2008) and shown enhanced exploratory talk episodes (Patterson, 2016). A study conducted by Hourigan & Leavy (2016) used various authentic contexts to support the development of young children’s understanding of the number 5. They used the idea of ‘Suzie’s party’ as there was flexibility for developing various scenarios. The children were introduced to Suzie (a puppet) and were told she was having a party and were asked to guess how old she was going to be. Once they realised, she was going to be 5, they were instantly motivated and interested as the majority of the children had either recently turned 5 or were nearly 5 years old. The tasks that followed all related to party preparation and encouraged children to develop their abilities to subitise and rational count which developed their understanding of the number 5. By providing a real-life authentic context, the children in the class could relate to Suzie, as they too might have been to a friend’s birthday party who turned 5 recently. Each task provided an opportunity for the children to enhance their learning by employing their previous knowledge of number skills in a real-world context. This context also provoked an emotional connection amongst the learners which made it a meaningful experience. These ideas could be replicated in future practice to other ages in primary education to develop numeracy skills.  

Teachers employ various strategies to improve student outcome and enhance learning. Role play is an active learning and teaching strategy where students have the opportunity to take on specific roles and act them out in order to improve their understanding of the course content in a supported environment (Boakye, 2021; Sharma, 2020). Role play can offer an authentic, realistic context for students which provide situations of real-life cases related to any topic (Duchatelet et al., 2021; Erturk, 2015) and supports meaningful, social and emotional development (Worch, Scheeuermann & Haney, 2009). Through role play, children are encouraged to interact with peers and engage in new discourses and rewarding experiences by communicating in different social contexts and roles (Samsibar & Naro, 2018). It has been determined that providing real-world scenarios through role play can motivate, engage students in higher order thinking and increase reading proficiency (Boakye, 2021). However, these findings must be considered with caution as the study relied on self-report scales which are subject to bias and can influence validity of results. A study by Havens (2019) indicates that role play is an effective strategy to learn how to communicate and deal with conflict in social situations. However, this study was conducted in a school comprising of white, middle class students therefore may not be representable to wider populations. When thinking about implementing role play into the classroom, it must be noted that some children may feel uncomfortable or reluctant to take part and it may be seen as a counterproductive practice for the weaker/more anxious student. Albeit some drawbacks, role play has been noted as a highly valuable practice by both children and adults (Rogers & Evans, 2007). It allows students to immediately apply the content to relevant, real world context as it can help learners cope with real-life situations as the practice forces them to think on their feet (Reunamo et al., 2013). It is also not restricted to in person teaching therefore it can be used in blended or distance learning and allows learners to become more responsible for their own learning (Dorathy & Mahalakshmi 2011). In summary, it could be suggested role play is a useful strategy to implement in the classroom that will provide children with real life authentic experiences, however there are some factors to consider when applying to practice. 

Many studies have used technology as a tool to create authentic contexts in the classroom (Lin et al., 2010, Liu et al., 2011). Research by Gulikers, Bastiaens & Martens, (2005) aimed to determine the effects of an authentic electronic learning environment on student performance and experience. Participants were randomly assigned to one of the two tasks. Both tasks and content were provided using an electronic learning environment, however, one task was in an authentic environment that made use of many multi-media features to improve the realistic nature of the simulation. Findings suggest that the authentic learning environment did not improve student performance. It has been indicated that both the task and the context need to be authentic in order for students to develop relevant competencies for real word problems (Change et al., 2010; Huang, 2002). Even though Gulikers, Bastiaens & Martens (2005) provided both an authentic context and task, it did not show any additional impact of the authentic learning environment. A possible explanation for this is that the authentic environment may have provided too many distractions and too many choices. These participants had much more to see and hear because of the features that were used which potentially distracted them from the learning outcome which resulted in them producing shorter reports. The participants within the non-authentic condition were presented with less irrelevant information and therefore may have been able to concentrate and complete work to a higher standard. It could be suggested that the authentic context must not provide too many distractions for the learner as it may impact performance. On the other hand, Chen et al., (2013) created a platform for learning situations that used robots to create real-life tasks. Children engaged deeply and felt more enjoyment using the system to learn English. In addition to this, Hwang, Hoang & Lin (2021) created a smart app to provide authentic context for learning geometry. There were three groups in the study, one control group who learned without smart mechanisms, one group who learned through traditional teaching methods and another group who learned with smart mechanisms. The app provided the opportunity for one group to learn through measuring and applying geometry to meaningful authentic contexts. This group’s geometry ability was superior to the control and the traditional teaching group. It could be suggested that students should be given more opportunities to learn through using smart authentic contexts.   

Virtual Reality Learning Environments can stimulate realistic contexts through 3D models that can trigger the learner’s imagination. They offer real-time simulation that mimic the real world for learners to perform specific tasks by using 3D graphics and by providing immediate feedback. In addition to this, role play can be used through VRLE to provide learners with specific characteristics and it can be used to support social scaffolding and collaborative learning (Hodge, Tabrizi, Farwell & Wuensch, 2008). Huang, Raush & Liaw (2010) conducted a study to introduce the use of VRLE in the classroom by using authentic problems in vaguely structured tasks. The role play aspect allowed learners to understand different points of view of the course content. Additionally, findings from Sim’s (2007) study determined that learners’ motivation and retention were significantly improved by using the interactive digital characters as the role-playing actors. Virtual reality learning environments have significant potential in future learning with consistent advances in technology. However, a simulated world is not a real world and learners may respond negatively towards this type of learning as it does not match reality (Chittaro & Ranon, 2007). There is also a substantial initial cost of investing in new technologies and may not be within many of the schools budgets. Evidence indicates that technology should be used to supplement teaching strategies, rather than replacing them and that new technology must be accompanied by a change in pedagogy to improve learning (EEF, 2021). 


Conclusion 
Creating authentic contexts for learning derives form a constructivist approach, where problem solving, and collaborative working are encouraged. These are also priorities of the new curriculum in Wales and should be at the heart of curriculum design. Another priority and one of the most important roles of a teacher is the ability to be a reflective practitioner. Being critically reflective of the way we teach, allows us to analyse and review theory as well as critique what has been done previously and make suggestions on how it can be improved for future practice (Winch, Oancea, Orchard, 2015). Being able to identify what has worked well and what could be improved is vital for professional development and a key component for long-term improvements in the teaching profession (Stock, 2015). By challenging ideas and evaluating their effectiveness, it allows us to continually develop and provide the best learning experience for the students (Zwozdiak-Myers, 2012). I have been able to reflect on what worked well and what has not worked so well, by using the templates provided to meet the qualified teaching status standards (see part 1 of assignment). Donaldson’s (2015) review highlighted a need to re-conceptualise all teaching standards in Wales and there are now clear expectations of teaching standards and development in the 5 professional standards (see appendix 1) (Welsh Government, 2020). I have also been able to analyse what the evidence suggests and understand how things have been implemented in the classroom. More importantly, I have been able to think about what I can do differently next time, and what I can do in order to continue to develop my practice and improve the student’s experiences. This conclusion will identify specific actions I will take in my future teaching experiences based upon the evidence I have analysed. 

It has been suggested that the classroom environment can be optimised to create the most real-life experiences for students and that this can be done by providing group work tasks and changing seating arrangements for specific lessons (Yang, 2010). These ideas will inform my future practice as I will now consider the classroom setting before planning and teaching a lesson. This will enable me to prepare the most appropriate and realistic environment for the learners. For example, if I was to prepare a sequence of lessons based around money, I could turn the classroom into a local shop and label items in the classroom with learners taking it in turn to be the shop keeper. This would allow the learners to explore the classroom and solve problems together. Not only would this develop their maths skills and ability to deal with money, but it will also build their confidence dealing with money in real situations and develop their vocabulary by encouraging them to use key phrases when speaking to the shop keeper. To enhance this experience further, in a subsequent lesson, I could take the children to a local shop and give them a list of items to purchase as a group. It would be useful for me to ensure that the experiences that I provide, relate as much as possible to the children’s habitat and school environment. This would ensure that they could build on and learn from previous experiences (Anderson, Boud & Cohen, 2020; Welsh Government, 2008). 

Creating a shop in the classroom would also allow the learners to partake in a role play activity. Research suggests that using role play to provide authentic contexts for children can be related to any topic, encourages them to become more responsible for their own learning (Dorathy & Mahalakshmi 2011) and helps them learn skills used in real-life situations (Duchatelet et al., 2021; Erturk, 2015; Reunamo et al., 2013). In addition to using role play in maths lessons, in future teaching experiences, I will use role play as an active learning strategy and apply it to various areas of learning and development including language lessons. To begin with, I could introduce a cooperative role play where learners are asked to work together to plan a party, or brainstorm ideas as a group in a safe situation, this would ease students into conversations and give them the opportunity to build relationships with each other. Once children become confident in these situations, I could introduce them to a conflict role play where learners are asked to deal with a collision as best as they can. This will test their language skills under pressure and encourage them to engage in higher order thinking (Boakye, 2021). Ensuring that these role play situations evoke an emotional response and that they are relatable to the children is essential to fully motivate them in the learning experience (Hourigan & Leavy, 2016). 

As well as role play, research suggests that technology can be used to create authentic contexts. Chen et al (2013) determined that children showed increased engagement and enjoyment when learning English with a platform that used robots to create real-life tasks. Additionally, Hwang, Hoang & Lin (2021) noted that students who used an app that provided opportunities to learn geometry through authentic contexts outperformed students using traditional teaching methods. From these findings, it could be suggested that students learning can be enhanced by using smart authentic contexts. However, Gulikers, Bastiaens & Martens, (2005) determined that an authentic electronic learning environment did not improve student performance, potentially due to too many distractions. When experimenting with using technology to create authentic learning experiences, I will ensure that I do not overcomplicate the systems used and keep the instructions simple to ensure that the content is understandable and easy to follow without too many distractions. For my next steps in practice I aim to build my confidence using technology in the classroom by arranging a meeting with one of the digital competency leaders at the school to gain some insight into how these apps and platforms can be created to better the learners experience. Seeking advice and support from colleagues is a natural part of learning and will enable me to demonstrate increasing levels of independence when I am faced with new challenges in future. 

In conclusion, it has been suggested that creating authentic contexts for learners improves mathematics and geometry ability, English language skills, retention of information and motivation to learn. Role play and the use of technology have been highlighted as strategies that can be used in the classroom to enhance learners’ experiences. I have identified next steps for future teaching experiences derived from the critical reflection. As education is developing rapidly, I recognise the importance of critically reflecting on my own pedagogical practice to benefit the children’s learning. I will ensure that I develop through self-assessment and by taking advantage of any opportunities and developmental support that is offered. I recognise the vital need to develop all areas of the pedagogical principles as well as my knowledge and skills in order to benefit learners’ outcomes and development. 

Word count – 3,209 
[bookmark: _GoBack]
References

Andresen, L., Boud, D. and Cohen, R. (2020). Experience-based learning. Routledge. Pp. 225-239. 

Bloom, B., Engelhart, M., Furst, E., Hill, W., & Krathwohl, D. (Eds.) (1956). Taxonomy of Educational Objectives: The Classification of Educational Goals, Handbook I: Cognitive Domain. New York: David McKay.

Boakye, N.A., 2021. Using role play and explicit strategy instruction to improve first-year students' academic reading proficiency. Reading & Writing, 12(1), pp.1-12.

Chang, C.W., Lee, J.H., Wang, C.Y. and Chen, G.D. (2010). Improving the authentic learning experience by integrating robots into the mixed-reality environment. Computers & Education, 55(4), pp.1572-1578.

Chen, G.D., Nurkhamid, Wang, C.Y., Yang, S.H., Lu, W.Y. and Chang, C.K. (2013).
Digital learning playground: Supporting authentic learning experiences in the classroom. Interactive Learning Environments, 21(2), pp.172-183.

Chittaro, L., & Ranon, R. (2007). Web3D technologies in learning, education and training: motivations, issues, opportunities. Computers & Education, 49, 3–18. 

Dewey, J. (1933). How We Think: A Restatement of the Relation of Reflective Thinking to the Educative Process. Boston, MA: D.C. Heath & Co Publishers. 

Donaldson, G. (2015). Successful Futures: Independent Review of Curriculum and Assessment Arrangements in Wales. Available at: https://gov.wales/sites/default/files/publications/2018-03/successful-futures.pdf  

Dorathy, A.A. and Mahalakshmi, S.N. (2011). Second language acquisition through task-based approach–role-play in English language teaching. English for Specific Purposes World, 11(33), pp.1-7.

Duchatelet, D., Spooren, P., Bursens, P., Gijbels, D. and Donche, V. (2021). Explaining self-efficacy development in an authentic higher education learning context of role-play simulations. Studies in Educational Evaluation, 68, p.100940.

EEF. (2021). Digital Technology. Retrieved from: https://educationendowmentfoundation.org.uk/education-evidence/early-years-toolkit/digital-technology 

Erturk, E. (2015). Role play as a teaching strategy. In National Tertiary Learning and Teaching Conference.

Gulikers, J.T., Bastiaens, T.J. and Martens, R.L. (2005). The surplus value of an authentic learning environment. Computers in Human Behavior, 21(3), pp.509-521.

Havens, R., 2019. Using Role Play to Teach Social Emotional Skills in the Early Childhood Classroom. Early Childhood Education Commons. Pp.1-33.

Herrington, J., (2005). Authentic learning environments in higher education. IGI Global. 

Hodge, E. M., Tabrizi, M. H. N., Farwell, M. A., & Wuensch, K. L. (2008). Virtual reality classrooms strategies for creating a social presence. International Journal of Social Science. 2(2), 105–109.

Hourigan, M. & Leavy, A. M. (2019) Authentic context integration in early number teaching. Australian primary mathematics classroom. 24(1), 18–22.
Huang, H. M. (2002). Towards constructivism for adult learners in online learning environments. British Journal of Educational Technology. 33, 27–37. 
Huang, H.M., Rauch, U. and Liaw, S.S. (2010). Investigating learners’ attitudes toward virtual reality learning environments: Based on a constructivist approach. Computers & Education, 55(3), pp.1171-1182.

Lin, Y.T., Huang, Y.M. and Cheng, S.C. (2010). An automatic group composition system for composing collaborative learning groups using enhanced particle swarm optimization. Computers & Education, 55(4), pp.1483-1493.

Liu, M., Horton, L., Olmanson, J. and Toprac, P. (2011). A study of learning and motivation in a new media enriched environment for middle school science. Educational technology research and development, 59(2), pp.249-265.

Marin, L. M. and Halpern, D. F., (2011). Pedagogy for developing critical thinking in adolescents: Explicit instruction produces greatest gains. Thinking skills and creativity, 6(1), pp.1-13.

Patterson, E.W. (2018). Exploratory talk in the early years: analysing exploratory talk in collaborative group activities involving younger learners. Education 3-13, 46(3), pp.264-276.

Piaget, J. (1936). Origins of intelligence in the child. London: Routledge & Kegan Paul.

Reunamo, J., Lee, H.C., Wu, R., Wang, L.C., Mau, W.Y. and Lin, C.J. (2013). Perceiving change in role play. European Early Childhood Education Research Journal, 21(2), pp.292-305.

Roach, K., Tilley, E. and Mitchell, J. (2018). How authentic does authentic learning have to be?. Higher Education Pedagogies, 3(1), pp.495-509.

Rogers, S. and Evans, J. (2007). Rethinking role play in the reception class. Educational Research, 49(2), pp.153-167.

Samsibar, S. and Naro, W. (2018). The effectiveness of role play method toward students motivation in english conversation. Eternal (English, Teaching, Learning, and Research Journal), 4(1), pp.107-116.

Sharma, A. (2020). Role Play in Education. Gyanshauryam, International Scientific Refereed Research Journal. 3(3), 64-66. 

Sims, E. M. (2007). Reusable, lifelike virtual humans for mentoring and role-playing.Computers & Education, 49,75–92.

Sparrow, L. (2008). Real and relevant mathematics: Is it realistic in the classroom? Australian Primary Mathematics Curriculum, 13(2), 4-8.

Staib, S. (2003). Teaching and measuring critical thinking. Journal of Nursing Education,42(11), 498–508.

Stock, P. (2015). Summary of the Furlong Report. [Online] Available at: https://webcontent.ssatuk.co.uk/wp-content/uploads/2015/03/iNet-summary-of-the-Furlong-Report.pdf

Vygotsky, L. (1962). Thought and language. (E. Hanfmann & G. Vakar, Eds.). MIT Press. 

Welsh government. (2008). Knowledge and understanding of the world. [Online] Available at: https://hwb.gov.wales/api/storage/66d6ae8c-ae72-4408-ac54-99fce61197d3/knowledge-and-understanding-of-the-world.pdf 

Welsh Government. (2020). Curriculum for Wales guidance. Available at: https://hwb.gov.wales/storage/b44ad45b-ff78-430a-9423-36feb86aaf7e/curriculum-for-wales-guidance.pdf   

Welsh Government. (2021). Retrieved from: https://hwb.gov.wales/curriculum-for-wales/designing-your-curriculum/implementation-and-practical-considerations

Winch, C., Oancea, A. and Orchard, J. (2015). The contribution of educational research to teachers’ professional learning: Philosophical understandings. Oxford Review of Education, 41(2), pp.202-216. 

Worch, E.A., Scheuermann, A.M. and Haney, J.J. (2009). Role-play in the science classroom. Science and Children, 47(1), p.54.

Yang, X. (2010). How to achieve authentic context in classroom oral English teaching. Journal of Language Teaching and Research, 1(3), pp.339-342.

Zwozdiak-Myers, P. (2012). The teacher’s reflective practice handbook: becoming an extended professional through capturing evidence-informed practice. London: Routledge.
 



Appendices
Appendix 1 

[image: /var/folders/33/wjxfbq1s6wbbj6v246fgzrgw0000gn/T/com.microsoft.Word/Content.MSO/9127380D.tmp]



Page 1

image1.png
Values and

coLLaBoRaTION | disPositions





