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In the modern world, digital innovation and creativity have taken centre stage in various aspects of life. Education is no exception, and its integration has led to significant changes in the teaching and learning process (Starkey, 2020). The post-compulsory classroom is a critical learning environment where students acquire knowledge, skills, and attitudes that shape their future (Ross, 2022). It is therefore essential to explore how creativity and digital innovation can enhance the teaching and learning experience in this classroom setting (Enomoto, 2018). With the advent of the digital age, educators have access to a vast array of technological tools and resources that can enhance student engagement and improve educational outcomes (Dunn and Kennedy, 2019). Additionally, creativity has been identified as a key component of 21st-century skills, which are essential for success in the modern workforce (Yılmaz, 2021). Therefore, integrating creativity and digital innovation into the post-compulsory classroom can lead to a more dynamic and effective learning environment (Boys and Ford, 2023). 
Digital innovation refers to the use of technology to enhance and transform teaching practices, from traditional classroom instruction to online learning platforms and educational apps (Agasisti, Frattini and Soncin, 2020). It involves the integration of digital tools, such as online learning platforms, educational apps, and multimedia resources, into traditional teaching methods to provide more engaging, personalized, and effective learning experiences for students (Oke and Fernandes, 2020). Digital innovation also encompasses the development of new teaching methods, such as flipped classrooms and gamified learning, that leverage technology to promote active learning and improve educational outcomes (AlSaad and Durugbo, 2021). This report explores the role of creativity and digital innovation in enhancing teaching and learning within the post-compulsory classroom.
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Digital innovation is the use of technology to develop new products, services, or processes (Ciriello, Richter and Schwabe, 2018). In education, digital innovation is the integration of technology into the teaching and learning process (Konstantinidis, Bamidis and Zary, 2021). It has transformed the traditional methods of teaching and learning by providing new opportunities for teachers and students to access and exchange information (Budnyk et al., 2021). Creativity, on the other hand, is the ability to use imagination to come up with new and original ideas (Walia, 2019). In education, creativity is the ability of teachers and students to apply innovative and original approaches to teaching and learning (Shaheen and others, 2010).
Creativity and digital innovation can play a crucial role in enhancing teaching and learning for students including those with additional learning needs (Mohamed Hashim, Tlemsani and Matthews, 2022). The combination of creativity and digital innovation can lead to innovative and effective teaching and learning practices (Zain, 2021). By leveraging technology and creative teaching methods, educators can create more engaging and accessible learning experiences that cater to the unique needs of students (Mohamed Hashim, Tlemsani and Matthews, 2022). As such, digital innovation has significantly impacted pedagogy, and various learning theories can be applied to understand how digital technologies can be used effectively to enhance teaching and learning (Lewin, Cranmer and McNicol, 2018). Here are some of the main theories: 
· Constructivism: This learning theory emphasizes the importance of students constructing their knowledge through active engagement with their learning environment (Fosnot, 2013). Digital innovation can provide students with a range of multimedia resources and interactive tools that can facilitate this process, allowing them to explore, experiment, and collaborate with others to build their understanding (Mattar, 2018).
· Connectivism: This theory posits that learning is a networked process that involves connecting with others and engaging with diverse sources of information (Goldie, 2016). Digital innovation provides students with access to a vast array of online resources and enables them to communicate and collaborate with peers across geographical boundaries, expanding their knowledge networks and enhancing their learning experiences (Dziubaniuk, Ivanova-Gongne and Nyholm, 2023).
· Social Learning Theory: This theory emphasizes the importance of social interactions and the role of the learning community in facilitating learning (Akers and Jennings, 2015). Digital innovation can provide opportunities for students to engage in online discussions, participate in virtual communities of practice, and collaborate with peers to develop their understanding (Nyambane, 2021).  
· Cognitive Load Theory: This theory posits that learning is most effective when students are presented with information in a way that is aligned with their cognitive abilities (Plass, Moreno and Brünken, 2010). Digital innovation can be used to present information in a variety of formats, allowing students to process and understand the material in a way that is most suited to their learning style (Mhlanga, 2022). 
· Self-Determination Theory: This theory emphasizes the significance of autonomy, competence, and connectedness in fostering intrinsic motivation and active engagement in the learning process (Ryan and Deci, 2022). Digital innovation can provide students with opportunities to take ownership of their learning, explore their interests, and develop their skills and competencies in a way that is meaningful and relevant to them (Oga-Baldwin, 2015). 
Overall, these learning theories highlight the potential of digital innovation to enhance pedagogy and support student learning. By understanding how these theories apply to the use of digital technologies, educators can design effective and engaging learning experiences that meet the needs and preferences of their students (Zain, 2021). In designing, implementing, and testing a specific tool or technique, it is crucial to consider digital pedagogy to ensure that the tool or technique is effective in supporting student learning (Beetham and Sharpe, 2019). Hence, the role of creativity and digital innovation in enhancing teaching and learning in the post-compulsory classroom can be summarized as follow:
1- Personalized Learning
The post-compulsory classroom is a diverse learning environment where students have different learning needs, interests, and abilities. Digital innovation and creativity can enhance teaching and learning by providing personalized learning opportunities (Frolova, Ryabova and Rogach, 2019). Technology-based learning platforms can help teachers create and deliver customized learning experiences that cater to each student's needs (Mohamed Hashim, Tlemsani and Matthews, 2022). For example, a teacher can use digital tools to create learning resources such as videos, interactive games, and quizzes that match the learning style of each student. The teacher can also use data analytics to monitor each student's progress and provide feedback that helps them improve their learning outcome (Race and Pickford, 2007).
2- Collaborative Learning
Collaborative learning is an instructional approach where students collaborate and cooperate with each other to accomplish a shared objective (Verster and van den Berg, 2021). Digital innovation and creativity can enhance collaborative learning by providing opportunities for students to work together irrespective of their geographical location (Ciolacu et al., 2021). For instance, digital tools such as video conferencing and collaborative platforms can facilitate group discussions, project work, and peer-to-peer learning. Students can share their ideas, knowledge, and skills with each other, and this can result in a more profound comprehension of the content.
3- Active Learning
Active learning is a teaching approach that involves students actively engaging in the learning process (Seo et al., 2021). Digital innovation and creativity can enhance active learning by providing interactive learning resources such as simulations, games, and virtual reality. These resources can help students visualize complex concepts and engage in hands-on learning experiences that promote deeper understanding (Ramraj, 2018). For example, a biology teacher can use a virtual dissection tool to teach students about the anatomy of animals. The tool allows students to interact with the subject matter and gain a better understanding of the concepts.
4- Flexible Learning
Digital innovation and creativity can enhance flexible learning by providing students with opportunities to learn at their own pace and convenience (Eradze, Dipace and Limone, 2020). For example, a student can access learning resources such as videos, podcasts, and e-books at any time and from any location. This flexibility enables students to manage their academic workload alongside other obligations, such as employment and familial commitments. It also allows students to revisit learning materials as many times as necessary to reinforce their understanding of the subject matter (Lee and Tan, 2023).
5- Authentic Learning
Authentic learning is a teaching approach that involves students solving real-world problems or engaging in real-world scenarios (Kuipers et al., 2019). Digital innovation and creativity can enhance authentic learning by providing opportunities for students to engage in authentic learning experiences (Rajaram, 2023). For example, a teacher can use virtual reality to create a simulated environment that allows students to practice skills such as problem-solving and critical thinking. The simulation can be based on a real-world scenario, and this can help students apply their learning to real-life situations (Abelsson, 2017).
Despite the numerous benefits of using creativity and digital innovation in enhancing teaching and learning in the post-compulsory classroom, several challenges may arise. Some of these challenges include: 
1- Technological Challenges
Digital innovation involves the use of technology, and as such, it is subject to technological challenges such as power outages, network failures, and hardware malfunctions (Nurhas et al., 2022). Such challenges can disrupt the learning process, making it difficult for students to access learning resources or for teachers to deliver their lessons effectively (Weber-Lewerenz, 2022).
2- Lack of Technical Skills
The integration of digital innovation into the teaching and learning process requires technical skills (Sumalinog, 2022). Teachers and students need to be proficient in using digital tools and technologies. However, not all teachers and students possess the technical skills necessary to use these tools effectively (Coman et al., 2020). This can hinder the adoption and implementation of digital innovation in the classroom.
3- Cost
Digital innovation requires significant financial investment, which may be beyond the reach of some schools and students. The cost of acquiring and maintaining the necessary infrastructure, software, and hardware can be prohibitive, especially for schools in low-income areas (Vicente et al., 2020).
4- Resistance to Change
The adoption of digital innovation and creativity in the post-compulsory classroom requires a significant shift in the traditional methods of teaching and learning. Some teachers and students may resist this change due to their attachment to traditional teaching methods (Ferrari, Mura and Diamantini, 2018). This resistance can hinder the effective integration of digital innovation in the classroom (Al-Takhayneh et al., 2022).
5- Ethical Concerns
Digital innovation and creativity raise ethical concerns such as privacy, security, and intellectual property rights (Hai, Van and Tuyet, 2021). The use of digital tools and technologies in the classroom requires the collection and storage of personal data, which may be subject to misuse or unauthorized access (García-Peñalvo, 2021). For example, there is a risk of plagiarism when students use digital resources without proper citation or attribution.
[bookmark: _Toc136203558]Conclusion
The integration of creativity and digital innovation in the post-compulsory classroom has the potential to enhance teaching and learning. Digital tools and technologies can provide personalized, collaborative, active, flexible, and authentic learning experiences for students. By incorporating digital pedagogy principles in the lesson plan, educators can create effective and engaging learning materials that support student learning and meets the needs of today's digital students. However, several challenges may arise, including technological challenges, lack of technical skills, cost, resistance to change, and ethical concerns. These challenges can be addressed through proper planning, training, and investment in infrastructure and resources. Overall, the benefits of using creativity and digital innovation in the post-compulsory classroom outweigh the challenges, and their effective integration can lead to better learning outcomes and prepare students for the future.
The future role of creativity and digital innovation is poised to greatly enhance teaching and learning within the post-compulsory classroom. As technology continues to advance and become increasingly integrated into educational settings, educators have the opportunity to leverage digital tools and platforms to foster creativity and engage students in unique and meaningful ways. By incorporating digital innovation, such as virtual reality, augmented reality, gamification, and interactive learning platforms, teachers can create immersive and interactive learning experiences that cater to diverse learning styles and promote active participation. These technological advancements not only enable students to explore complex concepts more interactively and engagingly but also provide avenues for collaborative learning, critical thinking, and problem-solving. Furthermore, creativity plays a vital role in the educational process, as it encourages students to think outside the box, explore new ideas, and express themselves in innovative ways. By embracing digital innovation and nurturing creativity, educators can transform the post-compulsory classroom into a dynamic and inclusive learning environment that empowers students to become active participants in their education, fostering a lifelong love for learning and preparing them for the challenges of the digital age.
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Kahoot is a web-based platform designed to create an interactive and engaging learning experience for students. It provides teachers with the capability to generate quizzes, surveys, and games that students can access and engage with using their own devices (Zhang and Yu, 2021). The platform was developed in 2013 by a Norwegian company and has since gained worldwide popularity. It offers a range of customizable features, such as the ability to add images and videos to questions and the option to set time limits for answering questions (Wang and Tahir, 2020). Kahoot also includes a leader board that displays the scores of all participants, adding a competitive element to the learning experience. It has numerous benefits for both teachers and students (Kohnke and Moorhouse, 2022). One of the main advantages of the platform is its ability to engage students and promote active learning (Donkin and Rasmussen, 2021). The game-based format encourages participation and motivates students to learn. Kahoot offers extensive customization options, enabling teachers to design quizzes and games that are specifically tailored to the unique needs and interests of their students (Martín-Sómer, Moreira and Casado, 2021). Additionally, the platform provides immediate feedback to students, helping them to identify areas where they may need additional support (Murciano-Calles, 2020).  
[bookmark: OLE_LINK3][bookmark: OLE_LINK4][bookmark: OLE_LINK5][bookmark: OLE_LINK6]Studies have found that using Kahoot can increase student engagement, motivation, and participation (Wang and Tahir, 2020). Furthermore, Kahoot has been shown to improve students' retention of information and their ability to recall facts  (Zhang and Yu, 2021). However, the impact of Kahoot may vary depending on the subject area and the specific learning objectives of the lesson (Licorish and Lötter, 2022). For example, some educators may prefer more traditional methods of assessment, such as written exams. Another potential disadvantage is that the platform may not be suitable for all students, particularly those who struggle with technology or have additional learning needs that prevent them from using certain devices (Garbe et al., 2020). 
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Digital innovation and creativity theories both support the use of technological tools as an educational platform, since it integrates technology, engage students in active learning, and align with effective teaching strategies (Ng, 2015). Theories related to digital innovation emphasize the importance of technology in facilitating learning, and Kahoot is a prime example of how technology can be used to engage students and enhance their learning experience (Rivera Trigueros et al., 2020). Kahoot combines game-based learning with digital innovation to provide an interactive and engaging learning experience for students (Wang and Tahir, 2020).
At the same time, theories related to creativity emphasize the importance of creative teaching practices in facilitating learning (Henriksen et al., 2021). With Kahoot, teachers can design personalized quizzes and games that cater to the specific needs and interests of their students, fostering creative teaching practices that have the potential to enrich the learning experience (Zhang and Yu, 2021). By incorporating creative teaching practices into Kahoot, teachers can promote critical thinking and problem-solving skills in their students (Wang and Tahir, 2020). Furthermore, Kahoot also provides opportunities for self-directed learning, which is an important aspect of digital innovation and creativity theories. Students can create their quizzes and games, promoting self-directed learning and encouraging students to take ownership of their learning process (Ali et al., 2021).
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Aligned with the UK professional standards framework, through the use and value of appropriate learning technologies (Advance-He, 2011). Kahoot can be effectively integrated with the Technological, Pedagogical, and Content Knowledge (TPACK) framework to enhance teaching and learning experiences (Baszuk and Heath, 2020). TPACK emphasizes the intersection of technology, pedagogy, and content knowledge, and using Kahoot within this framework allows educators to leverage its features and capabilities to create engaging and effective instructional practices (Paristiowati et al., 2020). By using Kahoot in conjunction with the TPACK framework, educators can create a dynamic and interactive learning environment that leverages technology, pedagogy, and content knowledge effectively (Baszuk and Heath, 2020). This integration allows for a holistic approach to teaching, combining subject expertise with effective instructional practices and technology-enhanced learning activities (Koh, 2020). Kahoot's features and capabilities provide a versatile platform to support teachers in implementing the TPACK framework and facilitating meaningful learning experiences for their students (Zhang and Yu, 2021). There are several justifications for selecting Kahoot as a digital tool for teaching:
Kahoot provides an engaging and interactive learning experience for students. The game-based format, vibrant visuals, and interactive quizzes capture students' attention and make learning fun (Plump and LaRosa, 2017). This engagement enhances their motivation, participation, and active involvement in the learning process (Seo et al., 2021). Furthermore, Kahoot enables formative assessment, allowing teachers to gather real-time feedback on students' understanding and progress (Murciano-Calles, 2020). Through the platform, teachers can assess students' knowledge, identify areas of strength and weakness, and adjust their instruction accordingly. This immediate feedback promotes personalized learning and helps students track their progress (Frolova, Ryabova and Rogach, 2019).
In addition, Kahoot promotes active learning by requiring students to actively participate in quizzes and games (Donkin and Rasmussen, 2021). Students are actively involved in answering questions, making decisions, and competing with their peers. This active participation enhances their retention of knowledge, critical thinking skills, and problem-solving abilities (Wang and Tahir, 2020). Similarly, Kahoot provides teachers with the ability to customize quizzes and games according to their specific learning objectives and student needs (Zhang and Yu, 2021). Teachers can create tailored content that aligns with the curriculum, addresses specific topics, or reinforces key concepts. This customization allows for a more personalized and meaningful learning experience (Frolova, Ryabova and Rogach, 2019).
Moreover, Kahoot fosters collaboration and healthy competition among students (Donkin and Rasmussen, 2021). The platform enables team-based activities and encourages students to work together to solve problems. The competitive element adds excitement and motivation, while still promoting a supportive and inclusive classroom environment (Licorish et al., 2018). Besides, Kahoot is accessible to students through various devices, including computers, tablets, and smartphones (Lobo, 2023). The platform is user-friendly, with a simple interface that makes it easy for both teachers and students to navigate. This accessibility and ease of use contribute to seamless integration into the classroom setting (Jones et al., 2019). Also, Kahoot provides teachers with data analytics and progress-tracking features (Licorish et al., 2018). Teachers can analyse students' performance, identify learning gaps, and make data-informed decisions to improve their instructional practices. This data-driven approach enhances teaching effectiveness and supports student success (Seo et al., 2021).
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Overall, Kahoot, when integrated with the TPACK framework, offers a powerful tool for educators to enhance their teaching practices. By combining technology, pedagogy, and content knowledge, teachers can create interactive and engaging learning experiences that promote active learning, collaboration, and assessment. Kahoot's user-friendly interface, gamified format, and data-driven insights make it an effective platform for implementing the TPACK framework and fostering meaningful learning outcomes in the classroom. Its game-based format and customizable features make it an engaging and effective platform for promoting active learning. While there are some limitations to its use, the benefits of Kahoot far outweigh any potential drawbacks. By incorporating Kahoot into their teaching practices, educators can create a more interactive and engaging learning experience for their students.  Finally, the selection of Kahoot as a digital tool for teaching is justified due to its ability to engage students, promote active learning, provide formative assessment, offer customization and flexibility, foster collaboration, and competition, ensure accessibility, and enable data analysis for progress monitoring. These features make Kahoot a valuable asset in enhancing the teaching and learning experience in the classroom.
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Kahoot was chosen to be incorporated into the lesson plan to promote active learning, engagement, collaboration, and formative assessment. It transforms the traditional classroom into an interactive and dynamic learning environment, fostering a positive and effective learning experience for students.
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Lesson Plan

	Topic: Introduction to Computer Science
	Class: Level 4


	Date:  24 /04/ 2022

	Length of lesson: 2 Hours 
	Number of students: 9

	Resources/ Materials required:
· Computer with Internet access
· Presentation software or whiteboard
· Smartphone/IPad for online activities
· Examples of different programming languages

	Aim of Lesson
Toward the end of the lesson, students should demonstrate the ability to:
· Introduce the fundamental principles of computer science including (the importance of computer science in today's world components of a computer, programming languages, and career opportunities)

	Learning Outcomes – The Students Should Be Able To:

· Define computer science and understand its importance in today's world.
· Identify key components of a computer system and their functions.
· Recognize different programming languages and their applications.
· Explore career opportunities in the field of computer science

	Previous student knowledge required for the session:	
· Basic computer skills: Students should have basic familiarity with using a computer, including navigating the operating system, opening and closing applications, and using a keyboard and mouse.
· Internet usage: Students should have some experience using the internet, including conducting searches and accessing websites.
· Basic Math skills: A foundational understanding of basic math concepts such as arithmetic operations, numbers, and logic is beneficial as computer science involves logical reasoning and problem-solving.
· Logic and critical thinking: Students should have some ability to think logically, analyse problems, and follow step-by-step instructions.
· Basic technology terminology: Familiarity with common technology terms like hardware, software, files, and folders will help students grasp the concepts more easily.


	Anticipated difficulties (if applicable):
· Use of technology/online activities: Students might face a challenge accessing/using online activities.
· Installing software: Students might need assistance in installing programming software 

	Professional Standards (where are these being met within the session)
Areas of Activity 
· A1: Through the creation of an interactive online quiz using https://www.Kahoot.com/, which incorporates educational videos and a gamified quiz format, the aim is to assess the students' comprehension of the subject matter covered.
· A2: By establishing a question-and-answer session to provide assistance and support to students.
· A3: By delivering feedback on the completed online quiz.
Core Knowledge 
· K2: By creating PowerPoint slides that encompass both theoretical explanations and visual aids to enhance the understanding of the concept.
· K5: Through the creation of an online quiz, students' comprehension of the lesson can be tested and evaluated. 
Professional Values 
· V1: By acknowledging and valuing diverse perspectives regarding the subject matter and promoting an inclusive learning environment.
· V2: By providing all students with equal opportunities to participate and ask questions.



Lesson Detail:

	
Stage 
	
Focus
	
Strategy 
	
Time 


	Introduction




	· Begin the lesson by reviewing the previous lecturer.
· Next, ask the students about their understanding of computer science.
· Discuss the importance of computer science in everyday life, highlighting its impact on technology, communication, and problem-solving.
	· Evaluate the previous lecture by prompting students to recall what they remember.
· Present the new subject matter and emphasizing its significance and relevance.
· Discuss the importance of computer science in everyday life, highlighting its impact on technology, communication, and problem-solving. This would include presenting some facts and statistics to support my discussion.
	20 Minutes


 

	Development 

	· Components of a Computer System 
	· Display a visual depiction of a computer system that encompasses essential components such as the central processing unit (CPU), memory, input/output devices, and storage.
· Explain the function of each component and how they work together to perform tasks.
· Engage students in a short discussion about the role of each component and its relevance to computer science.
	20 Minutes

	
	· Engagement Activity 1
	· Conduct online activity using Kahoot as an online platform
	10 Minutes

	
	Break
	10 Minutes 

	
	· Programming Languages 

	· Introduce the concept of programming languages and their role in computer science.
· Present examples of popular programming languages such as Python, Java, and JavaScript.
· Discuss the applications and purposes of different programming languages, highlighting their strengths and areas of use.
· Facilitate a short activity where students match programming languages to their applications.
	30 Minutes

	
	· Exploring Careers in Computer Science 
	· Present various career opportunities in the field of computer science, such as software development, cybersecurity, data analysis, and artificial intelligence.
· Discuss the skills and qualifications required for these careers and the potential impact they can have on society.
· Encourage students to explore their interests in computer science and consider potential career paths.
	10 Minutes 


	
	· Engagement Activity 2
	· Conduct online activity using Kahoot as an online platform
	10 Minutes

	Plenary/conclusion

	· Wrap-up and Reflection
· Q&A
	· Summarize the main points covered in the lesson.
· Allow students to ask questions or share their thoughts about computer science.
· Assign a short reflection activity, such as writing a paragraph about what they find most interesting or exciting about computer science.
	10 Minutes




	Assessment Strategies: when and how are they included within the lesson?

During the lesson, students will participate in an online quiz using the Kahoot platform to assess their comprehension of the material. Feedback will be provided to enhance their understanding.



	Informal reflection (to be completed after the session)
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	Students will be joining the quiz by either scanning the QR code provided in the slides or the link. The moment a student joins his/her name will appear in the system.
	The goal of this quiz is to test the students' understanding of the subject “Introduction to Computer Science”.
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	The quiz consists of several short videos that will be played once followed by different types of questions such as “true, false, multiple choice, etc.”
	Each 60-second video will be discussing important concepts related to computer science.
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	Students will be asked to answer questions that were discussed in the videos
	True and false is one of the types of questions available for this quiz. Students have to respond fast as this is a timely manner quiz.
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	The system will provide immediate feedback on the answer, if correct then it will be marked in green colour and if wrong it will be marked in red colour.  
	Multi-select is another type of question where students have to select one answer.
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	Students will have to select the correct answer.
	Grades will change according to answers for the participants which will create a motivational environment among the students.
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	The moment the questions of the first video are over, the second video will start playing to introduce another topic where the students will be tested over it.
	A simulation of the working component of the computer will be played to help illustrate to the students how a computer works.
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	Videos and simulation will be followed by questions to test the students' understanding
	Toward the end of the quiz, the system will generalise the overall results and will show the top 3 participants.
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The utilization of the Gibbs reflection model has been employed in constructing this reflection report as it provides a structured approach for analysing incidents. This model enables educators to gain valuable insights and make improvements based on experiences, whether they were successful or challenging, throughout their tenure as educators (Gibbs, 1988).
Description:
I recently incorporated Kahoot into my lesson plan on Introduction to computer science for level 4 students undertaking a bachelor’s degree in computer science. The lesson took place on Monday 24 April 2023, at 9:00 AM in UWTSD IQ Building Room 1.9. The objectives were to introduce the students to the key concepts of computer science and engage them in active learning. Kahoot was used as an interactive tool to enhance student engagement and assess their understanding.
Feelings:
At the beginning of the lesson, I felt excited and hopeful about using Kahoot as I had heard positive feedback from other educators. I wanted to create an engaging and enjoyable learning experience for my students with also aligned with the UK Professional Standards for Higher Education in designing and planning learning activities (Advance-He, 2011). However, I also had some concerns about the technical aspects and ensuring that all students could actively participate.
Evaluation:
During the Kahoot activity, I observed high levels of student engagement and enthusiasm. Students were actively participating, answering questions, and competing with their peers. The competitive element provided by Kahoot added an exciting and motivating factor to the learning process (Wang and Tahir, 2020). I was pleased to see how eager they were to learn and demonstrate their knowledge. The immediate feedback provided by Kahoot was invaluable in assessing student understanding. I noticed that some students struggled with certain concepts, and the real-time feedback allowed me to address their misconceptions and provide further explanations. This formative assessment aspect of Kahoot helped me gauge the effectiveness of my instruction and make timely adjustments (Murciano-Calles, 2020).
Analysis:
The use of Kahoot facilitated collaboration and peer interaction among students  (Donkin and Rasmussen, 2021). Students were able to form teams and worked together to answer questions, discuss solutions, and support each other. This promoted a positive and inclusive classroom environment where students felt comfortable sharing their ideas and learning from one another (Rivera Trigueros et al., 2020). Moreover, the customization feature of Kahoot allowed me to tailor the quizzes to meet the needs and abilities of my students (Zhang and Yu, 2021). I could adjust the difficulty level and content to ensure that every student had a chance to participate and succeed. This personalized approach contributed to their sense of confidence and improved their overall learning experience (Ali et al., 2021).
Conclusion:
The incorporation of Kahoot in my lesson plan proved to be a valuable and effective teaching strategy. It enhanced student engagement, provided immediate feedback, and fostered collaboration and peer interaction (Murciano-Calles, 2020). The customization feature allowed for differentiation, ensuring that every student could actively participate and learn at their own pace (Zhang and Yu, 2021). I am pleased with the positive impact Kahoot had on student learning outcomes and plan to continue using it in future lessons.
Action Plan:
Moving forward, I will continue to explore different ways to integrate Kahoot into my lessons which are aligned with the UK professional standards framework, through the use and value of appropriate learning technologies (Advance-He, 2011). I will explore advanced features such as creating multimedia questions and incorporating images and videos to make the quizzes more interactive and visually appealing. Additionally, I will seek feedback from my students to understand their preferences and suggestions for improving the Kahoot experience. This feedback will help me refine my implementation and ensure that it aligns with their learning needs and preferences.
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