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Introduction

Within this assignment a literature review to look at the use of digital technology within the post 16 setting and whether there is a positive impact on learners will be conducted.  The results will then assist the author to look at different ways in which implementing digital technology within their own teaching practice may benefit the learners.

The second stage of this assignment will focus on the selection and justification of using a particular digital tool of choice to enhance teaching practice and learner engagement.  When looking at different frameworks for embedding digital technology into teaching, the author will decide what model is best suited to help establish and justify the use of a chosen tool. The different frameworks used for embedding technology into education include, SAMR, TPACK, RAT and TIM (Puentedura, 2012).

Following this, the assignment will document how the author came to the decision to use the chosen tool and how it would be implemented into the lesson.  Here there are screenshots of the app in use within the classroom and snapshots of evaluation forms that were completed by students following the lesson. 

The above experience of using the digital technology within the post 16 classroom and the completed feedback forms will inform the evaluation of the whole process and purpose of this assignment.  Here a reflective account using Driscolls reflective cycle (1994) will establish if using the tool within the classroom was effective and if so, to what extent. An action plan and recommendations for future practice aligned to the Professional Standards of Wales (WAG, 2023) will be formulated at the end.

Literature Review

Historical Perspective of Digital Innovation in Education 
Much literature suggests that the incorporation of digital tools in education can be traced back to the introduction of computers in the classroom during the late 20th century (Howard and  Mozeiko, 2015; Haleem at al., 2022; Timotheou et al., 2023).  According to Passey (2016), a researcher previously involved in initial studies centred on the use of technology in education in the 1980’s, initially, when the first computers were wheeled into the classroom in 1975, were utilised in isolated occurrences.  Passey (2016) documents that in the mid-1980s concern grew in the United Kingdom (UK) about the need to align education with the evolving industry, and joint initiatives over the following decade by the Department of Trade and Industry, the Department of Employment, and the Department of Education and Science, set in motion the development of technologies within educational institutions.  Lee (2016) maintains, however, that it was not until the mid-1990s that the realities of technologies within the classroom were re-focussed as neither learning experiences nor pedagogies had been significant drivers in their initial implementation.  By the 1990s, the Internet began to revolutionise education, offering, informs Harasim (2000), new avenues for information access and communication. The early 2000s saw the rise of e-learning platforms, which Means et al. (2010) document allowed for more interactive and flexible learning experiences to develop. 

In Wales, the integration of digital technology in education has mirrored global trends, with significant investments in Information and Computer Technology (ICT) infrastructure and resources. The Welsh Government (2012) supported initiatives such as the Hwb, a digital learning platform launched in 2012, which provides access to a wide range of digital tools and resources for teachers and students.   In 2020 Ofcom Published the Connected Nations 2020: Wales Report, in which they documented that 89% of schools in Wales had access to reliable high-speed internet, reflecting the widespread adoption of digital technologies. 

In recent years, the increased use of mobile devices and advancements in artificial intelligence (AI) have further expanded the possibilities for digital innovation in education; technologies such as virtual reality (VR) and augmented reality (AR) are documented with frequency in recent literature as having introduced immersive learning environments (Al-Ansi et al., 2023; Yang, 2023; Hamad and Jia, 2022), while AI-driven tools, according to Selwyn (2017) offer personalised learning experiences.  Norris et al. (2022) explain that the emergence of ‘Massive Online Open Courses’ has made high-quality learning materials accessible to a global audience.  These developments highlight the evolving nature of digital innovation and its increasing impact on educational practices in Wales and beyond. 
 
Integration of Technology and Pedagogy 
The integration of technology and pedagogy is crucial, advise Makarova and Makarova (2018), for maximising the benefits of digital innovation in education.  According to Ballale (2024) effective pedagogical strategies that incorporate digital tools can enhance student engagement, facilitate deeper learning, and promote creativity, adding that interactive whiteboards and AI applications are being more commonly integrated into educational institutions; Vallo Hult et al. (2023) however argue that affordability, time and access constraints exist for these establishments and this can be restrictive in what can be therefore offered to students.  The Technological Pedagogical Content Knowledge (TPACK) framework promoted by Mishra and Koehler (2006) emphasises the importance of balancing technological knowledge with pedagogical knowledge to create meaningful learning experiences whilst mitigating the barriers that Vallo Hult et al. (2023) highlight.  

In Wales, the Digital Competence Framework (DCF), introduced in 2016, sets out clear expectations for digital competence across the curriculum for learners aged 3 to 16.  This framework supports the integration of technology into teaching and learning, ensuring that students develop the necessary skills to thrive in a digital world (Welsh Government, 2018). 
Research indicates that technology can support various pedagogical approaches, such as constructivist and collaborative learning.  Constructivist learning theories, which advocate for active, student-centred learning (Piaget, 1952; Vygotsky, 1978), align well with digital technologies that facilitate exploration and discovery.  For instance, digital platforms enable collaborative projects and peer-to-peer learning, fostering a more interactive and participatory classroom environment, advises Selfa-Satre et al. (2022).  Both Laurillard (2012) and Poore (2016) share a similar view, maintaining that tools like Google Docs and Padlet allow students to work together in real-time, promoting a sense of community and shared knowledge. 

Digital tools can also support differentiated levels of instruction within the classroom, allowing educators to tailor their teaching to meet the diverse needs of students (Tomlinson, 2014).   Adaptive learning technologies (ALT’s) use programming algorithms to personalise content delivery based on individual student performance, which Baker and Siemans (2014) report, will provide targeted support and challenges for each learner.  This approach can help address the varying learning paces and styles within a classroom, ensuring that all students have the opportunity to succeed, however the majority of these adaptive technologies do require a fee to be paid as an annual subscription.  The most frequently utilised ATS in Canada and America include tools such as DreamBox, Scootpad, and Knewton, in contrast to the UK where the @TeacherToolkit, by Ross McGill is extremely popular and used within schools, colleges and universities. 

It is essential however, to recognise that technology is not a solution for all educational challenges.  The effectiveness of digital tools depends on their thoughtful implementation and alignment with pedagogical goals.  Literature promotes educators to be adequately trained to integrate technology into their teaching practices and continuously evaluate its impact on student learning outcomes (Ertmer & Ottenbreit-Leftwich, 2010; Ventouris et al., 2021).  For educators to adequately achieve this, Lawless and Pellegrino (2007) advise professional development programs and ongoing support are vital to help teachers develop the skills and confidence needed to effectively use technology in their classrooms. 
 
Ethical Considerations in Digital Innovation 
The integration of digital innovation in education also raises several well documented ethical considerations.  Researchers, including Williamson (2017) and Livingstone and Sefton-Green (2016) highlight privacy and data security as primary concerns, especially with the increased use of online platforms and data-driven technologies.  Educators and institutions must ensure that student data is protected and that digital tools comply with legal regulations, such as the General Data Protection Regulation (GDPR) in the UK (Department for Education, 2023) which dictates that the collection and analysis of student data must be conducted transparently, with clear guidelines on data usage and consent. 

Another ethical issue is the digital divide, which refers to the gap between those who have access to digital technologies and those who do not.  Selwyn (2017) argues that this divide can exacerbate existing educational inequalities, particularly among disadvantaged or rural communities.  In Wales, efforts have been made to address this issue through initiatives like the Welsh Government’s Digital Communities Wales program, which aims to improve digital inclusion by providing support and training to individuals and communities (Welsh Government, 2021).  Research has shown that students from low-income households are less likely to have access to high-quality digital devices and reliable internet connections, which can hinder their educational opportunities (Miah, 2024; Hohlfeld et al., 2010).  To address this issue, policymakers and educators must work towards providing equitable access to digital resources and ensuring that all students can benefit from digital innovation. 

Furthermore, the use of AI in education raises ethical questions regarding both bias and fairness.  An example can be illustrated among the generative AI tools available, where ‘Chat GPT’ is arguably one of the most well-known; Schwartz et al. (2022) caution that Open AI, the company who have created Chat GPT could, whilst developing the machine learning software, train on a dataset that underrepresents groups based on gender or ethnicity, leading to generated information which can be both socially and historically biased, or stem from human, systemic and institutional sources.  Baker and Hawn (2021) maintain that AI can lead to discriminatory practices in education, suggesting that predictive analytics used to identify at-risk students may unfairly target certain demographic groups, reinforcing stereotypes and limiting opportunities.  O'Neil (2016) and Binns (2018) discuss strategies to develop transparent and accountable AI systems that promote fairness and inclusivity in educational settings and advise that efforts must be made to ensure that AI technologies are designed and implemented with ethical considerations in mind, including the involvement of diverse stakeholders in the development process. 

Ramos-Salazar, Peeples and Brooks (2024) inform that the rise in students utilising generative tools like Chat GPT is significant, noting that in their review of over 1,000 colleges from the UK and the US, 43% of the students said they used the tool for homework and to revise for tests.  Mhlanga (2023) and Chan (2023) discuss student’s over-reliance on the use of generative AI, warning that critical thinking skills, research skills, and academic writing skills can deteriorate as the learners seek immediate answers; Tam et al (2023) support this adding that many students are prioritising short term, rather than life-long learning. 
 
Future Potential of Emerging Technologies 
Emerging technologies hold much potential for transforming education in the future. Innovations such as AI, VR, and AR can create more immersive and personalised learning experiences. AI-powered adaptive learning systems can analyse student performance data and provide customised feedback, which Holmes et al. (2019) promote to help students learn at their own pace.  Luckin et al. (2016) add another advantage is that these systems can identify knowledge gaps and recommend targeted interventions, thus enabling more efficient and effective learning.

The Welsh Government’s Digital 2030 strategy sets out a vision for the future of digital learning in post-16 education in Wales.  This strategic framework aims to ensure that both further education and higher education institutions are equipped to harness digital technologies to enhance teaching, learning, and institutional effectiveness (Welsh Government, 2019).  The Digital 2030 outlines several key objectives, including: enhancing digital skills and capabilities among learners and staff, ensuring equitable access to digital resources and infrastructure, promoting innovation in teaching, and learning through the use of digital technologies, supporting the development of digital leadership and governance within institutions, and encouraging collaboration and knowledge sharing across the education sector.  The strategy highlights the importance of digital inclusion, recognising that access to digital technologies and skills is essential for enabling all learners to succeed in a rapidly changing world. It also emphasises the need for ongoing investment in digital infrastructure and professional development to support the effective integration of technology into teaching and learning practices.  The strategy also encourages institutions to adopt a learner-centred approach, using digital tools to personalise learning and support individual needs. 


Selection and Justification of appropriate teaching tool(s)/resources 

As highlighted in the 21st Century Skills (Fidel, 2008), the integration of digital tools in educational settings has become increasingly essential in facilitating effective teaching and learning experiences.  The Professional Standards for Further Education Teachers, work-based learning practitioners and Adult Learner Practitioners in Wales (2023) highlight specific standards that educators must personally commit to promoting within their teaching practice. One of these Standards is to ‘Plan and deliver effective learning, teaching and assessment using a range of media, including digital, effectively to enhance the learning process’.  With this in mind, the author will now explore the use of VEVOX, a digital technology tool, within the post-16 classroom.
 
VEVOX is an interactive educational platform that is designed to enhance engagement in educational environments through various digital tools (VEVOX, 2023).  Among these, Word Cloud stands out as a visual representation where word frequency determines font size. Students contribute words or phrases in response to prompts, with prevalent terms displayed prominently. This dynamic display serves as an instant summary of collective input, promoting collaboration and active learning (Wise, Greenwood and Davis, 2011).

The VEVOX Word Cloud presents multiple pedagogical benefits for adult learners embarking on higher education, particularly those who may lack confidence.  Firstly, it enhances engagement by transforming traditional passive learning methods into dynamic, interactive sessions, as noted by Hattie (2012). This active participation helps sustain student interest and involvement.  Word clouds offer instant feedback through their visual representation, enabling both students and educators to quickly assess comprehension and feelings about specific subjects (Chou, 2017).  Sullivan (2014) suggest that anonymity afforded by word clouds can empower quieter students to contribute without fear of public speaking, thus promoting inclusivity within the classroom.  The VEVOX Word Cloud tool not only encourages collaboration by visually merging individual contributions into a collective display but also fosters a sense of community and shared learning, as highlighted by Laurillard (2012). Additionally, word clouds cater to visual learners by simplifying complex concepts into digestible visual formats, aiding information processing and retention (it is Felder & Brent, 2005).  It is essential however, to recognise potential drawbacks. 

Selwyn (2011) supposes that integrating digital tools can present teachers with some problems, primarily technical issues. Connectivity disruptions, platform glitches, or software malfunctions can disrupt the learning process.  Educators and students must cultivate resilience and adaptability, recognising that technology is not infallible (Beetham, 2019). Preparedness for such challenges ensures continuity in the learning journey.

Enomoto (2018) argues that digital tools, such as word clouds, have the potential to inadvertently encourage surface-level engagement among students. Beetham & Sharpe (2013) add that while these tools foster active participation, they may hinder deeper critical thinking.  Educators must be aware of this and design pedagogical approaches that encourage both interaction and intellectual depth (Johnston, 2019).

Acknowledging the benefits of digital tools, educators find themselves confused as how to integrate technology without overshadowing traditional teaching methods (Race and Pickford, 2007).  By balancing technology with tradition, navigating technical obstacles, and contextualising visual representations, educators can harness the power of digital tools while fostering deep learning experiences (Johnston, 2019).

According to Chigona and Tunjera (2020), the use of a framework to help educators understand how digital technology may benefit or enhance learning within the classroom and is recommended when lesson planning.  There are numerous different types of frameworks that have been developed for this purpose such as RAT, TPACK, SAMR and TIM. For the purpose of this assignment, the author has decided to concentrate on one. SAMR has been chosen to assist the author when deciding and justifying what digital tool to use.  The reason for choosing SAMR is because the author has found it to be simple and straightforward to use as well as being flexible in its use and focused on transformation (Arantes, 2022). 

The SAMR model, developed by Dr. Ruben Puentedura (2012) provides a framework for integrating technology into education through four levels: Substitution, Augmentation, Modification, and Redefinition.  Arantes (2022) explains how the first two stages represent how the digital tool can enhance the lesson compared to using traditional teaching methods, whereas the last two stages represent the transformative effect the tool can have on the lesson. 

Looking at VEVOX Word Cloud within the substitution level of this framework, it can be argued that it is able to replace traditional brainstorming methods such as whiteboards or flip charts. The tool performs the same task but in a digital format (Puentedura, 2012).  The augmentation stage of the framework demonstrates how VEVOX Word Cloud enhances traditional methods by providing additional features like real-time visual feedback and the ability for students to contribute anonymously, thus increasing participation and inclusivity (Hamilton et al., 2016).  With regards to the modification stage, VEVOX Word Cloud allows for significant task redesign. For instance, as Puentedura (2012) outlines, educators can use it to facilitate more dynamic discussions, where the emerging word cloud shapes the direction of the conversation, making learning more adaptive and responsive.   At the level of redefinition, the tool enables the creation of entirely new learning experiences that were previously inconceivable. For example, educators can integrate word clouds into collaborative projects where students from different locations contribute to a shared word cloud, promoting global learning communities (Puentedura, 2012). By utilising this model, the author can justify the use of the VEVOX word cloud within her lesson.

Jean Piaget’s Constructivist Theory (1972) emphasises the importance of building on what students already know and can do, fostering active and experiential learning. VEVOX Word Cloud aligns with this theory in several ways. The tool can be used at the beginning of a lesson to assess students’ existing knowledge on a topic. By analysing the word cloud, educators can tailor subsequent instruction to address gaps and build on known concepts (Piaget, 1972).  It promotes active engagement as students actively contribute and reflect on their inputs. This aligns with Piaget's idea that knowledge is constructed through active involvement (Piaget, 1972).  Finally, educators can use the word cloud to provide scaffolding, gradually introducing more complex concepts based on the foundational knowledge displayed in the word cloud (Bruner, 1966).  The visual representation of collective input supports peer learning, as students see and learn from each other's contributions, fostering a collaborative learning environment (Vygotsky, 1978). 

Incorporating VEVOX Word Cloud into the teaching practice for post-16 adults offers a modern, interactive approach to learning that aligns well with both the SAMR model and Piaget's Constructivist Theory. Despite potential drawbacks, the benefits of enhanced engagement, inclusivity, and immediate feedback make it a valuable tool for contemporary education. Careful implementation and facilitation by educators will ensure that the tool is used effectively to enhance the learning experience. 
Application of The Chosen Learning Tool

Screenshot 1: 

[image: A close-up of a message

Description automatically generated]

This was the first slide following the aims and objectives within my Reflective Practice PowerPoint.  I opened the lesson by asking this question. This is the first introduction to reflection and reflective practice within my teaching module and I had no idea at this point whether any students within my class had prior knowledge or understanding of the topic.

Screenshot 2

[image: A close-up of a qr code

Description automatically generated]

This is a screenshot of the VEVOX app QR code. This will allow people to enter into the participant part of the app. This code is linked to my specific reflective practice topic question. If the students are unable to use the QR code then they can follow the instructions above and enter the session ID number into the web page if they are using a laptop.
Screenshot 3:


[image: A screenshot of a phone

Description automatically generated]

This is a screenshot of what participants will see once they have logged into the app. It prompts them to write as many words as they wish. Each word needs to be submitted first before another one can be sent.


Screenshot 4:

[image: ]

This is the view from my side of the VEVOX webpage. I am logged into my account and I have manually ‘started’ the poll which opens it up for participants to join. This shows that I made the poll question within the VEVOX app on 13/11/23. As you can see the session ID links to the one on the QR code within the PowerPoint.



Screenshot 5: 

[image: A screenshot of a computer

Description automatically generated]

This screenshot shows some of the answers that the participants have written within a list. At the right-hand side, it shows how many times the same word was entered, e.g ‘Thinking’ was entered by 5 participants. The top number shows that there were 16 responses in total.

Screenshot 6:

 [image: A group of people looking at a whiteboard

Description automatically generated]

This is the final screenshot showing the Word Cloud that was created by the students after they had entered their words to the VEVOX app.  As you can see the computer generates the picture.  The bigger word sizes represent how many times the word was entered. E.g ‘Thinking’ is visually larger than ‘Consideration’ for example.  This word cloud was presented on the large screen at the front of the class, and we then proceeded to discuss the contents of it.
Feedback Forms

Below are screenshots of my student feedback forms. The answers will inform my evaluation and reflective account.
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Evaluation and Reflection

Driscoll’s Model of Reflection (Driscoll, 1994) will provide a structured approach for evaluating the use of the digital learning tool, Vevox Word Cloud in my post-16 classroom. The model consists of three stages: “What?”, “So what?”, and “Now what?”. Educators use these stages to systematically reflect on their experiences, understand implications, and identify future actions (University of Edinburgh, 2020). By applying this model, I will be able to assess the digital tool’s effectiveness, student engagement with the tool, and the alignment with pedagogical goals. I will also establish an action plan for future practice.  

What?
On the 26th of January 2024 I completed a three-hour teaching session within the Nursing Studies and Health, HE Certificate programme in UWTSD. The module was ‘Personal and Academic Development’ (PAD), and the subject was ‘Reflective Practice’.  There are 15 students enrolled on the course, however, there were only 11 students present during this lecture.  I decided to utilise digital technology within this session after completing the literature review and justification of appropriate tool sections of this assignment.  I used Vevox Word cloud (2023) at the beginning of the lesson to assess students background knowledge on Reflective practice.  The results from this aided group discussion and affirmed that the content I had prepared was suitable for my learners’ level of prior knowledge.

I took time to demonstrate how the Vevox app worked by showing them the QR code within the PowerPoint and opening it up on my mobile phone.  I informed the class that they had 60 seconds to write their answer within the answer box that appears on their phone.  The question I wanted them to answer was ‘What does Reflection mean to you?’. I then clarified that once everyone had input an answer/s, a word cloud would be created and shown on the screen and we would then discuss the results within the class.  The class appeared to understand my instructions. Once the Word Cloud was created, we discussed each word that emerged within it and considered how they were related to reflection/reflective practice.  Feedback forms were completed at the end of the lesson.

So What?
The students appeared to be able to use the VEVOX app with relative ease. Within the feedback form, 72% gave a 7-9 out of 10, with 10 being very easy to use. The Welsh Governments Digital 2030 (2019) framework proposes that incorporating digital technology that is easy to use within the classroom, enhances learner engagement.  Another main point highlighted within the positive feedback regarding the use of the app within the classroom was the fact that participants remain anonymous.  This means that students can give their answers, points of view, opinions without fear of being judged (BallaIe, 2024). I explained when introducing them to the VEVOX word cloud app that it was going to be a quick way to assess their prior knowledge and that it didn’t matter if they didn’t know the right answer’s as they hadn’t yet been taught about the subject. Marshall (2020) reports, words such as ‘assess’ or ‘assessment’ can automatically trigger fear in students that they are going to be tested. I had to reiterate numerous times to my students that the purpose of the poll was to inform me as the educator about how much the students already knew about the subject. 

Although students felt it was easy to use in terms of logging into the app with their mobile devices, one of the things highlighted in the feedback that could be improved, was having more time to input their answers.  This is something that I hadn’t even thought about prior to setting up the poll. Race (2020) highlights the importance of being well prepared prior to the lesson, and this advice could be heeded with regards to setting up the digital technology and trialling it before the lesson.  I had set it to 60 seconds and in hindsight this is not enough time for students to think and process the question before giving answers.  However, this type of student engagement is meant to be a snapshot of information only. It is designed to be used as a quick way of generating answers via a digital platform (VEVOX, 2023). I explained to the class that it was like shouting out the answers within a class discussion and then the lecturer writing them on the board.  The only difference being less chaos and noise and the result is a much better visual picture in the form of a word cloud.  This allowed for us to discuss the results more clearly.

One student felt that the VEVOX platform did not accommodate for poor spelling.  This made me reflect and realise that the use of the interactive VEVOX word cloud may not be inclusive for all. There are clear barriers to its use for those who have poor spelling, dyslexia or where writing in English is difficult when English is a second language for the student.  As there is no spell check function, whatever is submitted into the poll by the participants will be included in the word cloud.  The professional standards of Wales emphasise the need for educators to ‘value and promote diversity, equality of opportunity and inclusivity’ (WAG, 2023). With this in mind it could be argued that the VEVOX app is not catered to be used by all.

Now What?
Having implemented the digital tool into my classroom and then reflected on the process I feel there are areas in which I could improve. I will, however, continue to learn and develop my digital technology skills and aim to continue implementing digital tools within my lessons.  Research clearly shows that there is a place for it in education, especially now, within the new digital era (Ballale, 2024). 

I will plan to give more time to my learners to answer the question within the Vevox app. This can be controlled within the main Vevox setting although recognising that it is intended to be a quick response poll (VEVOX, 2023).  

Preparing fully for the lesson and knowing how to use the technology confidently before bringing it into the classroom is imperative (Selwyn, 2017).

Embed technology into my practice where applicable but only if this enhances the learner experience. (Ventouris et al, 2021). 

Be aware of inclusivity and always promote equal opportunity within the classroom Welsh as outlined in the Professional Standards for further education in Wales (Welsh Government, 2023).  I will incorporate alternative element’s within Vevox such as a poll or multichoice questions that may be a more inclusive option.

All of my targets set out are aligned to best practice within the Professional Standards for Further Education in Wales (2023).
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Lesson Plan

	Topic: Reflection and Reflective Practice

	Class: Nursing Studies and Health
Personal and Academic Development (PAD)


	Date: 26/01/2024

	Length of lesson:  180 minutes
	Number of students: 10-15

	Resources required:
PowerPoint
Grab sheets (Gibb’s reflective cycle)
Vevox interactive poll

	Aim of Lesson:

To understand what reflection is
To gain an introduction to reflective theorists and cycles of reflections
To complete tasks to familiarise ourselves with ‘Gibbs’ Reflective Cycle’ 
To be able to discuss why reflective practice in a healthcare setting is important




	Learning Outcomes – The Learners Should Be Able To:

 Write a reflective account for portfolio assessment/reflective essay using Gibbs model of   Reflection



	Previous student knowledge required for the session:	

Nil required; however, some may have more knowledge than others prior to lesson.


	Anticipated difficulties (if applicable):

Time frame/management
Different levels of understanding prior to lesson.
Student participation.
English is 2nd language for some students








	Professional Standards (where are these being met within the session)
Demonstrate commitment to learners, their learning, safety and well-being- 
Promoting positive attitudes to learning                                                                                                       Supporting learners to identify their learner needs and aims                                                                        Ensuring learners are supported and taught in a safe learning environment, taking appropriate action where required using relevant policies and guidance                                                                                          Using a range of teaching and assessment methods, making best use of knowledge and skills to support learners. 
Demonstrate dignity, courtesy and respect towards others- 
Treating all learners and colleagues equally and fairly, ensuring all have an equal opportunity to be heard.                   Listening to and responding positively to others’ views.
Behaving professionally at all times.
Reviewing own professional and personal attitudes and beliefs. 
Value and promote diversity, equality of opportunity and inclusion-
Promoting diversity and opportunity
Creating an environment in which leaners feel safe to challenge discrimination
Encouraging learners to understand the benefits of diversity                                                                        Treating all learners equally and fairly
Challenging unacceptable behaviour. 
Maintain and update knowledge of my subject(s) and how best to teach and assess them-
Actively participating in professional development activities.                                                                       Keeping abreast of developments on own subject/vocational area ensuring learners benefit from the latest knowledge and skills.
Plan and deliver effective learning, teaching, and assessment-
Making use of digital teaching and learning platforms to support teaching, learning and assessment Creating and planning learning environments where learners are active participants as individuals and as members of collaborative groups 
Demonstrate a commitment to sustainability-
being mindful of the resources we use day-to-day.                                                                                        reducing high carbon resources in favour of low carbon alternatives 




Lesson Detail:

	
Stage 
	
Focus
	
Strategy 
	
Time 


	Introduction






Development 




















Plenary/conclusion




	Introduce myself.
Explain reasons for topic.
Ask about prior knowledge.

Aims and Objective/
Learning Outcomes


Reflective practice introduction (What, why, when)

Vevox word cloud &
Class discussion of results

Reflective models/cycles

BREAK

Theorists

Writing Tasks 1

Reflective practice in healthcare

Writing task 2


assess student knowledge

Review learning outcomes.
Questions
What is happening in next lesson
	Chalk and talk
Q+A
PowerPoint slides

Slides

Slides/chalk and talk


Slides

Slides/chalk + talk

interactive app/participation.





Slides and chalk and talk.

Group work and class discussion

Slides


Group work and class discussion



Q+A 
Slides
	




20 minutes






30 minutes




20mins

10 mins

30 mins

10 minutes



30 mins




20mins
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