ECAD6008		Student number 2005893
TARGETS
1. Introduce the reader to any key topics early in discussion
2. Ensure that your literature review explores peer reviewed literature around the work you are discussing

ECAD6008 Assignment: Part 1
	Professional Experience Template 1
	Peer Assessment


	Pedagogy Standard
	Assessment for Learning

	What did you do and why?
	The learners completed an activity 'Perfection in Pink' using the maths lessons I had delivered. They swapped books with a partner and looked through them to find a piece of work that they considered to be the best example of their peer's work. When they found one, they drew around the work using a pink coloured pencil and used their purple pens to write a WWW EBI statement next to the piece of work. 

	What have you learned?
	Why is this experience important?
It is important for pupils to be reflective about their own and the work of others. They learn to critically evaluate work and take this forward in their future work which should show improvements as a result of this activity.
How does it relate to overall learning, development and use of the standards?
It allows the pupils to be open and honest about the work of their peers without the fear of consequences of being critical. The activity also allows them to compliment the work of others and identify points they would like to see in their own work.
Did it meet the intended outcomes?
The aim of the activity was for leaners to critically evaluate and suggest improvements to the work of peers. Learners engaged in the activity and the results were meaningful and worthwhile as evidenced below. Learning improves as pupils identify good pieces of work.
Any lessons learned
· Learners can give meaningful praise and criticism when required
· Learners with higher ability use language appropriate to the task
· Learners with lower language skills can give positive feedback and criticism 
· This is a simple and effective AfL strategy 
What are the implications for colleagues and learners?
· Professional conversations with colleagues regarding the use of this strategy can inform their own practice
· Leaners work might improve as a result of the evaluation process as they strive to produce improved work for future assessments


	What next?
	As a result of this experience I intend to research effective assessment approaches and utilise them when possible in my lessons. I have learned that on-going, relevant feedback is a useful tool for teachers and learners so keeping up to date with relevant research in the field and employing these techniques with my learners will be beneficial to all.





	Professional Experience Template 2
	Mousetrap Lesson


	Pedagogy Standard
	Employing a broad repertoire of teaching 
approaches

	What did you do and why?
	To extend pupils' knowledge on causal language and to help them to see how a Rube Goldberg machine might work I decided to plan a lesson around the boardgame Mousetrap.
The intention for this lesson was to allow pupils to discover for themselves how one action leads to another and to describe the events in imaginative ways using their prior knowledge of causal language. It was part of a series of lessons based on Rube Goldberg machines and is an engaging and innovative way to teach the lesson objective. 

	What have you learned?
	Why is this experience important?
It is important for pupils to enjoy lessons and this was an engaging activity where pupils could be split into mixed ability groups but where all could access the lesson by playing the game. It is important for pupils to experience learning in a real life context so that they can apply their knowledge to different situations. Working within mixed ability groups allowed pupils with lower language skills to develop their vocabulary and it made the lesson more relaxed as the pupils were playing a game but the level of language being used incidentally would be naturally used. Pupils with ALN benefitted from language being modelled by their peers.
How does it relate to overall learning, development and use of the standards?
It will allow pupils to see their ideas in a different context and encourage them to improve their vocabulary and use causal language in future work. 
Did it meet the intended outcomes?
It met the intended outcomes as pupils used new language and confidently demonstrated the use of causal language when they explained via video how the game works as it progresses from start to finish. 
Any lessons learned

· importance of working in mixed ability groups for LLC so that language is effectively modelled for ALN pupils and pupils with lower oracy skills.
· Pupils were motivated and confident when modelling the language amongst their groups with their peers. The incidental causal language was evident from all pupils including those with lower oracy skills.
· Self esteem after this lesson was high particularly for pupils who and previously taken a quieter role within the class.
· All pupils transferred the new language to the next task with greater ease because they had a better understanding of how to use it in a real life context.
· Using games to for pupils in LLC can have a positive impact on learning and achievement.
· Being well planned in advance and having game resources set up the night before meant that the lesson felt well organised. However, I forgot to print my paper resources which meant a delay to the start of the lesson. 
· EBI I considered the size of my resources e.g. having one effective word mat per group instead of one word per A4 page (printing malfunction which I would have identified if I'd prepared the resources myself before the lesson).
· The second time I delivered the focus task having the resources ready to go as well as the game was far more effective.
What are the implications for colleagues and learners?
· Colleagues will be able to plan future lessons based on a similar concept with the knowledge that engagement levels were high during this lesson.
· Learners will build up a body of knowledge as will be able to apply it in different contexts by playing a game that was a fun way to spend time in school.
· Learners have greater confidence when language is modelled by peers.
How will you share what you've learned?
The other class of Year 4 pupils competed this lesson. Colleagues taught this lesson from my plan which was shared prior to the lesson. 


	What next?
	I will use this lesson again in future practice along with the desire to plan creative and engaging activities. 
Following the completion of this lesson, colleagues and myself will review the pupils' work and award prizes.  In future, as with this lesson, I will ensure that I have discussions with colleagues regarding the scale of the lesson and resources available so that the lesson runs is successful.







	Professional Experience Template 3
	Welsh Apps Review Lesson


	Pedagogy Standard
	Real life authentic contexts 

	What did you do and why?
	To introduce Welsh into my teaching and lessons, I planned a lesson around the use of Welsh apps on iPads or laptops. This encompassed the skills of using technology to access the resources, critically evaluating the apps and comparing them to eachother, translating skills when using the apps, discussions between peers about their preferences and what they want to gain from the use of the apps.

	What have you learned?
	Why is this experience important?
In an increasingly digital world where learners are exposed to technology on a daily basis in the school and home life, I thought it would be important to introduce them to the concept of comparing apps for learning and evaluate their effectiveness in helping them achieve the object they set out to achieve. Welsh Government wish to increase the use of the Welsh language so I chose apps specifically designed to help with this as a way of introducing the learners to new apps that they might use independently in future. The lesson allowed learners to use their creative and language skills to review the apps in a poster format as evidenced below.
How does it relate to overall learning, development and use of the standards?
The learners will be aware that they have choices and the experience of comparing different apps to find the most suitable one for their needs can be applied in different contexts. The lesson raised awareness of the Welsh language and allowed the pupils to practice their prior knowledge. Many pupils have used the apps independently since the lesson.
Did it meet the intended outcomes?
The intended outcome was for learners to engage with a pre-selected set of Welsh language apps and compare each one. They were to write a review of their favourite and least favourite and explain their decisions. As evidenced below, the learners completed the task and achieved the outcomes also delving deeper into the apps in their free time after the lesson.
Any lessons learned?
· resources need to be ready in advance. The apps required were not downloaded to the iPads in enough time prior to the lesson meaning learners could not begin the lesson on time.
· The introduction to the lesson was weak. There was no 'hook' for learners to engage with.
· I need to enquire about the technology required and the time it might take for resources to be available
· Not being prepared affected my ability to teach throughout the initial lesson. The unavailability of resources had a knock on effect on my confidence throughout. Proper planning and discussions with colleagues well in advance of the lesson would have prevented this.
· The learners engaged well with the resources when they could so next time I deliver a lesson such as this I will ensure I am prepared properly
What are the implications for colleagues and learners?
· Colleagues can learn from my planning mistakes in this lesson and be prepared when using technology that might require anything new downloaded.
· Learners have experience of comparing apps that perform similar tasks and can apply that knowledge in different contexts.
How will you share what you have learned?
My lesson plans have an evaluation section that will be completed for Colleagues to review. Professional conversations with colleagues will reveal the errors I made during this lesson.
I can share with my cohort at the University WWW and EBI with this lesson


	What next?
	Following this lesson, I will ensure that all future lessons requiring the use of technology, especially where new  programmes need to be downloaded, are planned more effectively with all resources ready well in advance of the lesson. This will ensure the learners use the allocated session time for their learning not waiting for the resources to be ready.






	Professional Experience Template 4
	Minecraft Lesson


	Pedagogy Standard
	Cross-curricular themes

	What did you do and why?
	Rube Goldberg machines have been used as a way of introducing pupils to causal language, adverbs and adjectives. They have been studying Rube Goldberg books and videos and over a series of lessons have designed their own Rube Goldberg machines. Minecraft is a popular game that a lot of pupils are very familiar with so I decided to use this as a tool to encourage learning by using the game to 'build' their own designs. The lesson allowed pupils to take control of their own learning and solve problems they encountered while doing so. For example, some ideas that the pupils had drawn couldn't be recreated within Minecraft so the pupils had to come up with on the spot changes to their designs.

	What have you learned?
	Why is this experience important?
This was part of a series of lessons on causal language that I had planned during PTE3. I felt it was important to allow pupils the opportunity to use something they enjoy as a learning tool and for them to see their imaginative ideas being brought to life. Pupils enjoying lessons is important as it will increase engagement, encourage relevant questions and help them to produce quality work showing good progress.
How does it relate to overall learning, development and use of the standards?
It will allow pupils to see their ideas in a different context and encourage them to improve upon work that they have done previously. 
Did it meet the intended outcomes?
Pupils produced great work and were excited to take part in the lesson. The intended outcome was for pupils to build their machines and improve on them by seeing how they might work if they were made in the real world and to give them ideas on how to describe each part of the machine when they need to write about them in a future lesson. 
Any lessons learned
· IT issues were encountered, next time a plan will be put in place to deal with this. Some pupils could not begin the lesson for over an hour which meant they were at a disadvantage due to lack of time to complete their project.
· The hall was a large space with two classes of year 4 pupils and a low number of staff. Next time I would include a provision for more staff
· The lesson was improved when each class used their own classroom and the IT issues were sorted out
· The use of children as experts was a success as only one member of staff had good experience of using the software. The expert pupils eased the pressure from the other member of staff
· The pupils worked well in mixed ability pairs or threes and the pupils with greater experience could scaffold the pupils who did not know how to use Minecraft as effectively.
What are the implications for colleagues and learners?
· Colleagues will be able to plan future lessons based on a similar concept with the knowledge that engagement levels were high during this lesson. Colleagues can learn from my initial problems with this lesson by applying my EBI improvements to the lesson.
· Colleagues should not attempt to deliver this lesson without provision for expert learners or colleagues included in the lesson.
· Learners will extend their knowledge of the topic by using a game they are familiar with and enjoy in and out of school.
· Learners confidence and well-being will be enhanced by becoming experts for the lesson and those that were not can still enjoy the increase in well-being by participating in an inclusive lesson.
How will you share what you've learned?
This plan was done in collaboration with other teachers and the lesson plans and resources are available for them to use when needed.


	What next?
	I will use this lesson again in future practice and take with it the desire to plan creative and engaging activities. 
Following the completion of this lesson, colleagues and myself will review the pupils' work and award prizes.  In future, as with this lesson, I will ensure that I have discussions with colleagues regarding the scale of the lesson and resources available so that the lesson runs successfully from the outset.




















ECAD6008 Assignment: Part 2

Introduction
The aim of this assignment is to chose an aspect of my practice from PTE and critically reflect on my progress in planning, preparing and teaching lessons that incorporate specific pedagogical principles.
My chosen aspect of practice
My chosen aspect of practice is cross-curricular themes. The reason I have chosen this as an area to develop was a successfully planned and delivered lesson in literacy using information communications technology (ICT) as the vehicle for learning. I believe that learners should develop critical thinking and transferable skills through imaginative pedagogical approaches. When areas of learning and experience (AOLEs) are not used in isolation, links can be made across subjects and the question of ‘why do we need this?’ should not arise.
My lesson - causal language using Minecraft Education
During PTE, I planned and delivered a series of lessons based on literacy and the use of causal connectives utilising various pedagogical approaches to encourage engagement. These included direct teaching, the use of board games and animated film. My planning progressed through each lesson from early in my placement where I was reluctant to step outside of my comfort zone to the lesson I discuss in this assignment which was an ambitious idea planned and delivered in collaboration with year 4 colleagues.
The lessons leading up to the one discussed were delivered to 2 year 4 classes by myself and a colleague. They were a series of literacy lessons designed to enable the learners to produce descriptive writing based on a ‘Rube Goldberg machine’ they had created and designed either individually or in pairs. They achieved this by utilising the prior knowledge they had retained from other literacy lessons prior to and during the first weeks of my placement.
I noticed during placement that many of the pupils in both classes were proficient in Minecraft and my class mentor was soon to attend training in the use of Minecraft Education for use in the school. Minecraft is an activity that pupils can select for ‘Golden Time’ and many would ask to use it during any free time. I decided to take this affinity for the software and use it to my advantage in an ambitiously planned lesson where both year 4 classes would combine to produce a ‘real-life’ version of their Rube Goldberg machine within a Minecraft world. The pupils were split into pairs based on their knowledge of the game because some pupils did not have access to the game at home. Using Vygotsky’s theories these pupils would be paired with a ‘more knowledgeable other’ and ‘scaffolded’ (MacBain, 2014) throughout the experience whilst still learning how to use the software to develop digital skills. By the end of the lesson, learner progression in both literacy and digital skills was evident in the pupils work. 
The world around is ever changing from a digital perspective and computers and software are used in all aspects of daily life. I believe it is important for learners to be comfortable and proficient with devices and software from a young age to give them the best opportunities beyond school. I also believe it is important for lessons to cross subject barriers as much as possible to teach transferable skills and allow learners to see the ‘bigger picture’. 
Prior to planning the lesson I consulted the Curriculum for Wales (Welsh Government, 2020) four purposes, areas of learning and experience (AOLEs) and cross-curricular guidance within the Digital Competence Framework (DCF) (Welsh Government, 2022) to create a comprehensive lesson plan. Using the curriculum guidance and DCF my planned cross-curricular activity gave learners the opportunity to; work with others to create an online collaborative project, independently create and plan work for a digital task, use software tools, give opinions and suggest improvements, explain reasons for layout, justify reasons for choices, make changes based on feedback, use language appropriate to writing and present work appropriately in a digital context. This is a lot of aspects for one lesson and it would not be practical to plan this way in my placement school every day. As a final lesson at the end of a theme it brought together the pupils’ prior knowledge and allowed them to demonstrate what they had learned in an exciting, creative way.
I did not want to include ICT in my lesson as a token gesture with other subject areas and planned a meaningful activity for skills to be developed across subjects. There are many other ways to promote cross-curricular learning, some of which I planned and delivered during PTE, but my focus is on this lesson in particular and the successful integration of ICT into my literacy lesson. For future practice I will look for themes across all areas, for example, another one of my lessons involved the learners making model aeroplanes based on their favourite plane. This was a lesson planned as part of their pupil voice initiated theme of air travel. They used QR codes to find information about the plane, modelled it with clay, painted it and labelled the various parts. This was an Art and design, Science and Technology and ICT cross-curricular lesson with the aim of the learners discovering how aeroplanes work. The lesson encouraged problem solving, gave them real world information and pupils enjoyed the learning.
Literature review
Cross-curricular learning within Successful Futures
Successful Futures (2015, p.7) describes the digital world in which we inhabit and the need for young people to be confident in the use of digital technology from an employment perspective as well as their personal lives. Chapter 4 of the report continues to highlight the need for skills relating to the creative use of digital technology and transferrable skills for the modern world.
Cross-curricular learning within Curriculum for Wales (CfW)
To reinforce cross-curricular responsibility is one of the twelve pedagogical principles incorporated into CfW which contains the mandatory cross-curricular skills of literacy, numeracy and digital competence (Welsh Government, 2022). The DCF describes the areas in which learners should progress through on their learning journey. This was a focus point of my lesson and through the use of Minecraft Education, the pupils were able to demonstrate they had, or had acquired the skills to meet the learning objective – to create their Rube Goldberg machine within the Minecraft world. 
The four purposes
Through cross-curricular learning, teachers can achieve the aims of the four purposes of the CfW (Welsh Government, 2022). The purposes I considered for this lesson were; ambitious, capable learners who set themselves high standards and are building skills and knowledge for different contexts and can explain ideas and concepts they are learning about; enterprising, creative contributors who apply knowledge to create ideas and lead and play different roles in teams and give their skills so that others will benefit and healthy, confident individuals who have the skills for everyday life.  
Welsh Government approach
The Hwb EdTech programme (Welsh Government, 2021) invested heavily in technology for schools to ensure pupils without access to devices could get online and around £100 million was invested. The need for ICT was exacerbated by the COVID19 pandemic which saw schools close and the main way of keeping in touch and delivering any sort of normality was through online teaching. I would note that without the appropriate skills and knowledge providing the tools for access would only help to a point. My placement school had an in- house ICT expert which meant issues could be resolved quickly. Not all schools will have this valuable resource. 
Welsh Government’s commitment to ICT is shown in the Digital Professional Learning Journey (Welsh Government, 2019) These proposals state that literacy, numeracy and digital competence should be the responsibility of all teachers. The argument for treating digital competence with the same degree of importance as other core subjects has become increasingly compelling as the digital world becomes intertwined with the ways in which we live, work and socialise. “Being digitally competent is not an option but a necessity for the twenty-first century learner” (successful Futures, 2015).
Minecraft Education 
Microsoft saw the potential in Minecraft as an Educational tool when they purchased the software from the original developer. They heavily market the game at educators and you can now become a Minecraft Certified Mentor giving you licence to train others in the educational merits of the game. Within the game you can select from many ‘lessons’ where ‘real world’ scenarios take place within the software promoting the cross-curricular elements of the game. (Microsoft, 2023).
Debate surrounding the use of IT in education 
Lynch (2019) states that deeper learning can be achieved through connecting two subjects together along with the need for collaboration and would be good preparation for future roles where people often work this way. Life is not split into subject areas, lesson should, appropriately, span the areas of the curriculum. Notable advantages of this approach are deeper learning across subjects, making links across lessons, activating prior knowledge and developing transferable skills. Lynch (2019) goes on to state some of the drawbacks are teachers lack of time to collaborate properly and lack of subject knowledge. These issues were common across much of my research into cross-curricular learning. To remedy this would mean a shift in philosophy on a whole-school level requiring the support of all colleagues. Additionally, care should be taken to avoid weak links between subjects and tokenistic cross-curricular lessons. A study referenced in this report showed Lower attainers saw the biggest gains in attainment. I saw similar results in my lesson with engagement and increasing skills and confidence among the lower attaining pupils.
The annual European Conference on Games Based Learning in 2021 gathered research reports focusing on the use of games in education. Minecraft featured heavily in the overall report with Bar-El and Ringland (2021, p816) finding the game produced “experiential, collaborative and immersive learning”, although noted were the good ability of the teachers planning the lessons. The report has its limitations in that it focused on lesson plans rather than delivered lessons in the classroom. From the same conference Allsop, Yildirim and Screpanti (2021) looked more broadly at games in education within 3 countries including the UK. It was found that digital games are used extensively across the curriculum with a lack of knowledge among teachers mentioned as a drawback from a lack of training. Positives included problem solving , creativity, collaboration and the application of thinking skills. One UK teacher cited a negative opinion that it could lead to ‘lazy’ teaching and we should be wary of how much we rely on technology. The learning objective being missed was a point raised that could be resolved by sharing of success criteria and interactive feedback between pupils and teachers as was the case in my lesson. Advantages noted were the pupils learning without realising as they are immersed in games and consequently engagement levels are generally high.
A lack of digital devices would be a barrier to delivering my lesson in other schools. According to a BBC report many pupils don’t have access to digital devices at home (BBC News, 2021). Lack of internet access and low confidence among parents and learners also needs to be addressed perhaps through a funded training programme. An opposing view to this is the Government’s EdTech survey 2020-21 which details the introduction or upgrading of technology in response to COVID19. The apathy of some groups of parents and pupils could be an opportunity for schools to set up workshops to experience the benefits of using ICT for their child’s education and a chance to reassure them that teachers will still be leading the learning. 
Learning with technology can, when combined with good pedagogy, improve learning although there are some without access to technology (Mohammed 2019). Although there is no real evidence on well-being or impact on the brain of screen use, there needs to be a balance between using and not using ICT for lessons. 
Teachers should provide an inclusive learning environment and so lessons will need to be planned with differentiation in mind to allow for those pupils with little access to ICT at home where others will have developed their skills. Welsh Government has tried to address this with large investment in technology for schools (Welsh Government, 2021) as previously described.
A 2012 research paper studying cross-curricular learning from the perspective of student teachers revealed similar perceptions of advantages and disadvantages. Namely the increase in breadth of learning and experiences, the appeal of exciting cross-curricular planning opportunities, the relation to pupil interest, confusion among pupils as they are not used to working in this way , increased planning issues and lack of teacher knowledge. A notable point that came from this research is the difficulties in transition from primary to secondary school where learners will be met with subject specific lessons and perhaps less cross-curricular opportunities (Parker, Heywood and Jolley, 2012).
How did my lesson support cross-curricular themes with development and learning theory?
[bookmark: _Hlk131629596]The social constructivist theory of Lev Vygotsky places importance on language and play. Macblain (2014) states that Vygotsky saw language and social interactions as important “tools for thinking”. My lesson encompassed this by allowing learners to ‘play’ with one of their favourite games and learn without realising it. Central to Vygotsky’s theory of child development is the Zone of Proximal Development (ZPD) and the role of the More Knowledgeable Other (MKO). My lesson relied on this theory with the ‘child as an expert’ where I took 4 or 5 learners from across the two year 4 classes to be ‘expert consultants’ who helped the less able pupils on the game. A disadvantage of this was that the ‘experts’ were interrupted frequently but their skill on the game meant they had the opportunity to finish their work. Without these pupils and their knowledge of the game the lesson would not have been as successful so in future I will have to ensure I have the skills required of the task or pupils and colleagues that do and can participate. There were many possible problems with the lesson and it could have easily gone wrong so in future practice I will make sure I compensate for this by planning alternative strategies as a backup.
My lesson took into consideration Bruner’s Spiral Curriculum where students revisit ideas previously taught on a more complex level each time thereby broadening their knowledge on the subject (Kappan, 2014 p.3). The pupils had been introduced to causal language through literacy lessons prior to my PTE on a basic level and with weekly lessons the degree of difficulty had increased. The pupils became adept at using connectives and synonyms to avoid repeated words in a descriptive text up to the point of my Minecraft lesson which attempted to bring all their knowledge together and expand it in a real-life context. Throughout the series of lessons on causal language, the learners had gone through each level of Blooms Taxonomy from early lessons and an introduction to the theme with basic concepts, through understanding the use of the words, to applying them appropriately and in my lesson, analysing and evaluating variations when creating their own, original work (Blooms Taxonomy.net, n.d.). Learning intentions were shared with the pupils from the outset to give them a clear path to success and the result I wanted them to achieve. This allowed me to evaluate the next steps in their learning and avoided any misunderstandings about the activity (Welsh Government, 2010).
Issues with my lesson
My lesson was not without problems. Many of the laptops and iPads suffered with connection issues, some could not connect to the ‘world’ we had set up and those learners had to create their own individual ‘world’. These ‘worlds’ suffered with not being saved on closing the app leading to work needing to be restarted and some frustration for the learners involved. My PTE school had it’s own ‘in house’ IT consultant – the availability of such help would need to be assessed if I were to deliver this lesson in other primary schools. My class mentor had extensive experience of Minecraft and was to take training courses to become a Certified Mentor (Microsoft, 2023). Without this resource I couldn’t have planned and delivered the lesson.
My lesson involved 60 pupils and 5 members of staff. The planning had to be done collaboratively and the logistics and resources carefully considered. This level of planning would be difficult to maintain on a daily basis and for future practice I will have to discuss with the school how they would approach a lesson of this scale. 
Conclusion
There were a number of obstacles to overcome for this lesson to be a success. It wont be everyday that I will be able to plan and deliver a lesson to 60 pupils all using ICT in some form. The ambitious nature of the lesson required collaboration and co-planning with colleagues. I had to ensure we had the resources, space, staff and enough knowledge of the software to succeed. This lesson won’t be transferable to all schools as a great deal will depend on individual schools and resources available. 
I will continue to plan and consider cross-curricular themes in many of my lessons as I believe a holistic approach to progression and development of transferrable skills is a must for children in today’s world of ever advancing digital technology. Pupils will always need the skills of language and mathematics, for example, so if I can combine subjects with cross-curricular lessons it will allow for a coherent curriculum not confined by subject boundaries. 
‘”The world beyond the classroom is cross-curricular” (Barnes, 2018). I will attempt to combine AOLEs as much as possible to give the learner a more rounded view of the world through multidisciplinary and interdisciplinary cross-curricular learning eventually leading to opportunistic cross-curricular lessons when I am an experienced teacher.
I would like to become more involved in the use of ICT in education and will train on Minecraft Education to eliminate some of the issues I had or could have had with my lesson. I view ICT skills as essential for all in the modern world and looking for strong links across subjects will help me to deliver meaningful lessons. Real-life contexts are an important feature of any of my planning and I always look for ways to relate the learning to the lives of pupils in my class. I was able to do this successfully on this occasion through the rapport I had built with my pupils by taking an interest in their everyday lives – something I will take forward into future practice.
Throughout my PTEs I have been reflective and will progress into a transformative practitioner in Wales. By developing my cross-curricular lessons across subjects I can enhance my experiences within the professional standards of blended learning, cross-curricular themes and real-life contexts leading to advances in offering expertise and supporting and leading colleagues.
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