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Introduction 
Digital innovation has become increasingly pivotal in transforming professional practices within the post-16 and further education sectors, with technological integration presenting both innovative opportunities and complex challenges. This assignment critically examines the role of digital innovation within professional practice, specifically focusing on its application in language learning contexts within further education settings. By exploring the intersection of technology and pedagogical approaches in post-16 education, the research will provide a comprehensive assessment of digital tools’ potential to enhance educational methodologies (Kryukov and Gorin, 2017).

Through a comprehensive literature review, the research will systematically explore the multifaceted ways digital tools can support and enhance language education, specifically emphasising Welsh language learning in post-16 education environments. The literature review will explore various digital platforms, applications, and technological interventions that have demonstrated potential in post-16 language learning contexts.  By synthesising current research, the study aims to identify and recommend the most effective digital tools suitable for implementation within further education classrooms. 

Professional standards and pedagogical frameworks specific to the post-16 education sector will be critically assessed to ensure that technology interventions align with established educational guidelines. Practical application forms a core component of this research, whereby the selected digital innovation will be strategically applied in a post-16 classroom setting to support and assess students’ knowledge of the Welsh language. 

A critical perspective will be maintained throughout, acknowledging both the transformative potential and inherent limitations of digital technologies in post-16 language education. Student feedback will be integral to this evaluation, providing qualitative insights into the efficacy and user experience of the implemented digital innovation. By adopting a nuanced and reflective approach, this assignment seeks to contribute to the ongoing debate surrounding digital innovation in professional educational practice within the post-16 education sector.  



The role of creativity and Digital Innovation 
A study by Eslit (2023) found that the post-pandemic era has brought significant changes in education, including in language learning and acquisition. Key emerging themes include an increased reliance on technology, the rise of self-directed learning and the importance of fostering social connection within the learning environment. These changes highlight the transformative impact of digital innovation on education and underscore the need for new pedagogical approaches. For language educators, this evolution presents both challenges and opportunities, requiring the integration of technology into instruction practices, the encouragement of learner autonomy, and the creation of collaborative, interactive learning experiences. This study suggests that digital innovation is largely beneficial but requires careful implementation and support. The effectiveness of digital tools depends on their integration into teaching practices, as well as on the readiness and skills of educators and learners. By addressing gaps in digital literacy and creating opportunities for collaboration, digital innovation can alleviate the pressures of language learning while offering a dynamic, supportive educational environment (Eslit, 2023).

A study by Metz and Metz (2021) highlights that asynchronous digital learning, especially when integrated with active learning strategies, can yield positive educational outcomes. Dental students showed more favourable perceptions of prerecorded lectures that incorporated active engagement activities compared to traditional lecture recordings. These perceptions included greater motivation, confidence, and ability to pay attention to the material, demonstrating the potential of asynchronous methods to create meaningful learning experiences. Although unit exam scores were similar between online and face-to-face traditional lectures, the use of active learning strategies led to significantly higher exam performance, particularly in face-to-face settings. This underscores the importance of incorporating active collaborative learning opportunities within asynchronous formats to optimise their effectiveness. While asynchronous digital learning cannot fully replicate some aspects of face-to-face interaction, the study suggests it is a valuable approach, especially when well-designed to promote engagement (Metz and Metz, 2021). It calls for further research to refine active learning strategies in online environments, reinforcing the need to tailor digital education to students’ needs for greater impact. 

Although research supports the benefits of asynchronous digital classrooms, limitations have also been identified. Zolfaghari Mashhadi and Reza Kargozari (2011) argue that asynchronous digital classrooms can feel cold and impersonal, lacking the interactive experience of a traditional classroom. It requires significant student initiative, as instructors may find monitoring and managing student engagement harder during virtual sessions. Distractions are easier to succumb to when students are not directly visible to the instructor. Additionally, the flexibility offered by asynchronous learning does not always guarantee better academic outcomes. Some students struggle with time management and self-regulation, hindering their success. Technical barriers, such as limited access to reliable internet or insufficient digital literacy, may further impede participation, particularly for learners unfamiliar with managing computer files or software effectively (Zolfaghari Mashhadi and Reza Kargozari, 2011).

These challenges suggest that while asynchronous digital learning provides opportunities for self-paced and flexible education, it demands a higher level of self-motivation and external support to address its inherent difficulties. 

Duolingo is a language-learning platform presented in a quiz-like format using gamification to engage users. It allows learners to study a second language independently, offering flexibility to practice anytime and anywhere. This makes it particularly effective for students with varied schedules, as it is a mobile-assisted approach that accommodates diverse learning environments (Duolingo, 2022). The platform’s gamified design, incorporating rewards and interactive challenges, is widely appreciated for increasing motivation and enjoyment in learning. Research by Loewen et al (2019) indicates that regular use of Duolingo can lead to measurable improvements in second language proficiency, with positive correlations between time spent on the app and language learning outcomes. Participants often report its flexibility as a significant advantage, enabling them to progress at their own pace. 

However, Duolingo is not without its challenges. Some users experience variability in motivation and occasional frustration with instructional materials, particularly when they feel misaligned with their learning needs. 

Despite these limitations, the tool remains a highly accessible and engaging resource that supports language acquisition, complementing traditional methods and fostering independence in learners (Loewen et al., 2019).

Quizizz is an online platform that uses gamification to engage students in learning through quizzes. It is often used in classrooms to reinforce concepts and engage student participation (Help Centre, 2024). A study by Degirmenci (2021) reviewed the impact of Quizizz in the context of English language teaching, highlighting its positive effects on student engagement and learning outcomes. According to the study Quizizz helps to make learning easier for students by providing an interactive and enjoyable experience. Both teachers and students expressed favourable perceptions of the tool, citing its ability to motivate students and support active learning. 

While Quizizz has been shown to have a positive effect on student engagement and learning Niek and Abdul Aziz (2022) found that there are notable limitations to its effectiveness, particularly in terms of fairness and learner experience. One major issue is the varying internet speeds among students, which can affect their ability to access and answer questions promptly. Students with slower internet connections may face delays, resulting in lower scores despite answering questions correctly. This can create an inequitable learning environment. Another concern is the timer feature, which can induce anxiety and cause students to rush through their answers. This pressure may lead to mistakes and lower performance, affecting the overall learning experience (Niek and Abdul Aziz, 2022).

Despite these drawbacks, the effectiveness of Quizizz as a learning tool depends largely on how it is integrated into the classroom. Teachers must be mindful of these limitations to ensure that Quizizz remains an effective and equitable tool for all learners.

Collaborative learning is a pedagogical approach that emphasises the importance of students working together in groups to achieve shared learning goals. Research by Laal and Ghodsi (2012) found that collaborative learning not only enhances cognitive skills but also fosters social interaction and emotional development. A significant advantage of collaborative learning is its ability to improve communication and conflict resolution skills, as students regularly engage in discussions, work through problems, and support each other’s learning (Webb, 1982). 

Moreover, collaborative learning has been shown to develop higher-level thinking skills. As students actively engage in discussions and receive immediate feedback from peers, they are encouraged to think critically, challenge each other’s ideas, and refine their understanding. This process not only helps students develop cognitive skills but also promotes responsibility for their own learning, fostering greater student autonomy (Webb, 1982). In addition to cognitive and academic benefits, collaborative learning has emotional and social advantages. Diversity in a collaborative setting encourages students to understand different viewpoints and manage conflicts constructively. Furthermore, the cooperative nature of collaborative learning can reduce anxiety and increase confidence, creating a supportive and inclusive environment that helps students feel more engaged and valued (Laal and Ghodsi, 2012). 

Through this combination of academic, social, and emotional support, collaborative learning provides a comprehensive approach to learning that can lead to more meaningful and lasting educational outcomes. 

A study by Barker, Garvin-Doxas and Jackson (2002) highlighted several limitations of collaborative learning. The researchers found that competitive culture, characterised by guarded behaviour and informal hierarchies, often led to negative social dynamics that hindered effective collaboration. This defensive climate, which emphasised competition and judgements over cooperation and empathy, created barriers to fostering teamwork. They argued that this culture needed to be addressed before meaningful learning could occur.

Further limitations of collaborative learning were identified in a 2004 survey conducted by Bower and Richards (2006) with undergraduate students. Although students strongly valued group work, with an average rating of 5.2 out of 6 for its importance, they also highlighted time constraints as a significant issue. Many students reported spending more than the prescribed 12 hours per week on coursework, with some dedicating more than 25 hours. The administrative and communicative overheads of group projects were seen as potential deterrents, especially in an environment where students already felt pressed for time. 

In addition, some students expressed concerns about the potential for group work to lead to conflict, as well as the challenge of balancing group collaboration with individual study. Although students recognised the value of collaborative learning in fostering problem-solving skills and reducing frustration, they also cited the advantages of working alone, such as fewer distractions and more control over the pace of work (Bower and Richards, 2006).

These limitations suggest that while collaborative learning offers numerous benefits, such as improving communication skills and fostering deeper learning, it requires careful design to address these challenges and ensure its effectiveness.

In conclusion, integrating digital innovation into the classroom presents a dynamic opportunity to enhance language learning by promoting collaboration and engagement. The findings from various studies highlight the benefits of using digital tools such as quizzes, gamified platforms like Quizizz, and self-directed learning recourses like Duolingo. These tools foster student engagement, enhance motivation, and provide flexibility, but also come with challenges such as issues with internet access, technical difficulties, and potential anxiety induced by timed activities. A collaborative approach will be implemented in the classroom to mitigate these drawbacks and optimise the learning experience. By encouraging students to work together synchronously, as highlighted by research on collaborative learning, the classroom will foster academic growth and promote social interaction, emotional support, and critical thinking. This approach aligns with the literature's emphasis on creating inclusive learning environments that encourage autonomy while addressing the inherent limitations of digital learning. Therefore, a collaborative quiz-based activity will be the primary method of integrating digital innovation, enhancing both individual and collective learning outcomes. 

Selection and Justification of appropriate teaching tool(s) / resources 
Incorporating digital innovation into teaching aligns closely with Vygotsky’s Zone of Proximal Development (ZPD), which emphasises the importance of providing appropriate support to help learners progress from what they can do independently to what they can achieve with guidance. The ZPD highlights the value of collaboration and scaffolding, which has influenced my decision to use a digital quiz and encourage students to work collaboratively in teams. Research has shown that learning is enhanced when students are supported through tasks that challenge them just beyond their current abilities, particularly when social interaction and teamwork are involved (Seiersten and Berg, 2017).

The collaborative nature of the quiz encourages students to work together, supporting one another’s learning and sharing knowledge to bridge their gaps. This approach is supported by studies that emphasise learning in communities of practice, where teachers and students engage in tasks collaboratively. For example, research has shown that collaborative learning helps students develop social support systems and promotes a deeper understanding of diversity among peers and teachers (Panitz, 1999). By working together, students can model and practice cooperative behaviours, establishing a positive learning atmosphere and creating strong learning communities. On a psychological level, collaborative learning increases students’ self-esteem and reduces anxiety, providing a supportive environment where cooperation is valued over competition (Panitz, 1999). It also fosters positive attitudes toward the learning process and teachers. Academically, collaborative learning encourages critical thinking, active participation, and improved classroom results. The use of collaborative assessment techniques also allows for a more comprehensive understanding of students’ progress and contributions (Johnson, 1989). This approach fits well with my goals, as it aligns with Vygotsky’s Zone of Proximal Development. By using collaborative learning, I can facilitate a more interactive and inclusive learning experience that encourages reflection and responsibility, helping students not only succeed individually but also support each other in their learning journey (Laal and Ghodsi, 2012).

I chose to use the TPACK model in my teaching because it offers a comprehensive framework for integrating technology, pedagogy, and content knowledge. It helped me design my lesson activity and assessment to enhance students’ confidence in taking part in the Welsh activity. The model supports the development of ‘digital pedagogues’, enabling students to use innovative tools such as their mobile phones, tablets or laptops to create an engaging and reflective learning experience. By encouraging collaborative knowledge creation and reflective practices, TPACK aligns with my goal of fostering an interactive and dynamic teaching strategy. Additionally, using TPACK as a framework allowed me to analyse learning outcomes effectively and better understand the conceptual space needed to implement digital pedagogies (Maor, 2016).
Below I have included my TPACK diagram:
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By using digital innovation in my classroom, I am aligning my practice with the Professional Standards for Further Education (FE) Teaching in Wales (Welsh Government, n.d), particularly in areas such as commitment to learners, collaborative relationships, and critical reflection. Integrating technology into teaching enhances learner engagement and supports diverse learning needs, which are key components of these standards.

The commitment to learners and their well-being standard emphasises creating a supportive, inclusive environment. By incorporating digital tools such as collaborative learning platforms like group quizzes, I can better support individual learning preferences and create opportunities for students to engage with the material in ways that meet their needs (Estyn, 2023). This also aligns with the value and promotion of diversity and inclusion, as digital tools allow for more personalised and accessible learning experiences, fostering a more inclusive classroom (Welsh Government, 2019).

Using digital tools also supports the standard of building positive and collaborative relationships. Digital technologies, like collaborative platforms, enable students to work together, share ideas, and support each other’s learning, enhancing teamwork and peer relationships, which is a crucial aspect of professional standards. This approach also encourages students to take shared responsibility of their learning and assessment, in line with the strategic processes and approaches standard, allowing them to take ownership of their progress (Digital 2030 Wales, 2023).

Furthermore, digital innovation enables critical reflection on my values, knowledge, and skills. By using data-driven insights from digital tools, I can assess the effectiveness of my teaching and identify areas for improvement, supporting ongoing professional development and reflective practice. 

In summary, by integrating digital innovation into my teaching, I am fulfilling the professional standards set for post-16 teachers in Wales, particularly by fostering an inclusive, collaborative, and reflective learning environment that prepares students for digital demands of the future. This approach aligns with the goals outlined in the Digital 2030 Wales Framework and the Professional Standards for Teaching and Learning in Wales (Wales Government, 2019). 

By using digital innovation in the classroom, I am following the Digital 2030 Wales Framework, which sets clear standards for integrating digital skills and tools in education. This framework encourages the development of a digital culture where both staff and students take ownership of their digital learning. Using digital tools like quizzes and collaborative activities, I am supporting learners in developing critical digital skills and enhancing their overall learning experience. These tools help students to actively engage in their learning and work together, fostering collaboration, which is a core component of the framework (Welsh Government, 2019).

Additionally, my use of digital tools aligns with the learner skills and learner progress objectives outlined in the framework, as they provide students with the opportunity to assess and improve their digital competencies. By incorporating digital quizzes, I am encouraging students to take responsibility for their learning while also supporting each other, which is in line with the collaborative learning approach emphasised by the framework (Gokhale, 1995). This approach also fits within the enhanced learning objective, where technology is used to create a more interactive, engaging, and effective learning environment (Welsh Government, 2019).

Incorporating these tools not only helps students build their digital capabilities but also helps me maintain a supportive, technology-driven learning environment, ensuring that my teaching practices comply with and contribute to the goals of the Digital 2030 Wales.

I have chosen to use Kahoot as my digital innovation tool because it is highly engaging, interactive, and well-suited to my setting of assessing Welsh language knowledge among my university peers. The platform’s gamified structure makes learning enjoyable while fostering collaboration through team-based participation. By organising students into teams with one Welsh speaker in each, I am creating a supportive environment where peers can learn from each other. This approach aligns with Vygotsky’s Zone of Proximal Development, as the Welsh-speaking team members support the learning of those with less knowledge, facilitating progress through collaboration. 

This tool works well for my setting because it encourages active learning and reduces the anxiety often associated with assessments. By sharing responsibility within teams, students can engage more comfortably, building confidence in their language skills. Additionally, Kahoot provides immediate feedback, which sparks discussion within teams about correct answers, further enhancing their knowledge. 

Using Kahoot also allows me to integrate digital innovation into my teaching, which supports the Digital 2030 Wales Framework. This ensures that my peers develop digital competencies while improving their knowledge of Welsh, aligning with professional and educational priorities. Overall, Kahoot is an effective tool for fostering collaboration, inclusion, and active learning, making it an excellent fit for my setting. 











Application of the chosen learning tool(s) 
Lesson plan:[image: A lesson plan with writing
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Photos presenting and using the tool :
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Description automatically generated]Due to using a TV screen, I had to use a HDMI to connect my iPad. Due to this I stood right at the front of the class and ensured the students were close enough for me to hear their discussions. I read all the questions out loud to give the students more time to think of the answer, I also did this as I used Welsh words in some of my questions and wanted to make sure no one would struggle to understand the questions as reading in English and welsh are very different. 

Setting up the tool:
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1. To create my Kahoot, I followed a systematic process to ensure it was engaging, inclusive, and tailored to assess Welsh knowledge effectively. I began by downloading and opening the Kahoot app on my iPad. Once inside I clicked “Create Kahoot” and selected a blank canvas to design the quiz from scratch. I titled the quiz “Dealltwriaeth Cymraeg” to reflect its focus on Welsh language knowledge. 
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2. For the quiz content, I opted for a combination of multi-choice questions and true-or-false statements. This variety was intentional, as it helps to keep participants engaged while catering to different levels of familiarity with the language. To create an inviting and visually appealing environment, I chose a winter theme for the background. I also incorporated simple and clear images throughout the quiz. These design choices were made with the knowledge that learning a language can feel daunting, and I wanted to maintain an atmosphere that was uplifting and low-pressure. 
3. The quiz comprised of 20 questions that tested various aspects of the Welsh language. Each question was designed to challenge the participants while being achievable with team collaboration. For example:
· What does the word olaf mean (multiple choice).
· The letters V, K, Q, and Z are not in the Welsh alphabet (true/false).
· What does the saying ‘hwyl fawr’ mean? (multiple choice).
· ‘Dydd Sul’ is what day of the week? (multiple choice).
· Starting with spring what is the correct order of the seasons (multiple choice).

By carefully balancing the complexity of the questions, I aimed to ensure that all participants, regardless of their Welsh knowledge could contribute meaningfully to their teams. 

At the end of the quiz, we reviewed the results, celebrated the top-performing team, and engaged in a reflective discussion about the most challenging questions. I asked my peers if anyone could recall at least one word they hadn’t known before the lesson. This feedback was incredibly encouraging and reinforced the quiz’s value as both an assessment and a learning tool. 

Overall, the design and delivery of this Kahoot allowed me to meet my objectives of assessing Welsh understanding while fostering collaboration and inclusivity among my peers. It also provided a fun and interactive way to build confidence in using the Welsh language. 

In the images below there is a small green circle with a white tick in it, these are the correct answers.
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Evaluation and Reflection

This section provides a critical evaluation of the use of the digital tool in my lesson, structured using Gibbs’ Reflective Cycle. By following this framework, I will reflect on my own experience systematically, examining what went well, what could be improved, and the lessons learned. This approach allows for a deeper analysis of the effectiveness of the digital tool while considering its impact on both student engagement and learning outcomes. Through this reflective and evaluative process, I aim to identify practical insights that can inform and enhance my future practices. 

Description 
The lesson aimed to assess students’ knowledge of the Welsh language through Kahoot, a quiz-based digital tool. There were 20 questions in the quiz that were either multiple-choice or true/false. Students worked in teams to answer questions, combining competitive and cooperative learning. The students were divided equally into two groups, ensuring that each team included one fluent Welsh speaker. This arrangement promoted collaboration and allowed students to benefit from peer support, as the fluent speakers could assist their teammates in understanding and answering the quiz questions. 

Feelings
I felt confident and enthusiastic during the lesson, especially as I observed students engaging with the content and collaborating effectively. Seeing their excitement and focus reinforced my decision on the value of incorporating a digital tool like Kahoot. Teaching in Welsh was particularly fulfilling, as it gave me a deeper sense of connection to the subject matter. However, I did have some underlying concerns about whether all students would find the activity beneficial or enjoyable, given the diversity of learning preferences.

Evaluation 
The activity had clear strengths. Kahoot worked seamlessly, and its gamified structure helped foster collaboration and critical thinking. Student feedback was overwhelmingly positive: they described the lesson as fun and informative, and some even reported retaining Welsh words from the quiz days later, suggesting that the tool supported learning retention effectively. The light and upbeat atmosphere contributed to high levels of engagement. 

However, I recognise that not all students may respond equally to gamified tools. While many students thrived in the competitive setting, some might prefer quieter or more reflective learning approaches. Additionally, the simplicity of a quiz-based tool like Kahoot may not be as effective for teaching more complex or nuanced topics. 

Analysis
This experience highlighted how digital tools can serve as powerful aids in fostering engagement and collaboration. Kahoot’s gamified design tapped into students’ competitive instincts, which significantly enhanced their motivation and participation. However, it also underscored the need for flexibility in my teaching approach. Digital tools are not a one-size-fits-all solution and should be carefully matched to the content and learners’ needs. Over-reliance on such tools could risk undermining deeper analytic discussions or alienating learners who prefer traditional methods.

Conclusion
I learned that integrating digital tools successfully requires thoughtful planning and adaptability. Student engagement can be enhanced by incorporating elements of competition and collaboration, but these must be balanced to accommodate different learning styles. This lesson also reinforced my confidence in teaching through the medium of Welsh and my ability to create an engaging learning environment.

Action plan
In future lessons, I will continue to use digital tools like Kahoot but will also explore complementary methods to ensure inclusivity for all learners. I will strive to balance gamified activities with opportunities for deeper reflection and discussion. Additionally, I plan to seek student feedback regularly to refine my approach and ensure that digital innovations enhance the learning experience rather than overshadow it. I will also consider how to adapt digital tools for more complex topics, potentially integrating follow-up tasks that encourage deeper analysis. 





Conclusion

This assignment has critically explored the integration of digital innovation in the  post-16 education sector, specifically using Kahoot as a tool to assess students’ knowledge of the Welsh language. By drawing on academic research and reflecting on my practical teaching experience, I have examined the effectiveness of digital tools in fostering student engagement, promoting collaboration, and enhancing retention.

The implementation of Kahoot demonstrated how gamification and collaborative learning can create a dynamic and inclusive classroom environment. The division of students into teams, each supported by a fluent Welsh speaker, encouraged peer-to-peer learning and critical thinking. Student feedback combined with my own reflections, highlighted the tool’s ability to meet learning objectives while maintaining a positive and enjoyable atmosphere. However, critical evaluation has also underscored the need to recognise the diverse responses of learners to digital tools, emphasising the importance of adaptability and balance in teaching practices. 

Through this process, I have gained valuable insights into the practical and theoretical aspects of integrating technology in education. I have learned that while digital tools can significantly enhance learning experiences, their effectiveness depends on thoughtful implementation and alignment with lesson objectives. Moreover, the competitive and collaborative nature of the activity proved particularly effective in engaging students, a strategy I plan to employ in future lessons.

Overall, this experience has reinforced the potential of digital innovation in education while also highlighting the importance of reflective practice. By critically evaluating both successes and limitations, I am better equipped to integrate digital tools effectively, tailoring my approach to the needs of diverse learners and ensuring that technology serves as a meaningful complement to traditional pedagogical methods.
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Lesson Detail:

Stage

Focus

Strategy

Time

Introduction

Development

Plenary/conclusi
on

‘Welcome learners and introduce the
learning objectives of the session. Explain
the Kahoot activity and the importance of
collaboration, with a focus on teams
including once Welsh speaker. Highlight
the benefits of learning Welsh as part of
supporting a bilingual nation and Welsh
culture.

Activity — launch the Kahoot quiz. Teams
collaborate to answer the 20 quiz
questions, which include multiple-choice
and true/false formats. Monitor team
dynamics, ensure all learners contribute
and that Welsh speakers actively support
their peers.

Display the final team scores. Celebrate
the winning team. Class discussion about
the most challenging questions. Reflect /
recall Welsh words from quiz. Recap the
importance of learning Welsh language

Lecture

Digital Quiz
Kahoot
Teamwork

Group Discussion
Lecture

10 minutes

10 minutes

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

Formative:
- During the activity: Real-time monitoring of team discussions and participation to informally assess
collaboration skills
- Quiz gives real-time assessment results
Summative
- End of activity : Review Kahoot results to assess knowledge of Welsh language
- Post activity reflection : Learners will be asked to identify a new Welsh word, demonstrating their
ability to analyze and reflect on their learning

Informal reflection (to be completed after the session)

This lesson was fun. Luckily all students were present, and I was able to have 2 teams with one Welsh
speaker in each team. I enjoyed speaking about the Welsh language with the students and found it
interesting to hear students’ experiences with trying to learn Welsh. Everyone engaged with the quiz and
the students became very competitive with each other which made the experience more enjoyable. The
students realised they knew more Welsh than what they thought. It was nice to see that the students were
able to recall Welsh words from the quiz and were able to give the definition of the words learnt too.

Overall, this was a nice experience and has made me realise that when I graduate I would like to work
somewhere where I have the opportunity to teach in Welsh. I found teaching bilingually much easier than
teaching in just English and I felt I was able to showcase my skills more effectively.
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Lesson Plan
Topic: Welsh Language Class: Level 6
Date: 20/11/ Length of lesson: 30 minutes Number of students: 6

Resources required:

- Students will need their own digital devices to be able to access the Kahoot
- Screen to display the Kahoot

- Pre-prepared Kahoot quiz titled Dialltwriaeth Cymraeg|
- Team lists with one Welsh speaker per group

Aim of Lesson
- Toenhance learners’ knowledge and appreciation of basic Welsh vocabulary and phrases through
a collaborative, interactive quiz actively using Kahoot, while fostering teamwork, confidence, and
inclusivity in a supportive learning environment

Learning Outcomes — The Learners Should Be Able To:
- Demonstrate knowledge of basic Welsh vocabulary and phrases
- Collaborate effectively in teams to answer questions
- Reflect on their own learning by identifying new Welsh words that have acquired

Previous student knowledge required for the session:
- No prior knowledge is required as students are working in 2 separate teams and there will be 1
fluent Welsh speaker in each team.

Anticipated difficulties (if applicable):

- Technical difficulties may arise, if this happens, I will ask the questions myself and get the students
to write down their answers and then at the end we can go over which answers are correct and
see which team scored the highest.

- The 2 fluent Welsh speakers may not be in on that day, if that does happen then I will reorder the
groups or work as pairs instead and offer support myself if any group / pair are really struggling.

Professional Standards (where are these being met within the session)
- Demonstrate commitment to learners, their learning, safety, and well-being
- Value and promote diversity, equality of opportunity, and inclusion
- Understand the importance of the Welsh culture and language as a bilingual nation
- Demonstrate dignity, courtesy and respect towards others
- Plan and deliver effective learning, teaching and assessment
- Build positive and collaborative relationships





