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Editor’s 
note

What does it mean to be digitally literate?

There seems to be a common belief and general consensus of sorts that young people, 

these ‘digital natives’, have a higher level of digital ability than the people teaching them. 

This stereotype of older people not being able to keep up with the times has been around for 

generations and has very little to do with the current state of affairs, as compelling a notion as it 

is. 

This viewpoint is problematic in education as it perpetuates a pernicious myth that the failures 

of the education system to suitably prepare students for their adult lives is the fault of the 

luddite teachers who can’t cope with changing times. Certainly, training and exchange of ideas 

about teaching techniques and schools must be ongoing, but the assumption that young 

people are somehow automatically digitally literate is problematic. It perpetuates the myth that 

it is a lack of gadgets, apps or games that are creating the barriers to access, rather than a 

pedagogical or institutional failing. 

Young people are great at using and manipulating technology for things that motivate them, 

which in the teen years, is often related to social connectivity and rewards. This means that 

they are masters at growing their social media following and mastering complex video games. 

They are also wired to learn quickly, which is why it’s such a crucial time for them to be 

educated to perform complex and challenging tasks and to develop the thought processes and 

problem solving abilities that will keep them in good stead once the pruning, myelination and 
remodelling stage of their brain development is over. At this stage of their lives, there is so much 

potential for education to either hinder their prospects or enable them to flourish and develop. 

The DfE’s recently announced tech strategy is certainly an improvement over not having one 

at all, but there is a critical feature lacking with it, and that is a focus on learning. There is a very 

prominent focus on reducing administrative tasks for teachers and developing partnerships 

with the tech industry, primarily for infrastructure and safeguarding needs. But learning is 

not addressed. Rather than revolutionising technology for learning by making advanced 

platforms available for personalised learning or creating interactive experiences that advance 

learning through knowledge sharing or community building, the strategy focuses on industry 

partnerships, anti-cheating software and increasing administrative capacity.
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 In the next issue of Digital Learning:
Teaching With Technology: Laura Hobbes shares how her team at Lancaster University are 
using the popular computer game Minecraft to engage students in science. 

Innovation: Leading tech investors, Cool Initiatives, highlight the work of one of their recent 
competition winners, Noble Doughnut, who are changing the face of form and assembly time. 

Assistive Technology: Students suffering from major illnesses generally have little recourse for 
keeping up with their studies or connecting with peers. Sarah Dove and Cath Kitchen show how 
telepresence robots are changing this situation. 

Tech Tools: Wonder Robot workshops are giving young people hands-on experience of coding 
and programming with their series of clever robots for students in KS1–3.

Additionally, we will have our regular highlights of Blogs of Note and New on the Scene, offering 
the latest in edtech products, and much more. 

The current problems relating to digital literacy being identified by employers are not that 

young people don’t know how to use a computer, but rather that they don’t know how to 

solve the problems the businesses are trying to address. The current generation is not used to 

building things or searching for answers to an unknowable question. They don’t understand 

the power of advanced coding and mathematics to create systems and allow people to build 

things. They are used to having answers given via google and social media. many people 

think the answer to a technology problem is ‘Did you restart it?’, instead of ‘how can we solve 

climate change?’ The more advanced the technology we use, it seems, the less care and 

attention are given to problem-solving and critical thinking. 

The UK is far behind the United States and China in its digital education strategy and from the 

looks of this current offering, they intend for it to stay that way. The strategy primarily focuses 

on infrastructure, but with only a £10 million backing (about £400 per school), we can expect 

it to have minimal impact. But it is not just the lack of financial investment. People have been 

asking why the UK doesn’t have its own version of Huawei, the Chinese telecoms giant, 

and they could equally ask why the UK doesn’t have its own version of microsoft, google or 

Apple for education. maybe this is because tech leaders like Bill gates see computers as tools 

of communication, creativity and collaboration, areas conspicuously missing from the DfE’s 

edtech strategy. 

Jory Debenham 

Editor
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Computing gCSES 
DiminiShing aS 
Programmes Cut

An annual study by the University of 

Roehampton has found that fewer 16-year-

olds in England are getting a computing 

qualification and that schools have cut back 

on the hours spent teaching the subject.

In 2018, 130,000 students got a GCSE in 

either computer science or ICT (information 

and communications technology), down from 

140,000 the previous year.

News
This year, the ICT exam is not an option.

The fall in exam passes follows the phasing 

out of the ICT GCSE from the national 

curriculum in England and its replacement 

by the more challenging computer science. 

However, with entries for computer science 

growing only slowly, it looks certain that far 

fewer pupils will emerge with any computing 

qualification.

The study says the provision of computing 

education is ‘in steep decline’, with the 

number of hours of computing taught in 

English secondary school classrooms falling 

by 31% between 2012 and 2017.

The report’s authors say that for the majority 

of school students who do not opt to take the 

computer science GCSE, they will be not be 

getting any computing education in schools 

beyond the age of 14.

According to Peter Kemp, senior lecturer 

in computing education at the University of 

Roehampton, ‘It looks likely that hundreds of 

thousands of students, particularly girls and 

poorer students, will be disenfranchised from 

a digital education over the next few years,’ 

Sixty-one per cent of schools offered the 

computer science GCSE as an option in 

2018, a modest rise on the previous year. But 

a number of schools where it had previously 

been an option dropped it last year, among 
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appS anD Email 
tEthEring tEaChErS 
to work at all 
hours 

nearly half of teachers say that work-related 

emails are significantly driving up their 

workload and invading their home life. 

  

The survey of over 1,500 teachers by 

the naSuWt-the teachers’ union found 

that only 5% of teachers did not receive 

work-related emails outside of school hours, 

with more than four in ten (41%) often and 

15% constantly receiving work-related emails 

during periods of sickness absence. over 

a quarter (26%) said they often and 9% 

said they constantly receive emails during 

other periods of absence such as maternity, 

paternity or bereavement leave. 

  

nearly two-thirds (63%) said they often 

receive work-related emails on workday 

them a number of girls-only comprehensives 

and grammar schools.

Another of the report’s authors, miles Berry, 

says the new GCSE has got a reputation for 

being harder than other subjects, and that has 

proved off-putting to less academic students.

‘Even among the academically strong, 

privileged intake, performance is typically 

below that of students’ other subjects, and 

thus students, their parents and their head 

teachers might understandably take the 

view that this is not an easy way to get top 

grades,’ he said.

The old ICT course got a bad reputation for 

giving children few skills apart from how to 

set up a spreadsheet or make a microsoft 

PowerPoint presentation.

Universities complained that students were 

applying to study computing having not even 

learned basic programming at school.

The spread of code clubs, the birth of the 

Raspberry Pi project and the new computer 

science exam were all sparked by anxiety 

about the level of computing education in 

schools.

The Department for Education said the 

government had acknowledged the 

importance of computing by making it a 

compulsory part of the national curriculum 

and stated that ‘we are investing £84m over 

the next four years to up-skill up to 8,000 

computer science teachers and drive up 

participation in computer science’.
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evenings, 55% in mornings before school, 58% 

during weekends and 45% during holidays. In 

addition, 85% of part-time teachers say they are 

expected to check and respond to emails on 

days when they are not contracted to work. 

  

14% reported receiving emails at midnight and 

8% at 1am. 12% said they receive emails at 5am 

and 40% at 6am. 

  

nearly six in ten (57%) said they are expected 

to respond to these emails in their own time, 

with over half (55%) saying they are made to 

feel guilty if they do not respond. over a quarter 

(26%) said their email or online activity was 

monitored by their school. 

  

Communication with parents is adding to the 

issue, with 14% saying they are expected to 

communicate electronically with parents in their 

own time every day, with a further 19% saying 

they are expected to do so several times a week. 

  

71% of teachers said their email address is made 

available to parents by their school, but 90% said 

this was done without their permission. 

  

The growing use of apps such as Class Dojo and 

social media by schools was also highlighted 

by many respondents to be adding to workload 

burden on teachers to communicate with 

parents. 

  

Education Secretary Damien Hinds recently 

called for a “shift away from an email culture 

in, and into school to free teachers up to spend 

more time in the classroom.”

Chris Keates, general Secretary of the 
naSuWt, said:

“Rather than helping teachers to work more 

efficiently, email abuse is instead electronically 

tethering them to their classrooms adding to 

their stress, anxiety and workload.

“For many teachers there is no escape from 

work. no respect or concern being shown 

for them even at some of the most difficult 

and distressing times in their lives such as 

bereavement or sickness.

“There is something fundamentally wrong 

about a management culture which has no 

boundaries of consideration or concern.

“Teachers are not just facing the intrusion of 

those who manage them into their private lives 

but there is now an unreasonable expectation 

that they are available at the convenience of 

parents.

“many schools are now providing app links 

for parents which raise the expectations that 

teachers are available anytime anywhere.

“Damien Hinds has recently taken to 

wringing his hands in public about his concern 

for teacher workload, including the email 

culture pervading schools but what is he 

actually doing about it?

“He exhorts schools to free teachers from 

emails to work more in the classroom. He 

clearly has no concept of either the scale or the 

nature of the problem. It’s home invasion by 

email which is the problem.

“It’s the tyranny teachers are facing in 

their inbox, which is all part of an anything 

goes management culture this government 

has allowed to flourish across schools, where 

teachers’ health and well-being  is not even 

given a second thought.” 
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govErnmEnt EDtECh 
StratEgy inCluDES 
teCh ComPany 
Collaboration

Leading tech companies to work with schools 

and colleges to cut teacher workload, support 

professional development and improve 

student outcomes

The use of technology in education will be 

transformed by a new Government strategy 

to reduce teacher workload, boost student 

outcomes and help level the playing field for 

those with special needs and disabilities.

Education Secretary Damian Hinds has 

released the government’s new digital 

education strategy, with reducing teachers’ 

workload and boosting training opportunities 

for teachers at the core. 

Hinds has set out plans – backed by £10 

million – to support innovation and raise 

the bar in schools, colleges and universities 

across England.

 n EdTech exports are worth an estimated 

£170 million to the UK economy, and the 

strategy will deliver on the government’s 

ambition for tech firms to work with the 

education sector and create innovative 

solutions to 10 key education challenges, 

including:

 n Reduce teachers’ marking workload – 

using technology to cut the time teachers 

spend preparing and marking homework.

 n Boost training opportunities for teachers 

– looking at how technology can make 

training more accessible and tailored to 

individual needs of teachers.

 n Identify how anti-cheating software can 

be improved – setting out more detail on 

how the Government can help to tackle 

the problem of essay mills, particularly in 

universities.

 n Promote the use of innovative tech to 

level the playing field for people with 

special educational needs and disabilities 

– identifying the technology that best suits 

individual needs.

Google, microsoft, nESTA and ofsted are all 

in support of the new strategy, noting that 

the collaboration between government and 

industry has benefits for all involved.
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Simplifying 
Assessment 
with 
Feedback 
and Grading 
Apps

 Marking, grading, offering 

feedback and assessment 

are commonly cited as the 

bane of teachers’ lives. Yet, 

they are necessary evils, so 

the key is to find intelligent 

ways to make it more 

efficient and effective. This 

issue’s Top Apps feature 

focuses on assessment—

apps that offer real-time 

communication between 

teacher and class, digital 

and automated grading 

and marking tools and fun 

and engaging formative 

approaches. There is still 

no perfect method, but 

these apps are making a 

big difference in addressing 

the workload burden and 

increasing engagement.
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Socrative 
httpS://Socrative.com/

Especially good for formative assessment, Socrative is an interactive student-

response system that facilitates conversations and easily assesses learning 

through user-created polls and quizzes. Students submit their responses on 

their device, and answers register immediately on the teacher’s computer. 

when everyone has responded, teachers can display the results using the 

‘how did we do?’ button. the app is available for Apple and Android devices 

or can be accessed through a browser online.

teachers can create quizzes, quick questions and exit slips that allow for 

multiple-choice, true/false and one-sentence-response questions that can 

be graded with feedback for each student. teachers can download all data 

through an Excel sheet or email it for further planning. 

In addition to the questions and reports, there is a gaming function that 

encourages friendly competition among students with a visual ‘Space Race’ 

feature that can be set up for individuals or teams to compare their progress 

with each other.
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There are four key features:

1. Quiz – this allows teachers to create multiple-choice, true/false or short-

answer question quizzes that they can save and use again. In class, the teacher 

launches the quiz and students complete it in real time on their devices.

2. Space Race – students complete a quiz, but this time they compete against 

each other to get a spaceship from one side of the screen to the other.

3. Quick Question – the teacher asks a multiple-choice, true/false or short-

answer question orally or writes it on the board. Students use Socrative to 

choose the correct answer.

4. Exit Ticket – students reflect at the end of a lesson. there are two inbuilt 

questions (How well did you understand today’s material? and What did you 

learn in today’s class?). the teacher sets the third question orally or on the 

board, which could be a question such as What three new words have you 

learned today? or What did you find difficult about today’s lesson?

the free version of the program allows for one classroom with 50 students. A paid 

subscription is $60 per year and allows multiple rooms with 150 participants. the 

pro version also allows for roster import via cSV or Excel, personalised headers for 

students, functionality to share quizzes with colleagues, silent student hand raise 

feature and sharable student links for login.
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claSSkick 
httpS://claSSkick.com/

with a tagline of ‘helping teachers Be Awesome – high quality feedback 

to ALL your students, everyday’, classkick is aiming to eliminate feedback 

barriers with their technology. Available via the Apple Store for iPads or online 

for chromebooks and computers, the app lets teachers create and share 

assignments, monitor students, and give feedback in real time. teachers can 

create rosters via class code, manual entry or Google classroom. 

teachers can search and modify others’ assignments or use the ‘Add 

Assignment’ option to create their own lesson from scratch or via PDF import. 

Each assignment consists of a series of individual slides, which appear on the 

dashboard. teachers can add images from the device’s camera roll, key in 

text, add files, draw, paste in a web link, or record audio on each slide.
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Students are able to access assignments once the teacher shares them, 

and the teacher can monitor the work in real time, seeing their students add 

images and text, draw, add links, or record audio or video responses. Students 

needing assistance can use the ‘Please help’ digital hand raising option or the 

‘Please check’ feature to get assistance. teachers can write or type directly 

on the slide or create customized feedback by awarding points, providing 

additional content or adding stickers to help guide students quickly without 

distracting others. In addition, through the ‘Allow Peer helpers’ feature, 

students can also offer each other anonymous feedback.

the site also includes a blog that offers a wide range of ideas and tips for how 

to use classkick creatively in the classroom, an extensive assignment library 

with subject-specific resources and several videos, guides and resources to 

make implementation simple. 
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Quick key 
get.Quickkeyapp.com 

the dreaded marking of tests, quizzes and assignments 

is much easier with the free app Quick Key. this mobile 

grading app easily grades paper quizzes and assessments 

with just one device, anywhere, even without any network 

connection at all. 

There are 3 main ways to use Quick Key: 
1. 1–1 Device Quiz – send online quizzes to your 

students’ device of choice. Get an instant score and 

itemisation report on your device that you can use to 

provide additional real-time feedback. 

2. Mobile Grading – create paper quizzes using Quick 

Key’s free scantron-style bubble sheets. Using the 

camera on your mobile device, you can grade 100 

paper tests in less than 5 minutes.

3. Google Forms Grader – turn Google Forms into Quick 

Key Quizzes that easily sync with your classroom 

roster. this offers full capacity to use all your favourite 

Google classroom Form tools. 

It is a free, secure and easy platform and has been around 

now for several years, so the bugs have been worked out 

and compatibility has been improved over time. Quick Key 

integrates with Google classroom, Edmodo and PowerSchool 

and has dedicated apps for Apple and Android devices. 

teachers find it to be a big time-saver that improves 

engagement and resolves many of the issues involved with 

timely provision of feedback. the free version allows for up to 

100 quizzes per month with free 30-question bubble sheets. the Pro teacher 

version is $2.50 per month, which allows for unlimited grading and additional 

marking sheets that allow for 10, 30, 60 and 100 questions, as well as gridded 

sheets for added functionality. there is also an organisational option for $2.50 

per student per year which includes additional reporting, sharing, digital 

conversion and training options.

15ISSUE 1.3 n www.tEAchInGtImES.com

DIGITAL LEARNING
To p  A p p s

http://www.teachingtimes.com


Formative 
goFormative.com

this clever app is a great way for bridging the paper and digital worlds. with 

Formative, any pdf, word or Google doc can be transformed into a powerful 

online form. You can take any content you already have and create an 

interactive document. You can add places for your students to respond. You 

can also embed content from anywhere and try interactive question types like 

Show Your work (drawing), Drag and Drop, Audio Recording, Graphing, Essay, 

math typing, Resequence and many more. there are also thousands of fully 

editable ‘formatives’ that are browsable by grade level or subject or that are 

fully searchable by keywords. 

Upon sign-up, teachers can add classes via class code, URL, clever, 

or Google classroom or they can upload or create assignments on their own 

that let students type, record audio, enter numbers, draw (with a mouse or 

their finger, depending on the device), upload an image, answer multiple-

choice questions, and more. 

the types of tasks that can be set are numerous: students can fill out graphic 

organizers, work out math problems, annotate an image, or work through 

a science lab. You can create multifaceted lessons that include warm-ups 
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as well as showing work, 

watching supplemental 

videos, and submitting written 

reflections, all while giving 

students a chance to show 

their understanding through 

writing, drawing, audio or 

multiple choice. 

Students can access 

Formative on any internet 

connected device and is 

optimized for any 1:1, BYoD, 

flipped or blended classroom. 

As students respond to the 

questions or fill in the fields 

you’ve created, the teacher 

portal allows you to instantly 

see the responses and you 

can either give feedback or 

allow the app to automatically 

score the work based on your 

answer key. It records the 

students’ answers, including 

correct, partially correct or incorrect options, and scores or grades can be 

monitored over time to see ongoing progress. Formative has the ability to 

support truly reflective, student-centred formative assessment.

teachers can sign up for the free version of Formative, which allows for 

unlimited assignments, grading and live student responses. the paid package 

is $12/month, which offers much more functionality, including anti-cheating 

functions, group scoring, unlimited pdf/doc conversions, and much more. 

there are also options for teams and whole schools, which then offer more 

data analytics and collaboration tools for team teaching. Formative easily 

integrates with Google, classroom, classLink and clever, and it offers a wide 

range of demo and sample materials to make sure you get the most out of 

your subscription. 
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thrively 
httpS://www.thrively.com/
this is a different kind of assessment tool—one that assesses personality and interests and 

helps young people determine and pursue their passions. the website offers self-reflective 

questions that help students learn their unique strengths, interests and aspirations. then there 

are digital tools that allow them to go more deeply into personal reflection and to build a vision 

for their future. 

the strength assessment is approximately 30-minutes long and is a great way to start off 

the year to get to know students or to begin a PShE class that will involve developing self-

awareness or with a focus on careers exploration. there is another tool called mIDAS, a 

multiple Intelligences tool which is intended to identify students’ dominant learning styles. 

once they have taken the assessment, the site then suggests activities tailored to their 

interests and strengths. thrively offers tools for creating digital portfolios, creating and tracking 

goals, reflections and journaling using video, audio and text entries. the site boasts a plethora 

of digital tools and activities that students can use for self-directed learning that is in line with 

their passions. 

In addition to the assessments and self-awareness reflection tools, the site has many additional 

tools and features, including: 
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 èCareer and Interest Exploration 
 n Pathways – inspirational videos and relevant 

activities for exploring potential career paths

 n Activities – a directory of thousands of in-person, 

local after school programs, camps and events 

that are related to individual strengths and 

interests

 n Sparks – online resources that connect learning 

to specific interests, such as guitar lessons, 

budgeting activities, etc. 

 èPassion-Based Learning and Projects
 n Projects – a platform for creating student teams 

for design challenges, case studies and learning 

projects—facilitating collaboration, problem-

solving and real-world connections.

 n team Building – the tool generates student 

groups based on their strengths, interests and aspirations to make collaborative learning 

easier. 

 n curated Playlists – the thrive team have curated lists of the most popular and relevant 

courses, lessons, and other resources that connect with social-emotional learning, career 

readiness, StEm initiatives, and others. 

 èSkill Development
 n courses – thrively has partnered with a number of experts to offer online courses that allow 

students to dive deeper into the skills they need to develop. 

 n Lessons – the extensive library of online lessons covers social-emotional learning, the 

4 c’s (critical thinking, communication, collaboration and creativity), life skills, career 

readiness and more.

there are also features that facilitate parental engagement and allow certificates to be created 

and printed when various aspects are completed. the program offers third-party integration 

with Google classroom, microsoft, Schoolology and others. one other great function is that 

it offers a classroom management dashboard and a wide range of analytics that make it 

simple to personalise instruction and plan projects around the available information. there is 

a free starter account that includes the strength assessment, career and interest exploration, 

journals, digital portfolio and classroom management features. the pro version has additional 

features and can be unlocked for $99 per year for a classroom or $899 for a school.
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Building Fluency and 
Independence with 
Learning by Questions

 Managing differentiation and independent learning can be tricky, but 

some new sotware is changing all that. Year 6 teacher Ashley Booth shows 

how his classes are using Learning by Questions and loving it. 
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You wouldn’t watch your football 

team and wait to the end of the 

match to tell them that they’d 

been shooting into the wrong 

goal. or worse still, wait until the 

next match to let them know that 

the reason they keep losing so 

catastrophically is that they’ve 

been heading in the wrong 

direction for weeks. 

It’s the same in the classroom. why 

would you ever set a piece of work for 

your pupils and then wait till they’ve 

spent the whole lesson working on it to 

tell them they’ve been miscalculating 

the answer? You wouldn’t. and though 

it seems like you don’t have a choice, 

(teachers have been marking books 

since the bronze age!) you actually do. 

not only is delayed feedback through 

late-night-marking a huge waste of 

teachers’ time, but understandably, it 

has a pretty horrible effect on children’s 

confidence too. 

at our school, we prefer to ‘live mark’ in 

the lesson, going around the classroom 

and checking the books while the 

learning is going on. we have recently 

instituted a new digital tool in our 

school, Learning by Questions (LbQ), 

which does exactly the same thing 

automatically. It is a classroom app filled 

with curriculum-aligned Question Sets 
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and gives the children helpful feedback after every single question they answer so that they 

can correct their understanding as they go. 

this feedback is much more than a tick or cross, ‘right or wrong’. this feedback is written 

by teachers who have considered what possible misconceptions a child may have with a 

certain problem, and the feedback they receive is tailored to give them hints specific to their 

incorrect—or correct answer (there’s positive feedback in there too!). the children in my class 

are all working on the same objective, but they’re going at it at their own speed, working their 

way up from basic understanding to fluency, reasoning and problem solving. 

It sounds impossible, but the edtech in LbQ makes it possible to both ‘include everyone’ while 

at the same time, encourage ‘independent learning’. this is what true mastery at primary level 

means. we’re not adapting the challenge, we’re giving flexibility to the pace at which that 

challenge is tackled. 

of course, you don’t need technology to do this, but it sure does make life a lot easier, 

reducing those unnecessary tasks so that you can focus on planning inspiring lessons through 

the lyrics of a David Bowie song or the wikipedia page on Vampyres—although maybe that’s 

just me. the point is, that by allowing technology to handle the micro-moments and data 

collection, you can take a step back and see how everyone is performing, who needs your 
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guidance and what you’d like to plan next.

Great for Maths
LbQ has worked superbly for me in maths. It really is like a super-intelligent 

text book. the company has worked alongside the white Rose scheme, but 

all the content is curriculum-aligned so it doesn’t matter which scheme you 

work to—you will find a mastery question set based on the objective you want 

to practise with you class. It’s great for gauging what your class may already 

know, or what they’ve learned in your lesson, or what they can recall a little 

later down the line. the beauty of LbQ is that it doesn’t tell you how to teach. 

It simply gives you the information to make decisions about your pupils… and 

the time to do something about it.   

maths works great on LbQ. as does SPag. It makes sense, since they’re both 

closed procedures. But what about the rest of English—reading and writing? In 

the last few months, LbQ has also launched teacher-authored Question Sets in 

science and English which include guided Reading Question Sets across KS2 

and KS3. 
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enGaGinG the whole class in readinG
If you follow my blog, you’re probably already aware that I have been moving 

away from group-guided reading to whole-class reading. I believe that giving 

certain children lower expectations and wondering why we get lower results 

from them is an outdated and outmoded way of teaching reading. It simply 

widens the gap. If we want a whole class of great writers, the secret is to read 

as a whole class every day—model model model. It doesn’t have to be the 

whole of wuthering heights, it might be a newspaper column, or a graphic 

novel, or the lyrics from a rap. By choosing something for everyone, rather 

than picking several books for different levels of ability, everyone is engaged 

in the same text, everyone can join in the class discussion and everyone has 

the same opportunity to learn. Don’t differentiate by content, differentiate by 

support.  

LbQ really fits in with my approach, though it is possible to set different 

reading tasks for different groups if that’s the way you prefer to work. LbQ has 

a number of texts written with the curriculum in mind from Oliver Twist to Larry 

and Dribbles where the whole class (or a group of children) can work through 

the text and answer questions that guide them from pre-read, to recall and 

then on to inference. as with the maths, there’s no marking and every pupil 

answer gets immediate and tailored feedback.

my class chose Shakespeare—A Midsummer Night’s Dream. my Learning 

Support assistant (LSa) and I have an agreement with the class that anyone 

can put up their hand and ask for help on the condition that they have 

attempted the question at least twice and got the answer wrong. this is a very 

strong tool for building resilience. this means that pupils are used to getting 

on and taking some responsibility for their own learning. 

real-tiMe feedback for teachers 
LbQ also has a ‘teacher matrix’ which shows in real-time how every pupil 

is answering: green for correct answer, amber with a number representing 

attempts for further tries and red if the pupil got the question wrong and 

moved on. You could keep this private, but our classroom has a culture where 

it is fine to get things wrong, so I put it up on the whiteboard and the class can 

see for themselves how they are progressing.

the beauty of this real-time performance data is that I can also teach remotely. 
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For example, I was asked into a meeting recently and so I set the children 

off on a Question Set with my LSa. the meeting didn’t directly involve me, 

so I was able to see how the class was getting on remotely on my iPad. By 

tracking their progress, I could see from the row of reds that one boy was 

rushing and I messaged my LSa to tell her so that she could have a word with 

the pupil in question to slow down. Employing technology shouldn’t be about 

changing your teaching practise, it should be making it more efficient. with 

LbQ, no time is wasted—the children are always learning. 

supportinG Great teachinG
my class moved through the Shakespeare really well and enjoyed doing the 

reading on digital devices. three children went to work outside the classroom 

with my LSa where they could ask for more help, but they were still working on 

the same text and objective. the only drawback to LbQ is that it does require 

a whole class set of devices. our school is high pupil premium and we have 

invested in a set of tablets for the whole of Year 6, but it may be something 

that your school budget would struggle to stretch to. 

It’s not here to replace great teaching but to support it. the pedagogical 

technology offered by LbQ is the way forward.

Ashley Booth is 
a year 6 teacher 
in Toxeth, 
Liverpool. He 
runs the blog 
The Teaching 
Booth and can 
be found on 
Twitter at @
MrBoothY6. 
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H5P 
Creating Interactive 
Resources for the Primary 
Classroom 

 Creating Digital Materials can be time consuming and overwhelming, 

but it doesn’t need to be. Digital learning specialist Daniel Scott offers 

guidance on using H5P to easily create interactive activities while on a 

budget.
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It’s widely accepted that digital technologies improve aspects 

of our learning, lives and work. Learning technology focuses 

specifically on supporting and enhancing learning, teaching and 

assessment processes and tasks. Learning technologies such 

as Virtual Learning Environments (VLEs), devices (interactive 

whiteboards, tablets, mobiles, laptops/desktop PCs), applications 

and an array of online tools are plentiful. However, like other 

sectors, these are only as good as the understanding and skills of 

the teachers who use them. 

It’s all good putting new digital technology in the classroom, but if teachers 

don’t know how to use it effectively and are not supported, it will fall flat. 

Learning technology can often be frontloaded on its features and functions, 

when in fact it needs to have underpinning pedagogical purpose—a rationale. 

this and creating online activities, often referred to as eLearning, are one 

of the main challenges that primary teachers face. many teachers are 

encouraged to create online activities and assessments to enable and support 

blended learning. Consequently, this is often limited by time, resources, 

confidence and technical knowhow.

So, how can teachers adapt and transform their existing learning materials 

into memorable eLearning activities? Equally, how does a teacher navigate 

through the abundance of learning technologies and identify those that 

support their teaching? Being able to create digitally interactive content for 

different purposes is one of the aspects of being digitally capable—attitudes 

and skills of individuals needed in order to be successful in a digitally driven 

world. Like further education and higher education, the effective use of 

learning technology in primary education relies on good levels of digital 

capabilities. this is vital to the achievement and development of children as 

well as their progression into secondary, further and higher education and into 

the workplace. this article will introduce teachers to a simplistic approach to 

using learning technology, a free rapid eLearning creation tool and guidance to 

shape and diversify your learning content.
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Passive to interactive
Before using learning technologies, it’s useful to evaluate 

your current approaches of the tools you are using as this 

affects the overall learning experience. the Display, Engage, 

Participation model (Figure 1) helps you to be more interactive 

in your application of learning technology as well as identifying 

what must be taught and what ought to be independently 

learned, without being too passive.

 n Display content – learners are expected to view 

documents, online information, videos or other media.
 n Engage – learners are expected to take information and 

become familiar with it but may not yet fully understand 

it. Learners review information from the display but re- 

purpose the content without fully exploring the breadth and 

depth of it.

 n Participation – expects learners to learn independently 

and actively create content by applying their own 

understanding.

this all leads to independent learning, which allows learners 

to take ownership of their own learning by being active and 

improving retention of information.

ask yourself, are you using more of a display, engage or 

participation approach in your use of learning technology? or 

perhaps a balance of them all? If so, what percentage? this 

model is all about the why and how. why would the learning 

technology benefit your role and your learners’ learning? why 

should you use it and how do you use it? think about how you 

approach your use of VLEs, devices and online tools.

Rather than see new learning technology as a pressure, see it 

as an opportunity to evaluate your teaching practices and how 

you can transform and modernise them. what can the new 

devices/tools allow you to do that you couldn’t before? what 

do you need in order to be confident and to successfully use 

this? who can you contact for support or bounce ideas off?
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 èFigure 1. the Display, Engage, Participation model. Scott, 2018

access C4LPt (Centre for Learning & Performance Technologies) to explore a range of 

available tools to support your teaching.

creating raPid eLearning activities
as with many organisations, funding will be limited, cut or non-existent to invest in new 

learning technologies. H5P is a free dynamic rapid eLearning creation tool that allows you 

to create interactive online learning materials which are usable and compatible across most, 

if not all, operating systems and internet browsers. It’s not specialist kit like many eLearning 

authoring software—little technical knowledge is required, but there is a small learning curve 

to learn how to use the various content types—view them and their examples here. It can 

support and transform your innovative teaching styles/methods and generally your content 

presentation. In summary:

 n It’s free

 n turn static/downloadable documents into online interactive activities

 n Little technical knowhow required

 n Powerful interactions

29ISSUE 1.3 n www.tEaCHIngtImES.Com

DIGITAL LEARNING
Te c h  C P D

http://c4lpt.co.uk/directory-of-learning-performance-tools
https://h5p.org/
https://h5p.org/content-types-and-applications
http://www.teachingtimes.com


 n Reuse existing content (microsoft PowerPoint, word etc.)

 n ownership and contextualisation

 n Embed into VLEs, websites and blogs (no login in required)

You may have other ideas for using H5P, but hopefully one of the 

following reasons is why you want to use it. If yours are not listed, 

are there any specific reasons you may want to use H5P?

 n Create memorable, fun and playful online learning activities

 n Create blended/flipped/self-paced learning activities

 n Present interactive material

 n Check learning

 n Supporting learning with purposeful and engaging resources

 n Improve the interactivity in your VLE

 n Improve engagement and presentation of content

You may want to create individual games and quizzes, which is 
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appropriate for your learners. However, a good way to get started with H5P 

is via the Course Presentation content type. access Course Presentation on 

the H5P website to view the examples of what is possible. this content type 

can mirror your content structure and flow as you might have in a microsoft 

PowerPoint. However, you can create a variety of interactions like Interactive 

Video, Drag and Drop, Hotspots, Flashcards and a range of question types.

to get started shaping your content, select a resource to use, preferably 

a microsoft PowerPoint, word or PDF document that has potential to be 

developed into an online activity. Check it has got:

 n an appropriate amount of text (not text-heavy)

 n Enough text to write instructions and short activities

 n Some imagery (illustrations or models you can use)

 n Perhaps videos to embed and layer some questions over

 n web links to further resources

Some tips for organising your material:

 n outline titles, the flow of content to appear in each section, and trim out 

unnecessary material – microsoft PowerPoint is helpful for doing this

 n Divide learning content into relatable groups of knowledge

 n Describe any activities you wish to include so that learning can be 

assessed and checked

 n Be mindful of putting too much content in as this can lead to information 

overload. Equally, including too many interactions can lead to user fatigue

 n Don’t put too much text on screen as it makes it very text-based and may 

make the object longer. only keep essential text and present it in small bite-

sized chunks, or provide an option saying ‘read more’

 n Use relatable images to match your text

 n Use video and interactive elements to make content engaging and 

meaningful

there is a larger process to creating interactive eLearning activities where 

you will sketch out a storyboard of what will happen. However, as this is 

rapid you can use the following quick framework that includes key instruction 

and assessment principles to guide your content development. this rapid 

approach is not about creating polished eLearning activities, but rough and 
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ready ones based on a take-and-reshape approach. You don’t need to be an 

instructional designer expert, but having the understanding and skills will help.

 n aims and objectives (what learners will learn)

 n Introduction/ build-on from previous learning

 ❏ Bite-sized theory/interaction 

 ❏ Formative assessment activity

 n Summative assessment 

 n aims and objectives (what learners have learned)
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Do bear in mind that the design and development process 

could take longer than expected due to the amount of time 

you put into learning H5P, complexity/volume of content 

and the level of your digital capabilities, so do consider the 

following:

 n time to develop eLearning

 ❏ Content design/structure/layout of your content

 ❏ writing instructional content

 ❏ Sourcing quiz questions

 ❏ Sourcing and presenting meaningful/user friendly 

multimedia content

 ❏ Perfecting—don’t over produce it, it’s rapid

 n accessibility

 ❏ meeting specific needs – more in-depth guidance 

 ❏ Technical guidance from H5P 

 n GDPR/confidentiality of content 
 n Copyright and Creative Commons (you could make your 

eLearning activity an open Educational Resource)

this topic, along with resources to support you, as well as 

sourcing, designing and safely and purposefully using digital 

technology is in the book Learning Technology: A Handbook 
for FE Teachers and Assessors from Critical Publishing 
Ltd. Join the conversations on social media following and 

using #LTbookFE.

Daniel Scott is a digital learning specialist who won the 
ALT Learning Technologist of the Year award 2016.  He 
holds a Technology Enhanced Learning MSc and is a 
qualified teacher, assessor and lead internal verifier who 
can be reached via Twitter (@_Daniel_Scott or LinkedIn. 
Daniel also blogs about his experiences of learning 
technology and eLearning practices, ideas and challenges 
with learning.
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 AI is already having a big impact on 

education and many are predicting 

the various ways in which the robots 

will take over the world. Professor 

Rose Luckin looks at the current state 

of play and suggests a new model of 

intelligence for educators that focuses 

on the importance of being human.

Moving Intelligence 
Forward with AI
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Artificial Intelligence (AI) is not just the stuff of movie and science 

fiction, it is here now and many of us use it every day. For 

example, when we search on the internet, use a voice activated 

assistant like Apple’s Siri or Amazon’s Alexa, or when we use an 

e-passport gate at the airport. AI is here, it is not going away and 

it will impact on education. 

A basic definition of AI is one that describes it as ‘technology that is capable 

of actions and behaviours that require intelligence when done by humans’. the 

desire to create machines in our own image is not new—we have, for example, 

been keen on creating mechanical ‘human’ automata for centuries. however, 

the concept of AI was really born 63 years ago in September 1956 when 10 

scientists at Dartmouth college in new hampshire spent the summer working 

to create AI. 

Following on from this there were some early successes. For example, 

expert systems that were used for tasks such as diagnosis in medicine. 

these systems were built from a series of rules through which the symptoms 

a patient presented could be matched to potential diseases or causes, so 

enabling the doctor, aided by their AI, to make a decision about treatment. 

these systems were relatively successful, but they were limited, because they 

could not learn. All of the knowledge that these expert systems could use 

to make decisions had to be written at the time the computer program was 

created. If new information was discovered about a particular disease or its 

symptoms, then in order for it to be encompassed by the expert system, its 

rule-base had to be changed. In the 1980s and 90s useful systems were built, 

but certainly we were not anywhere near the dreams of the 1963 Dartmouth 

college conference. 

then, in March 2016 came a game-changing breakthrough. A breakthrough 

that was based on many years of research. A breakthrough that was made 

when google Deepmind produced the AI system called Alphago that beat Lee 

Sedol, the world ‘go’ champion. this was an amazing feat—a feat that could 

seem like magic. while many of the techniques behind these machine learning 

algorithms are very sophisticated, these systems are not magic and they do 

have their limitations. Smart as Alphago is, the real breakthrough was due to 
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a combination that one might describe as a perfect storm. this perfect storm 

arose due to the combination of our ability to capture huge amounts of data, 

with the development of very sophisticated AI machine-learning algorithms 

that can process this data, plus affordable computing power and memory. 

when combined, these three factors provide us with the ability to produce a 

system that could beat the world go champion. 

Each of the elements in that perfect storm: the data, the sophisticated AI 

algorithms and the computing power and memory are important—they are the 

power that enables us to build AI that can learn and improve. But just like any 

other technology that we might use in education, we need to use AI judiciously 

and we need to make sure that it is addressing the educational needs of our 

institutions, teachers and learners.
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AI As EdTEch
we can certainly use AI to tackle some of the big educational challenges and 

to support teaching and learning. 

For example, companies like alelo (www.alelo.com) build educational 

technologies that use AI to help students to learn across a range of subjects, 

including learning English. London-based cEntURY tech are another 

AI company that have developed a machine-learning platform that can 

personalise learning to the needs of individual students across curriculum 

areas to help them achieve their best. A further reality is that, in addition 

to being able to build intelligent platforms, such cEntURY, we can build 

intelligent tutors (such as those produced by carnegie Learning) that can 

provide individual instruction to students in a specific subject area. these 

systems are extremely successful; not as successful as a human teacher who 

is teaching another human on a one-to-one basis, but the AI can, when well-

designed, be as effective as a teacher teaching a whole class of students.

In addition to intelligent platforms and intelligent tutoring systems, there are 

many intelligent recommendation systems that can help teachers to identify 

the best resources for their students to use, and that help learners identify 

exactly what materials are most suitable for them at any particular moment in 

time (see for example, www.bibblio.com and www.teachpitch.com). 

It is not just when learning particular areas of the curriculum that AI can make 

a big difference. AI can also help us to build our cognitive fitness, so that we 

have good executive functioning capabilities, can pay attention when needed, 

remember what we learn, and focus on what needs to be done. this system, 

called Mycognition (www.mycognition.com), for example, enables each 

person who uses it to complete a personal assessment of their cognitive 

fitness and then train themselves using a game called Aquasnap. AI helps 

Aquasnap to individualise training according to the needs of the particular 

person who is playing. 

spEcIAlIsT KnowlEdgE REquIREd
however, there are more ways that AI impacts on education than through the 

way we can use it to support teaching and learning. A second way that AI 

impacts upon education can be seen in the way that we need to help people 

understand what AI is, so that they can use it safely and efficiently. we need 
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everyone to have a basic understanding of AI, so that they have the skills and the abilities to 

work and live in an AI-enhanced world. this is not coding, this is understanding why data is 

important to AI and what AI can and cannot achieve. we also need everyone to understand the 

basics of ethics, but we need a small percentage of the population to understand a great deal 

more about this so that they can take responsibility for the regulatory frameworks that will be 

necessary to try and ensure that ethical AI is what we build and use. And then there is the real 

technical understanding of AI that we need to build the next generation of AI system. Again, a 

small percentage of the population will need this kind of expert subject knowledge. 

AI And ThE FouRTh IndusTRIAl REvoluTIon
Finally, we come to the third category of ways in which AI impacts upon education, and that is 

the implications that AI is bringing to the workplace and our lives through what is sometimes 

called the Fourth Industrial Revolution. these implications that mean the automation of some 

jobs and the changes in some jobs, because AI can do some of what humans have been doing 

brings the need for changes to our education systems. 

Many people and organisations, including the world Education Forum, are telling us that 

we are now entering the Fourth Industrial Revolution—the time when many factors across 

the globe, including the way that AI is powering workplace automation, are changing the 

workplace and our lives forever. not everyone is as optimistic, and there are an increasing 

number of reports that consider the consequences for jobs of the increased automation taking 

place in the workplace. A report called ‘will robots really steal our jobs?’ published in 2018 by 

Pwc illustrates that transportation and storage appear to be the areas of the economy where 

most job losses will occur. Education will be the least prone to automation. we could interpret 

that as meaning that education will not change. however, I believe that education will change 

dramatically. It will change as we use more AI, and it will change as what and how we teach 

changes in order to ensure that our students can prosper in an AI-augmented world. Reports 

such as this also make it perfectly clear that the impact of AI, automation and the Fourth 

Industrial Revolution will not be felt by everyone equally. of course, those with higher education 

levels will be least vulnerable when it comes to automation and job loss. we therefore need to 

provide particular support for those with lower levels of education.

Personally, I do not think all these reports are that useful, interesting as they are. we humans 

are rather poor at prediction and the differences of opinion across the different reports indicate 

the complexity of predicting anything in such fast-changing circumstances. trying to work out 

what to do for the best in a changing world is a little bit like driving a car in dense fog along 

a road that you don’t know. In these circumstances, a map about the road ahead has limited 

use. what we really need is to know that we have a car that is well-equipped, we have brakes 
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that work, lights that work. we want to be warm and we want to know that as a driver, we 

understand how to operate the car, we understand the rules of the road, we have eyesight 

that’s good enough to help us to see in the limited visibility ahead and we can hear what is 

going on so that we can respond to impending danger that may indicate its presence by being 

noisy—a huge truck thundering towards us, for example. 

A nEw ModEl oF InTEllIgEncE
So, what’s the equivalent of this good car and good driver when it comes to what we need in 

order to find our way through the fog of uncertainty around the Fourth Industrial Revolution? 

this is a subject that I have studied and written about quite a lot and a subject that is covered 

in the book Machine Learning and Human Intelligence: The Future of Education in the 21st 

century. here I can only skim over the way that I unpack the intelligence that we need humans 

to develop if we are to find our way through this foggy landscape. this is the intelligence that 

can help us to cope with the uncertainty and it can help us to differentiate ourselves from AI 

systems. this is an interwoven model of intelligence that has seven interacting elements:

1. the first element of this interwoven intelligence is: interdisciplinary academic intelligence. 

this is the stuff that is part of many education systems at the moment. however, rather 

than considering it through individual subject areas as we do now, we need to consider 

it in an interdisciplinary manner. complex problems are rarely solved through single 
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disciplinary expertise, they require multiple experts to work together. the 

world is now full of complex problems and we need to educate people to 

be able to tackle these complex problems effectively. we therefore need to 

help our students see the relationships between different disciplines. we 

need them to be able to work with individuals who have different subject 

expertise and to synthesise across these disciplines to solve complex 

problems.

2. Secondly, we need to help our students understand what knowledge is, 

where it comes from, how we identify evidence that is sound enough to 

justify that we should believe that something is true. I refer to this as meta 

knowing, but of course we can use the terminology of epistemology and 

personal epistemology to describe this meta knowing.

3. the third element of our intelligence that we really need to develop in very 

sophisticated ways is social intelligence. It is very hard for any artificially 

intelligent systems to achieve social intelligence, and it is fundamental 

to our success. we increasingly need to collaborate in order to solve the 

kinds of complex problems that we will be faced with on a daily basis. 

4. Fourthly, we need to develop our meta cognitive intelligence. this is 

the intelligence that helps us to understand what we need to know to 

understand how we learn, how we can control our mental processes and 

how we can maintain our focus and spot when our attention is skidding 

away from what it is we are trying to learn. these metacognitive processes 

are fundamental to sophisticated intelligence and again, they are hard for 

AI to achieve.

5. the fifth element of intelligence we must consider is our meta emotional 

intelligence. this is what makes us human. we need to understand the 

subjective emotional experiences we sense and we need to understand 

the emotional perspectives of the others with whom we interact in the 

world. this emotional intelligence is also hard for AI. AI can simulate some 

of this, but it cannot actually feel and experience these emotions. 

6. we also need to recognise the importance of our physical presence in 

the world and the different environments with which we interact. we 

as humans, are very good at working out how to interact intelligently 

in multiple different environments. this meta contextual intelligence 
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is something at which we can excel, and something that 

AI has great trouble with. context here means more than 

simply physical location. It means location, but it also means 

the people with whom we interact, the resources that are 

available to us and the subject areas that we need to acquire 

and apply in order to achieve our goal.

7. If we can build these interwoven elements of our human 

intelligence, then we can really achieve what’s important 

for the future of learning and that is: accurate perceived 

self-efficacy. By this I mean that we can see how we can be 

effective at achieving a particular goal, at identifying what 

that goal consists of, identifying what aspects of that goal we 

believe we can achieve now, what aspects we need to learn 

about and train ourselves to achieve. In order to be self-

effective, we must understand, then apply all the elements of 

intelligence so that we can work across and between multiple 

disciplines with other people with effective control and 

understanding of our mental and emotional processes. 

Let me take a moment to stress something important here. this 

is about intelligence. It is not about 21st century skills or so-called 

soft skills. It is about something much more foundational than 

any skill or knowledge. It is about our human intelligence. I also 

want to emphasise that we can measure the development of our 

intelligence across all seven elements. they can all be measured, 

and importantly, they can all be measured in increasingly nuanced 

ways through the use of AI. this enhanced and continual 

formative assessment of our developing intelligence will shed 

light on aspects of intelligence and humanity that we have not 

been able to evidence before. we can use our AI to help us to be 

more intelligent, and this is very important.

the truth of the matter is that being human is extremely 

important. 

In summary, we can therefore say about AI in education that AI is 

smart, but humans are and can be way smarter.Ro

Rose Luckin 
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Learner Centred 
Design at the UCL 
Knowledge Lab 
in London and 
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As the work of Carol Dweck has proved, no matter how 
able, a child’s perception of themselves as learners will 
determine their academic careers. If it is poor it will:

•	 Undermine their resilience, so that they give up at 
the slightest obstacle

•	 Make them defensive learners, unwilling to 
challenge themselves

•	 Make them over-reliant on  teachers and on 
received opinion

•	 Write-off successes as ‘flukes’
•	 Under-perform in exams and tests
•	 Have low aspirations and under-achieve in life

 

Whilst there are other self-esteem tests, no other 
test measures a child’s perception of themselves, 
specifically as learners, so well. This is why MALS 
has gone around the world as the key test to use to 
measure a child’s image of themselves as learners and 
thinkers. Using it will enable you to: 

•	 Uncover, beneath external shows of confidence, 
which children have poor views of themselves 
as learners and therefore will be liable to under-
perform

•	 Pinpoint exactly where their problems are
•	 Measure progress in developing ‘open-mindsets’ in 

children

Teacher  Skills

The MALS is also a very subtle test of teacher 
performance – those teachers who succeed in lifting 
a child’s MALS score have the ability to motivate 
and teach the skills of independent learning... and 
vice versa! This too is often far from being easily 
visible.

Visit our online catalogue: 
www.teachingtimesbookshop.co.uk

Confidence is everything in learning!

Myself As a 
Learner Scale 
8-16+
Analysing self-perception

Price: £60.00



Dive 
Right In 
with VR Tech

 VR is no longer something from the future! EdTechTeacher Shawn 

McCusker shows how to get students building and creating virtual tours using 

tools you already have.
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There is a lot of buzz around using aR/VR technology in education, often as a 

technology that is soon to emerge as a powerful tool. The fact is, the tools are 

currently in place to get students started building with aR/VR technology now, 

and many of the best platforms just happen to be free. 

So if you are thinking of diving in but have been afraid to take the leap, here is a ‘get Started 

now’ guide to have students building and sharing their own experiences.

here are the tools that you will need to complete this experience:

1. The google Street View app on a mobile phone or device

2. Tour creator – Sign in with a google account on your laptop or computer 

Part 1: google Street View app: have students create a 360o image of the location or locations 

that are part of their experience. 

(a 360o image camera will also work really well if you already have one, although often the cost 

is rather expensive and sharing the device between students takes time. The Street View app is 

a free download.) 

1. once they open the app, students will tap on the camera Icon to begin creating their 360o 

image. 
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2. The app will prompt you to link an external camera, upload a 360o image or use the 

camera. Select the camera option.

3. a white circle and a series of yellow dots will appear in your view. Simply align the white 

circle and a yellow dot and the app will automatically capture that frame. circle the entire 

room repeating the process until they all the yellow dots disappear and the entire sphere 

image is complete. Tap the yellow check mark (tick) to finish and save the image. 
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4. once students have taken their picture, they should be sure not to publish the image 

publicly. an option exists to share the images privately. once selected you can choose 

where to save it so that it can be accessed on your computer. Using google Drive, airdrop 

or Dropbox are all effective options. The image can be saved to the cloud using your 

preferred provider. 

 

 è Screenshots via iPhone

Part 2: Tour creator have Students create an Immersive Experience

1. go to the Tour creator website, and log in using a desktop device. 
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2. once logged in, click new Tour.

3. once your tour is opened, give it a title, add a description, and upload a cover image. 

when having students create, it is a good idea to tell them to take a regular photo in 

addition to their 360o image for this purpose. You will also notice a google Expeditions 

message. This will be helpful later. when you have added a title, description, and cover 

photo, click cREaTE on the bottom left of your screen. (You can also add a category to 

your tour if you wish.)
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4. The ‘add Scene’ window will open. click UPLoaD. You can drag and drop the image into 

the field or click SELEcT a 360o oR 180o ImagE to select it from your device. Either way 

you will need to download your 360o image to your device if you used Drive, Dropbox or 

another web-based service to access the photo. when finished, click aDD ScEnE on the 

lower right. 

5. The newly created scene will appear. give the scene a title, add a location, and enter credit 

for the photo. This is especially important if you are using free images found online, and 

this is an invaluable opportunity to talk about a key digital citizenship skill. Don’t skip it and 

miss the chance—even if in this case, they are giving credit to themselves! 
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6. while the images make for a great tour experience, what really makes a tour powerful 

is the audio. Tour creator allows you to add two different audio tracks. The first is an 

ambient audio track. have students record the sounds that are natural to the place they 

are documenting. This ambient track should not be overlooked. It adds great depth to the 

experience.

7. The second audio track is for narration. have the students add a spoken track. They may 

be describing the place, or perhaps adding dialogue.  

most mobile devices have the ability to record audio, but it’s important to be aware that 

some do so using mp4 files. Tour creator requires mp3 files. If this becomes an issue, a 

quick and easy fix is to use 123apps.com. It has a free audio recording tool that is simple 

to use and works on mobile devices and laptops.
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8. now you are ready to add points of interest to your tour. Students can add 

points of interest to help guide people and focus their attention as they 

proceed through the tour.  

These points of interest can also include images and audio. when clicked, 

the images pop out and the audio plays. The pictures can be sized and 

positioned as you like. 

9. Repeat the process to add as many scenes as you’d like. when you are 

finished, click the blue PUBLISh button at the top of the page. It will give 

you the choice of publishing the tour as UnLISTED or PUBLIc. Unlisted is 

likely the best choice. Students can share access to their tour through a 
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link but they will not be searchable through the site. Then click PUBLISh to complete the 

process. 

10. Finally your tour is ready to share. You will be given a link to the tour that can be shared, or 

there is the option to view the tour that you just created. all of your tours can be accessed 

again at the login page. 

Remember that google Expeditions note that we discussed earlier? any tours that you create 

can be also accessed through google Expeditions, allowing you to guide a group. 

once you get comfortable you can explore the Tour templates that are available. These offer 

ready-made visuals that students can annotate and use to demonstrate their knowledge. 

Included are topics like The Respiratory System, Exothermic Reactions, the Solar System, and 

various famous places around the globe. 

That’s it. You have entered the world of virtual reality—not just as a guest—but as a creator and 

a host. now you can give students a new and powerful way to express learning.
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Gamifying the Grind for 
Reluctant Maths Students

 Game-based, self-directed learning 

is turning out to be a real inspiration 

for students who are behind in 

Maths. Christine Edge-Sayer shows 

how her school is using it to build 

a strong skills base for reluctant or 

challenged learners.
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Gamification or ‘game-based 

learning’ put simply, means 

using elements of play to help 

children learn. this can include 

point-scoring, competing against 

other pupils, rules and rewards 

for success. while hardly a new 

concept, the constant evolution 

of the online world means that 

game-based learning is taking on 

new and increasingly innovative 

approaches to help engage 

pupils in learning. 

In many cases, online, game-based 

resources are used to engage often 

reluctant learners with topics or subjects 

they may struggle to learn through 

more traditional teaching techniques. In 

this article, we look at how employing 

gamification with SEnD students helped 

to motivate children and increase their 

confidence in Maths, a subject which 

many had previously considered a 

subject they ‘just couldn’t do’... 

Shaping ExcEptional 
FuturES 
Bebington high School is a specialist 

sports college based in wirral in north 

west England. the school’s vision is 

to ‘shape exceptional futures’, which it 

achieves through the values represented 
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in sport: leadership, perseverance, fair play, teamwork and loyalty. the school encourages all 

within its community, including parents, to gain leadership and coaching awards, opening up 

further opportunities for students, and it prides itself on its position in the community. 

as the only non-faith and non-grammar school in the area, Bebington high has a high 

proportion of pupils qualifying for free school meals, in addition to several EaL and SEnD 

students.

Motivating For MathS ExcEllEncE
as assistant SEnco and head of Resourced-Base Provision at Bebington high, I was keen to 

find a solution that would help engage students with moderate learning difficulties to be more 

motivated in their maths learning. 

we already had an additional literacy programme in place to work alongside the English 

curriculum and we wanted to replicate its success with our maths programme.  

one of the main challenges we face with our students is a lack of confidence in their maths 

abilities. Many of them become trapped in the fixed mindset of not being able to ‘do maths’, 

often due to not having mastered the fundamental concepts earlier in their school careers. this 

leads to a subsequent lack of motivation and difficulty engaging them in trying to improve. 
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another challenge was in finding a solution which would allow us to set work 

at an emergent level, but with an interface which didn’t immediately alert 

students to the fact they were working at a lower level—and risk knocking their 

confidence further. we also wanted the solution to be learner-led so students 

could take charge of their own development.

MEEting thE challEngES
we began using Mathletics, an online game-based resource, in June 2018 to 

reinforce knowledge from maths lessons, ensuring that key concepts were 

deeply embedded and students had adequate opportunities to practise the 

methods they’d been taught during class. Using a game-based resource 

allows us to repeat activities and view results in real-time, which is hugely 

useful for engaging reluctant learners. 

Mathletics is a curriculum-mapped, adaptive learning solution for KS1–3. 

computer algorithms within the software orchestrate the interaction with 

the learner and deliver customised resources to meet the needs of each 

child. this enables them to progress at their own pace and take ownership 

of their learning. Pupils can also visually track their progress—a function 

that empowers users to feel confident and motivated to think critically, make 

choices, seek help when required and reflect on their own learning.

From a teaching point of view, having an online resource which is fully learner-

led allows us to start some students on the online resource while delivering 

further teaching or one-on-one guidance to students still struggling with 

basic concepts. the software is highly personalised, which helps us to deliver 

differentiated learning to all our students with the handy placement quiz 

ensuring they start at the correct level. 

as the resource is reward-based, we really find all our students from year 7–11 

enjoy using it. not only are they motivated when using the software, but they 

work hard to get their set work done so that they can choose to go on Live 

Mathletics, the 60-second mental maths game. 

StrEngthEning concEptS and conFidEncE
Since introducing the individualised, game-based learning, we have seen a 

huge improvement in students’ maths, particularly with the strengthening of 

mental methods. 
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It has also helped increase students’ motivation to learn. Even those who are 

more difficult to engage enjoy the It-based sessions where they’re able to 

learn through playing on an engaging interface. 

Personally, I have noticed an increased confidence in Maths lessons as I 

deliver these across the year groups in our department. as Mathletics is highly 

personalised, it enables me to set work appropriate to their ability, without 

alerting them to the fact they’re working at a level below the national standard. 

this allows them to improve their understanding of basic concepts and set off 

on the correct path to more advanced mathematics. 

From a teaching point-of-view, the resource allows me to set work and view 

students’ progress to see if they understand the concept fully when working 

independently. topics are clearly broken down, making it quick and easy to set 

work and saving valuable time on planning and marking.
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What’S nExt?
one of the areas we’re keen to develop is to increase parents’ engagement 

with their children’s learning. a further advantage is that it is online, so can 

be used at home as well as at school. we would therefore like to use it more 

consistently for homework, which would have the dual benefit of saving us 

time on marking!

a step that we’ve already made is to purchase additional licenses for our 

mainstream classes. we’ve already started talks with the Maths department 

about using the resource as an intervention tool. 

we are excited to continue using game-based learning to raise standards at 

Bebington high!

the benefits of game-based learning: 

1. Supports less-confident learners 
For many less confident learners, traditional classroom practices can often fail to engage 

children in advancing their learning. In subjects sometimes perceived as ‘scarier’, such as 

Maths, it’s not uncommon to encounter pupils who simply shut down when faced with a 

tricky question they aren’t immediately able to answer. often this doesn’t mean that a child 

isn’t capable of discovering the answer, merely that a fear of Maths is preventing them from 

attempting to solve the problem. 

Game-based learning offers a non-threatening and supportive environment where students 

can explore their skills, without feeling like they are failing—helping students to feel secure 

in their ability and motivated to improve.

2. Encourages mastery 
Getting students to use games-based learning can be a useful way of prompting them to 

revisit concepts until they improve and have really understood the methods. achieving 

mastery is the key to being able to answer any question thrown at students in an exam. 

Surveys have found that learners generally recall just 10 per cent of what they read and 

20 per cent of what they hear. If there are visuals accompanying an oral presentation, the 

number rises to 30 per cent, and if they observe someone carrying out an action while 

59ISSUE 1.3 n www.tEachInGtIMES.coM

DIGITAL LEARNING
Te a c h i n g  w i t h  Te c h n o l o g y

https://elearningindustry.com/30-facts-gamification-in-elearning
http://www.teachingtimes.com


explaining it, 50 per cent. But learners remember 90 per cent ‘if they do the job 

themselves’, even if only as a simulation. 

Learners’ favourite gamification techniques include the ability to progress to 

different levels, receiving scores and playing through an avatar—all often found 

in high-quality digital education resources. 

3. allows autonomy
the vast majority of game-based resources are learner-led, meaning that 

students must progress in order to complete a task. all teachers are familiar 

with the benefits of a learner-led approach rather than teacher-based 

practice. Students who may not consider themselves ‘good at school’ have 

the chance to see that progression is something everyone can achieve—not 

just the perceived high-flyers. Similarly, student-led learning provides greater 

opportunity for students to make mistakes and try again, seeing that one-time 

failure doesn’t brand them as a failure for life. 

Empowering students through independent learning will have a huge impact on 

their skills and ultimately give them more confidence when it comes to tackling 

exams. Unlike exams, games give constant feedback and keep the stakes low.

4. Reinforces classroom practise 
the majority of online resources are accessible from home as well as school 

and can be accessed on multiple different devices. this not only saves time 

for teachers in setting and marking homework, but also provides a more 

seamless integration between work completed at home and at school. If a child 

is struggling with a particular concept and there isn’t time to address this fully 

in class, homework can be set to encourage a student to practise this skill at 

home. a good online tool will allow a teacher to view progress and if a student 

is still struggling, this can be picked up on back in school. 

5. Builds on children’s existing hobbies
Let’s not forget that students are playing games when they are out of school. 57 

per cent of the UK’s population are ‘gamers’ in their spare time, with the largest 

single age/demographic being 15–24-year-old males making up 16 per cent of 
all players.
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So if students are voluntarily investing countless hours in 

developing gaming skills outside of school, it has to be 

sensible to show them how the experience they gain through 

extended practice and strategies such as ‘risk-taking’, 

reasoning and problem-solving can be harnessed and used 

successfully in the classroom too.

By playing an educational ‘game’, students spend more 

time actively learning and reinforcing their knowledge, 

which can provide for a proper flipped learning experience. 

By incentivising this effort we support that human desire 

to self-improve—and just as importantly allow students to 

demonstrate that improvement to themselves and others. 

Christine Edge-Sayer is 
Assistant SENCO and Head of 
Resourced Base Provision at 
Bebington High.
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Rethinking 
‘Sext Education’

 Helping teens navigate the world of sexting is important, but adults 

don’t always know the best way to do it. Research by Dr Jerome Turner 

and colleagues reveals what young people think on the subject and how 

they would actually like to be supported.
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the internet, and the 

social media platforms 

offered there, are clearly 

a key part of young 

people’s lives. 

whether that means online 

video games, making 

Youtube videos of the latest 

dance craze (from gangnam 

Style to the harlem Shake, 

the Floss and now the 

triangle dance!), or simply 

organising their social lives 

to meet up at the park, 

both their consumption 

and participation is evident. 

But to what extent do 

adults, in all their parental 

or otherwise authoritarian 

guises, understand these 

practices in terms of their 

value and meaning to those 

taking part? and what do 

young people think adults 

should do to help them if 

they experience problems 

as a result of being online? 

It was with this in mind that 

a team of researchers from 

warwick University and 

Birmingham city University 

sought to better understand 

young people’s positions and 

concerns with regards to one 

particular aspect of online 

behaviour—sexting.

ten questions to ask yourself 
about sexting and schools

1. are school assemblies the places to cover education 

regarding sexting?

2. can this better be covered in PShE or more intimate 

class settings that encourage discussion and 

engagement?

3. who is the ‘go to’ person for students to discuss 

concerns / problems with?

4. would students feel they can talk to teachers they see 

on an everyday basis?

5. what other peripheral or occasional points of contact 

might be more appropriate? e.g. youth group leaders

6. what do parents know / understand about the 

practices of sexting?

7. how might parents be better educated about this?

8. are all school / teaching staff aware of the legal 

implications of underage sexting?

9. as and when police become involved in sexting 

situations via the school, be prepared for what 

outcomes might arise, as they may vary from case to 

case.

10. have you thought about other approaches to the 

topic, such as inviting PcSos or community officers 

to come in a supportive capacity, helping parents, 

teachers and young people to understand the legal 

implications, rather than only intervening after a 

situation arises.
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Sexting can be broadly defined as the sending of self-generated and 

sexually explicit messages, images or videos using mobile phones or other 

electronic media. Research undertaken in this area has shown that young 

people may use digital media to carry out relationships or for purposes of 

self-representation and thus does not always necessarily support popular 

discourses that young people should flatly not be sexting at all.1 however, 

even when studies have suggested that we might view sexting as a practice 

demonstrating real agency for young people, much of this work has not 

directly involved speaking to or with them. It was with this in mind, and 

following increasingly popular trends to involve participants in the design, 

delivery and dissemination of research in a ‘co-creation’ model, recognising 

their expertise in their own lives, that we developed a pilot study with a west 

midlands high school.2

ReseaRch methods
From the beginning, we were quite clear that we didn’t want to ask students 

about their own sexting practices, but rather to discuss their attitudes and 

concerns regarding how sexting is dealt with and talked about, within and 

outside of school. So, instead of seeing the research as potentially unearthing 

problematic practices, the school and the students we worked with were 

very helpful in providing us a research space to carry out workshops and 

understanding this as a process which might help inform their own approach 

to ‘sext education’ and how to deal with sexting ‘crises’ as they arose within 

the school context. 

the work itself started with two sets of small group interviews and one larger 

focus group from 2015–16, each employing an interactive participatory 

technique, e.g. using a recent case study from the news as a discussion 

point.3 with recruitment help from a staff member with a pastoral role in the 

school, this involved 14 Year 9 and 10 students—seven male and seven 

female. the final stage of these discussions involved a focus group to discuss 

findings from the first interviews. this allowed the young people to reflect on 

the ideas presented, and to develop recommendations in group discussion 

and activities. 

our work with the students should be understood in terms of the relatively 

small sample of participants. however, our findings are in line with many 

other findings from similar studies, and our additional desire to talk directly 
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with young people across multiple interviews, and in detail about their concerns, was highly 

significant. as much as anything else, this was a recognition of their voice—people to be talked 

with on such matters, where young people more typically feel that authorities such as schools, 

social services, the police and parents talk about them.

Young people’s views on sexting and how it should be dealt 
with in school
the result of our work with the young people can be understood according to some key

themes (these are explored in more detail in our full publication from the project).4 First of 

all, the terminology used by various parties perhaps starts to demonstrate differences in 

perception: adults (or academics!) talk about ‘sexting’, whereas the young people we worked 

with would usually say ‘nudes’ or ‘pornos’. In our initial discussions, the young people 

appeared to appreciate why it would be inappropriate to send such images, due to the 

dangerous social implications of a photo getting shared more widely than intended i.e. among 

other school peers. as we spent more time with them though, and moved beyond a possible 

performance of normative narratives (i.e. them potentially telling us what they thought we 
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wanted to or should hear), they offered more nuanced takes. In 

some cases, they felt sharing nudes might be understandable or 

beneficial, for example in the carrying out of a relationship, being 

a less risky act than actually engaging in physical sexual activities. 

nonetheless, they accepted that discourses amongst their school 

peers were gendered, that girls sharing photos of themselves 

was considered less acceptable than boys sharing photos of 

themselves. 
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Secondly, the students reported that 

education or advice about sexting was rarely 

discussed in school, and they were not 

all aware of the legal implications i.e. that 

despite the age of consent for intercourse 

being 16, it is technically an offence to make 

or distribute indecent images of anyone 

under 18. the young people reported it being 

mentioned in one assembly, but that this 

format clearly didn’t invite discussion. Rather, 

they suggested covering it in class as part 

of Personal, Social, health and Economic 

Education curriculum, and returning to it every 

few months. they suggested that this should 

be conveyed ‘just like conversations’, but 

potentially separated by gender to overcome 

their discomfort and the gendered attitudes 

described above.

third, young people recognised that 

support structures were important when 

sexting problems or concerns came up in 

their everyday lives, but that they generally 

wouldn’t feel comfortable going to a parent 

or teacher. on one level, there were concerns 

of ‘being told off’, or having their mobile 

phone use monitored, but awkwardness 

and confidentiality were also clearly factors. 

given this, we discussed whether support 

could come from external agencies such 

as childline, or other adults more on the 

occasional periphery, such as the school 

nurse, a student mentor, or a youth worker. 

the idea of a remote support structure 

such as a phone line or text service was 

even mooted, to overcome anonymity and 

embarrassment concerns.
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we explored a case study with the students, of sexting 

practices being discovered within a school context, and 

the student being called to a teacher’s office with the police 

in attendance before the parents had arrived. this led to a 

variety of viewpoints. Some felt that parents shouldn’t be 

informed, while others felt they should. Similarly divisive were 

views regarding police involvement, with some feeling the 

police would have better things to do, while others recognised 

that enforcing a removal of images from someone’s phone 

might sometimes be necessary. In discussing the case study, 

they recognised the dangers of sending ‘nudes’; that a 

photo could be passed on or leaked once it had been sent to 

someone, but felt that in such situations the victim shouldn’t 

have been subject to punishment, but that the ‘re-sender’ of 

the nude should be held accountable and face consequences. 

there was also some discussion of the responsibility of social 

media platforms such as Snapchat, Instagram and Facebook 

to better police their spaces to remove leaked nudes.

this work was as significant in its approach as in its findings. 

It resulted in a set of recommendations that the young people 

took back into their school—most specifically to do with the 

approach to education regarding sexting. the young people 

also clearly appreciated the opportunity for their voices to 

be heard in this work, as they co-presented a paper detailing 

the findings of the work at a public research conference at 

Birmingham city University. If nothing else then, we should, as 

adults and professionals encountering these situations in our 

everyday practice, understand the need to be prepared and 

understand these situations from all perspectives, and openly 

encourage the involvement of young people in dialogue when 

problematic sexting situations arise.

Dr Jerome Turner is a Lecturer at Birmingham Centre for 
Media and Cultural Research, Birmingham City University. 
Researchers Dr Alex Wade, Dr Annalise Weckesser 
(Birmingham City University) and Dr Clara Jørgensen 
(University of Birmingham) were also involved in this project.
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The magazine seeks to explore creative 

and innovative approaches to teaching 

and learning with technology. We aim to 

offer ideas, research and good practice in 

responding to technological advancements 

and issue, be it new pedagogic approaches or 

resources that support teaching and learning 

in different ways. It seeks to help teachers 

navigate the world of technology in ways 

that support innovative teaching styles and 

content, and by disseminating experience of 

what works and what doesn’t.

The magazine:

 ■ offers materials and approaches for raising 

the quality of teaching with technology in 

all areas of the curriculum

 ■ provides ideas and resources on how to 

use the latest hardware, software and 

applications for schools 

 ■ offers detailed expertise on relevant topics, 

such and integrating ICT into teaching

 ■ encourages discussion and debate about 

the role technology plays in education

With these aims in mind, Digital Learning will 

publish:

 ■ reports on innovative teaching with 

technology in curriculum areas

 ■ summaries of research relating to edtech

 ■ teaching resources

 ■ opinion pieces relating to educational 

technology and policy

 ■ profiles and links to innovative products

If you would like to contribute, 

please contact Jory Debenham: 

jory@teachingtimes.com

 Digital Learning is a magazine aimed at classroom educators, 

school leaders and those who advise or create policy in relation 

to education. It aims to help those in education to understand 

the issues, products, problems and the possibilities associated 

with new technology in schools.
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Exploiting the Potential of 
Classroom Tech

 Tech has the potential to bring 

incredible benefits to education, 

but it can also be daunting and 

overwhelming. Michael Kimber 

of Broadclyst School shows 

how his school is making the 

most of the options available 

and empowering teachers to 

embrace technology in all areas 

of their teaching.

As the world around us changes, we see 

workplaces changing with it and with this 

brings new roles and responsibilities for 

teachers. Now, we face the unique challenge 

of equipping students with the knowledge 

and skills they need to succeed in careers 

that may not even exist yet. This can seem 

like a daunting task, but the one thing we 

can be sure of is that technology will play 

a fundamental role in the professions that 

students will one day work in. 

Use of Microsoft Copyrighted Content
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In education, as in business, technology has become a focal point 

in recent years. we have been encouraged to incorporate it into the 

classroom, not only because it’s a vital skill that students will need 

in the future, but because of the incredible benefits it can bring to 

their learning experience too. Both for educators who are yet to 

introduce technology into their syllabus, as well as those who are 

currently on this journey, it’s essential to make sure that we use new 

technologies in a way that enriches both our students’ experiences, 

and our own. 

Teachers can be TaughT Too
Recent microsoft research revealed that only 15% of teachers 

in the UK feel confident when it comes to technology, and just 

33% receive practical technology training every 3 months. 

Understandably, this lack of confidence, coupled with limited 

training, can hold teachers back from making the most of the 

technology available to them. however, there are ways you can 

overcome these obstacles without relying on external training. 

Use of Microsoft Copyrighted Content

Use of Microsoft Copyrighted Content
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A vital component in boosting a teacher’s confidence is for institutions to create 

a teaching community that inspires its members to embrace and experiment with 

technology. There is no doubt that incorporating new devices and software into 

teaching can be a daunting task, particularly where it differs from more traditional 

teaching methods. But once schools have created an atmosphere where teachers 

can give things a go, fail fast and share their experiences so that colleagues can 

learn from them, teachers will feel more comfortable trying things out, taking an 

experimental approach and accepting that not everything will work first time. 

In fact, a school’s senior leadership team should be actively encouraging staff to 

work together – at Broadclyst School, we invite teachers to teach each other. 

when a member of staff has discovered a way of using technology that engages 

students, or perhaps streamlines a process, we prompt other teachers to sit in 

on their lesson, so they can see it in action. An even better approach is to offer 

the teacher the opportunity to give other staff a lesson in how to implement it 

in their own classes. By allowing teachers to be taught by each other, you can 

build a supportive and professional learning community that can overcome any 

trepidation in using technology in the classroom.

Lesson pLans in The cLoud
There is one challenge that persists for teachers: finding enough time in the 

day to get what they need to do done. microsoft’s research found that 77% of 

teachers don’t feel that they’re able to do their best work due to time and resource 

constraints, and, worse still, 67% feel forced to simply ‘get through the day’. 

however, there are tools that exist to help us work more efficiently, allowing us to 

reconnect with the joy of working in education. 

Cloud-based collaboration tools are an essential technology for educators, 

promoting easier communication and collaboration across entire school networks. 

Previously, creating my lesson plans was an arduous task and I would draft 

many versions before I found the plan that worked best. often, when I’d crafted 

a plan that led to an engaging lesson, I’d print out paper copies to share with my 

colleagues, a process that required time, money, and patience. 

Now, using tools such as microsoft Teams, I can work on my plans wherever 

and whenever I want and easily share them with fellow teachers, so they can 

adapt and develop them. This provides a simple way for us to collaborate to 

create the best teaching materials for students across subject areas and provide 
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a consistent experience. weaving cloud-collaboration tools into our process 

of writing lesson plans and using all the capabilities these tools can offer 

has reinvigorated our staff culture – now more than ever, it’s a culture of 

conversation, co-working and learning together. And this only means good 

things for our pupils. 

 èA lesson plan example

personaLising your approach
The benefits of cloud-based collaboration tools are not just limited to lesson 

plans. once you get accustomed to this way of working, you can replicate 

it in many other areas of teaching. my favourite change has been switching 

my students’ workbooks from paper to collaboration tools, such as microsoft 

oneNote. one great bonus of allowing pupils to work in cloud-based 
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documents is the opportunity for teachers to access each student’s individual 

workbook, to monitor how they are progressing. Personally, this has enabled 

me to better understand where more support may be required, and I have 

then tailored my feedback or guidance to a specific pupil’s needs. Some of my 

students learn more successfully through reading essays, whilst others absorb 

information more effectively through visual content and I can now adapt my 

teaching methods to suit this. Being able to personalise work for individuals 

based on their preferences increases student engagement and collaboration, 

providing me with a highly rewarding teaching experience. 

 è An example of how I personalise tasks for my students 
based on their work

a new way of marking
marking students’ work is an arduous task that requires heaps of patience and 

time. Sometimes, it is nigh on impossible to explain your feedback using a red 

pen and it can be frustrating to try and limit your explanation to fit on the page. 

To overcome this obstacle, I use a digital inking tool to mark work by hand on 

my Surface device’s interactive screen. with this piece of technology, I can 

mark work far more creatively and informatively. Being able to use annotations 

and diagrams is an amazing asset that can help students grasp concepts that 

are difficult to put into words. 
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when using the digital inking tool, all my feedback is saved securely in the 

cloud, which offers parents the chance to view my comments at home and 

further support their child’s learning. By providing parents with the opportunity 

to experience first-hand how beneficial technology tools can be in aiding 

their child’s learning, it involves them even more in their child’s education and 

makes them feel part of the journey. 

 è Examples of my marking using the digital inking tool
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empowering our sTudenTs
The key to maximising the positive effects of technology in teaching 

is to find the tools that empower children to have their own voice. 

with workbooks stored in the cloud and pupils able to access them 

outside of the school period, you can encourage them to populate 

them during school holidays to document their activities and 

experiences. There is nothing more exciting than having pupils come 

back into school after a break, proudly presenting to their classmates 

about their visits to museums or historical sites. It not only increases 

engagement, but it gives pupils a sense of ownership over their 

learning and allows them to figure out what they enjoy. 

As teachers, it can be difficult to provide for individual student needs with the 

time and resources available to us. of course, we want every child, regardless 

of ability or learning challenges, to be able to participate in lessons in a way 

they feel most comfortable with. Technology goes a long way to increasing 

accessibility in education and there is a wealth of free tools available that can 

be used by all students. 

 n Dictation tools convert speech to text. A simple but amazing tool that can 

help students of all abilities to write freely using just their voice

 n Reading tools read text out aloud, breaking words into syllables and 

identifying parts of speech to aid understanding 

 n Focus tools can block alerts and notifications, to help students get work 

done without distractions

 n Colour changers enable you to boost colour contrast or get rid of colour 

completely. For those who are colour blind, suffer with light sensitivity or 

have a visual preference, colour filters can also be used to customise a 

screen’s colour
 n Simple techniques such as increasing the spacing between lines, letters 

and words can also help students to read more easily

ampLifying our sTudenT’s voices
There is a child in my class who felt too shy to share their opinion in front of 

their classmates and I wanted to give them the chance to engage in a way that 

did not fill them with fear. I started using Flipgrid which is a free programme 

where teachers can pose a question and students can record their answers in 

short videos individually on their device. For example, for homework you can 
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ask your class who their favourite character is in a book and why. If you asked 

this during a one-hour class, the likelihood of you being able to hear every 

pupil’s answer is slim. By using Flipgrid, every student can share their thoughts 

and develop independent thinking in their own time, without the time pressures 

of a class. For me personally, I now have the opportunity to hear the thoughts 

of one of my pupils who previously preferred to remain silent. 

providing skiLLs for The fuTure
The need for problem-solving skills, teamwork and resilience are ever more 

important in today’s working world. Research reveals that 66% of teachers 

believe technology is critical to broadening these skillsets and so the role of 

technology in the education syllabus is likely to increase. By weaving new and 

accessible technologies into existing teaching methods, we can enrich the 

curriculum and help our students prepare for their future careers. 

In order to teach our pupils these vital skills, at Broadclyst School we 

practice project-based learning. Each year, we give each Year 5 class an 

‘end-product’ – a performance at the Killington National Trust Site for their 

parents, the teachers and the wider community. The students are then split 

into different teams, including researchers, script writers, costume designers, 

and set designers, and are required to think of the process that they need to 

implement in order to put on the performance. Through the use of cloud-based 

collaboration tools, this process cultivates the skills of team work, flexibility 

and independent thinking that our younger generation are increasingly in need 

of for their future. 

Life-Long Learning for pupiLs and Teachers
For us as teachers, it’s an interesting time. we are learning new ways of 

working through the adoption of technology – perhaps even as many as our 

pupils. whilst we encourage younger generations to prepare for their future, 

emphasising the necessity of collaboration, flexibility and teamwork, we must 

remember that these skills should also be reinvigorated amongst our teaching 

community too. 

we know that technology will play a fundamental role in all our futures. So, 

it’s essential that we embrace the change and grab it by both hands because 

incorporating technology into the curriculum offers endless opportunities for 

both teachers and students. 

Michael Kimber is 
a KS2 Teacher and 
Science Lead at 
Broadclyst School 
and is a member 
of the school’s 
Digital Drive Team. 
Alongside his 
teaching, Michael 
is also a Microsoft 
Innovative Educator 
Expert and a 
Microsoft Certified 
Educator. 
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 Many people believe coding is the key to 

future careers, but so few young people are 

developing these skills. Tabi Bude shows how 

a new initiative, the Wonder Robot, is teaching 

students to code in a fun and playful way.

Cultivating 
Curiosity with 
Robotics Play
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The ArT of PlAyful educATion

Speak to any health visitor, nursery or early years teacher, 

and they will speak effulgently about the importance 

of play in education. In the home, role-playing toys are 

encouraged, not just because it’s fun to copy mum and 

dad, but because they stimulate mental and emotional 

growth. In nursery classrooms, 

play shops are set up to build 

vocabulary and numeracy. Stories 

are read to increase observation and 

concentration. Unstructured play is 

considered as valuable as teacher-

led activities for building social and 

communication skills, as well as 

physical strength. Very young children 

learn so much. the first five years 

are considered especially crucial 

for physical, intellectual and social-

emotional development.1 and most of this learning is 

done through play. Strange, then, that play becomes less 

valued as a teaching tool as children progress through the 

education system. 

It was Piaget (1962) who first explored the link between cognitive 

development and play.2 It was his belief that play remains a vital 

learning tool into maturity. Rather than leaving toys behind in the 

nursery, we should simply find different toys that are more suited 

to each developmental stage. this theory has been accepted and 

developed by numerous psychologists throughout the last fifty years. 

and it very much chimes with the ethos of wonder workshop. 

Cultivating 
Curiosity with 
Robotics Play
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TeAching Tech Through PlAy
there isn’t a teacher—or parent—who hasn’t noticed the difference between 

the responses generated in children by theory and practical work. Even the 

most diligent student will unknowingly show more interest in a hands-on 

activity than when reading a textbook. Bring a Van de graaff generator to a 

science lesson and suddenly all that stuff about electrostatic force suddenly 

comes to life. try teaching almost any child about computer programming with 

a page of coding and the eyes of all but a very few will glaze over. try teaching 

the same subject with the aid of a robot, then the response is completely 

different. 

Wonder WorkshoP’s dAsh
aimed at children aged six to eleven, wonder workshop’s Dash has been 

designed to turn children’s innate curiosity and desire to play into a learning 

experience. working in line with the current national Curriculum, its system 

has been developed to foster the key skills associated with all of StEm 

learning. But the clever part is that Dash enables teachers to integrate coding 

into the everyday, across all grades and subjects—all through play. 
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Imagine you’re a six-year-old 

being given your very own robot. 

It can do all sorts of things: 

tackle obstacle courses, ‘run’ 

races, dance, sing and even 

speak with you. all you have to 

do is follow a few instructions 

to get it working. that is the 

beauty of Dash. Because while 

you’re doing all of the fun stuff, 

you’re actually learning the 

basics of coding: sequences, 

loops, variables, functions and 

conditionals.

Ready to use out of the 

box, with no need for prior 

knowledge or experience, 

Dash teaches everything from 

scratch, working to help children 

through the national Curriculum 

at their own pace and in their 

own style through play. Powered 

by tablet or smartphone apps, 

it sets increasingly stimulating 

challenges as knowledge 

acquisition is demonstrated. 

But because those challenges 

are fun, children are relieved of 

any concomitant pressure that 

might otherwise be present. as 

they are playing, the information 

is being absorbed. and there 

may well be healthy competition 

among peers —who can finish 

the challenge first?—but no one 

is left feeling inadequate, and 

no one is left feeling bored or 
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disengaged because the lessons are primarily about play; the 

learning is almost done by stealth. 

and this learning isn’t limited to the field of programming, 

It promotes skills that are transferable to other disciplines 

and other areas of life, including problem solving, scientific 

thinking, design thinking, spatial awareness, communication, 

mathematical reasoning and computational thinking. 

this form of learning brings benefits for teachers too. not 

only can they see how each child is developing as they work 

through the tasks that Dash sets them, but they can also use 

the robot for other purposes. Shakespeare could be brought 

to life through a robotic Romeo. the applications of science 

and mathematics could be more engagingly demonstrated 

with a robotic teaching assistant. this cross-pollination 

approach to education helps to cement theories and gathered 

information, as each subject is revisited, without ceremony, 

on a regular basis and in differing contexts. and all of this is 

available without endless time-hungry research and prep. 

The BenefiTs of leArning Through PlAy
one of the psychologists most quoted in support of playful 

learning is Lev Vygotsky.3 he famously said that ‘In play a child 

is always above his average age, above his daily behaviour, 

in play, it’s as though he were a head taller than himself.’ 

and the beautiful thing about this, is that it applies across 

the board. and if you find the right interface, play is not only 

elevating, but levelling. In utilising technological learning aids, 

such as those produced by wonder workshop, all students 

are made equal through play. the design of Dash—free from 

any oblique gender or cultural references, free from anything 

that might imply suitability (or unsuitability) for any particular 

intended audience—provides that level field. Socio-economic 

backgrounds become irrelevant. the gender gap that seems 

to be ever present is nullified in the classroom as both girls 

and boys are engaged. and if we can foster that engagement 

at the age of six, there is a greater chance of sustaining it 
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throughout a child’s academic career—and potentially into the 

jobs market. 

at present, 62 per cent of employers not working directly 

within the tech or StEm industries highly value programming 

skills. as computers become more and more integrated into 

the workplace—and general life—that figure is only going 

to grow, until coding and programming aren’t just desirable 

skills, but expected ones. In the US, 50,000 college-educated 

computer scientists will enter a job market which currently 

offers 200,000 open positions in the field and a similar ratio 

can be expected within the UK. any student who leaves 

education lacking in that basic knowledge will be at an 

immediate disadvantage. 

PlAyful leArning in A nuTshell

why is learning through play important? what are 

the challenges teachers are facing? and what’s the 

solution? 

In making learning fun it becomes a pleasure rather than a 

chore. wonder workshop’s solution does not only makes 

coding easy for kids to learn but for teachers too, thereby 

removing the ‘fear’ from teaching a difficult topic such as 

coding. It also helps to eliminate the psychological block of ‘I 

can’t’, which most people—adults as well as children—face 

when confronting something new. a page full of code would 

test the determination of most of us. when its introduced 

through play, however, that block is removed. Children take 

on the challenge without even thinking of it as so. Learning 

occurs without acknowledged effort. 

there is a huge amount of pressure on schools and teachers 

these days. Resources—including time—are short. Finding 

ways to deliver the crucial lessons in developing subjects, 

such as computer science, in ways that are both cost-effective 

and, importantly, engaging for children, is a serious challenge. 
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Finding ways to do this without making too many demands on 

already overburdened teachers is doubly so.

 

wonder workshop’s Dash has already been adopted by more 

than 20,000 schools worldwide. Its box-ready format makes 

it ideal for the school room setting. a wealth of support is 

available, should it be necessary, and a comprehensive suite 

of resources means that it can grow with the child. one clever 

robot can accompany a child right through their primary 

education, building upon curriculum learning and nurturing 

inherent curiosity. with benefits for both students and 

teachers, playful learning seems the most obvious solution for 

tackling a very real problem. 

Tabi Bude is the Managing Director of Wonder Workshop 
EMEA. His mission is to make coding fun for kids, 
teachers and parents, providing a challenging and 
enjoyable way to program.

Notes: 
1. California Department 
of Education (2018). 
Ages and stages of 
development. https://
www.cde.ca.gov/sp/cd/
re/caqdevelopment.asp
2. McLeod, S. (2018). 
Jean Piaget’s theory of 
cognitive development. 
Simply Psychology. 
https://www.
simplypsychology.org/
piaget.html
3. Bodrova, E. & Leong, 
D. (2015). Vygotskian and 
post-Vygotskian views on 
children’s play. American 
Journal of Play, 7(3). 
https://files.eric.ed.gov/
fulltext/EJ1070266.pdf
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New 
on the 
Scene

 With so many interesting gadgets and tools on the market, it’s easy to miss 

some of the great releases. Here are some of the latest offerings that have 

come to our editor’s attention.
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augmented reality 
rug 
alivestudiosco.com/classroom-rugs/
Alive Studios aims for ‘Mind-Boggling 
Engagement for Early Literacy’ and they are 
certainly changing the game for for Pre-K and 
Kindergarten classrooms. Using augmented 
reality (as they say, ‘3D without the glasses’), 
young children develop their literacy skills with 
the help of beautiful visuals, song and 3D 
magic. 

The Zoo Crew Classroom Alphabet Rugs are 
one of the most innovative, creative offerings, 
helping children learn the alphabet with animals 
from the zoo, who all come to life via the Rugs 
Alive app. Students match habitats with the 
correct animals and take a picture of the two 
together in the app. The animal comes alive on 
the screen and can be viewed close up and 
from all angles. Children can take photos of 
their real-life friends with the animal, which is always a great 
hit. The safari/zoo theme encourages cross-curricular learning 
and helps students connect the letters and sounds with the 
animals. Children can also access the Alphabet Song in the 
app, which works to both engage and reinforce literacy. Both 
uppercase and lowercase letters are introduced on the rugs 
and teachers can guide students to predict, check, sort and 
compare findings, adding depth to the learning. The children 
can work together or alone and the experience offers lots of 
opportunities for discussions about animals, habitats and the 
alphabet.
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clickview 
www.clickview.co.uk

Clickview provides 
curriculum-aligned 
video content to 
schools, leading the 
way with both original 
and curated content. 
Their aim is to bring 
relevant video content 
into your lessons, 
making it as easily and seamless as possible—no more YouTube ads popping up or 
copyright issues with uploaded content. 

In addition to producing high-quality video for the curriculum with new series added every 
month, it also allows you to find, store and use TV programmes from the past month—
with all the adverts removed. A subtitle search makes it easy to locate relevant passages. 
It’s possible to embed, edit and share videos, and it has full integration into your VLE or 
LMS. And, with the ClickView Exchange community, over 18,000 of the best educational 
programmes from Freeview TV have been shared and made available to ClickView 
schools and colleges.

One of the most innovative features is the ability to create interactive videos. You can 
take any video and add an interactive layer of built-in questions or problems. Students 
are encouraged to consider what they are viewing, check they understood and reflect on 
key learnings. You can customise your videos to suit your lessons, with different question 
types to select from, and then receive detailed reporting and measurable results, allowing 
for formative and other types of assessment.

The company offers various tutorials, including a training channel and downloadable 
lesson plans, posters, presentations and videos. Personalised help is also available and 
training workshops are presented at regular intervals. Cost is not listed on the website, 
but a free trial is available.
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natureBytes  
naturebytes.org

The core of the NatureBytes programme is a motion-
sensitive wildlife camera that anyone can build to 
remotely snap stealthy, high-definition images of wildlife. 

The cam kit runs on the Raspberry Pi, a credit-card 
sized programmable computer, making it a fun way to 
develop digital making skills and provide an exciting new 
insight into the natural world. 

Once the camera is set up, you can capture photos and 
videos of the wildlife and share them online, contributing 
to the community and helping with monitoring. The 
detailed data on various species and regional trends that 
can then be used for conservation efforts or educational and 
analytical purposes. 

The company offers educational programmes that are 
designed to cover STEM syllabi and learning outcomes, or 
recreational single or multi-day activities. They offer classroom 
kits for teachers that include multiple kit bundles, teacher 
and student guides, worksheets, online videos and more. 
They also run workshops, demonstrations and bespoke 
programmes depending on the needs of the class or school. 

NatureBytes is a community of people with digital skills 
working together to monitor and better understand wildlife 
and the environment. This is a great way to reconnect people 
with wildlife and develop digital/making skills and help young 
people connect with nature and see it in a way that wasn’t 
possible until now.
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Every Child Journal is written specifically to help support education, 

health and care professionals with responsibility for the ECM agenda 

and improving the life outcomes of vulnerable children. 

Some of the themes have been around for a while – interagency working 

is still a major challenge. Safeguarding in school, managing behaviour, 

community schools and free schools are all rich areas for understanding. 

How is neuroscience helping our understanding of children’s development? 

Can pastoral care provide the bridge between education and build up the 

sense of self children need in order to make the most of their lives?

Every Child Journal with Every Child Update responds to these issues. 

Together they provide:

 ■ Advice on recognising learning, care and physical problems and 

conditions

 ■ Evidence of effective interventions

 ■ Co-operative good practice between agencies

 ■ Legal and practice advice on as information sharing and safeguarding

 ■ Research that can help professionals support individual children at risk.
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A brilliant new assessment tool for children’s early 
phonological awareness from the developers of 
the Sandwell Early Numeracy Test-R

SPARRK was trialled extensively in Sandwell with individual 
children for over two years and was found to be very efficient 
in both identifying early which children have problems, but also 
responding to them. It could also work very well as a screening 
tool for a whole class.

Are your children 
ready to read?

What is SPARRK?

Manual – Covering background research, how to use the kit, 
scoring, signposts to intervention activities, how to record 
data.

Assessment – Covers seven assessment sections, which 
appear in the order it is expected skills would be acquired: 
Concepts, Syllables, Rhyme, Beginnings, Ends, Middles, 
Blending and Segmenting.

Where Next? – Activities book signposting to commercially 
available material and SPARRK branded games and activities.

CD – Containing record sheets, e-copy of Where Next?, ready 
to make SPARRK games and activities, Excel data recording 
spreadsheet and instructions.

Sample game – 16 Syllable Jigsaws ready to use.  

All contained in a durable canvas book bag

Price £150.00
+ vat

Sandwell Phonological   Awareness 
Readiness for Reading Kit

Ideal for 
Year 1

Screening 
Test

If SPARRK is delivered to children in reception for the Year 
1 Phonics Screening test, any problems these children 
may have with phonological awareness will be spotted 
and schools can start putting in intervention. If not, poor 
phonological awareness will undoubtedly manifest itself in 
difficulties in reading in Year 1 and 2.

There are no other tests that assess phonological awareness 
for young children. SPARRK checks if children have got 
some of the basic concepts required to be phonologically 
aware, like long and short in long and short sounds and the 
assessment is totally picture-based so very child-friendly.

The SPARRK works by asking children to listen as you are 
saying sounds… 
it is oral and aural skills that are assessed, so it’s not written 
at all.

How many of the underlying skills for reading do 
your children have? … If children are impaired 
they will struggle and their reading progress will be 
adversely affected.

Please send orders to:  

U205 The Jubilee Centre, 130 Pershore Street, Birmingham, B5 6ND
Order Hotline: 0121 224 7599 or Fax completed form to: 0121 224 7598 

www.teachingtimesbookshop.co.uk

P
honics is the main way of teaching reading to Reception, 
Year 1 and Year 2 children, and the first starting point is how 
phonologically aware children are. For those children struggling 
with reading in Year 1 and Year 2, the SPARRK assessment 

tool will pinpoint where children are having problems and where and 
why they are not identifying the sounds in words adequately.

https://teachingtimesbookshop.co.uk/
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