
 Considered the strands of project at an earlier date.  In reflection, although we 
designed our first part of the cycle to be a filtering process to focus our 
research, it was probably too large scale to filter multiple activities as well as 
multiple forms of feedback. If we considered just one strand of feedback, as 
we did within the project, then perhaps our class selection and move to class 
trials would have been smoother. 

 Retrospective consideration of COVID-19.  The wealth of knowledge and 
skillsets we were developing within our project are just the beginning. It would 
have been ideal to have more time to develop these further in contrast to 
more time dealing with all the issues of working in a large college during 
COVID-19. 

 Features of immediate feedback. I think we, as colleagues and a college, are 
really developing strength in our immediate feedback and how we can make 
the process more engaging. Moving forward, it would be interesting to apply 
these theories to more extended feedback models. 

 Strength of gamification in English and maths. At this point in our action 
research, teachers are hitting their stride with using gamified learning within 
English and maths where we are seeing growing strength and confidence in 
using the strategies. Moving forward, it would be interesting to apply these 
principles and see if they fit in other segments of the educational setting; 
does gamified feedback transfer to vocational learning or non-FE based 
settings?  

 Skillset applied to a training procedure. As colleagues and a team we are 
gaining skills in adapting existing tasks and methodologies and applying them 
as gamified feedback. Moving forward, is this something that we can create 
and design as a toolkit? Is this something we could create as an induction 
toolkit or help develop with our teacher education provision?  

 


