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PROBLEM

The Problem in Traditional English Lessons

• Teacher routine overload

• Low student participation

• Mixed-ability challenges

• Time-consuming assessment



SOLUTION

AI Solution: Nearpod as a Teaching Assistant

• Create (AI lesson generation)

• Quizzes & Games (Time to Climb)

• Collaborate Board

• Interactive Tools (Draw-It, Open-ended)

• Virtual Trips (VR)



Nearpod 

features



CASE 1: ENGAGEMENT

Case 1: Low Student Engagement

Problem: Only 5–6 students answer.

Solution:

• Time to Climb

• Live Quizzes

• Polls

Result: 100% participation
________________________________________



CASE 2: DIFFERENTIATION

Case 2: Mixed-Ability Classroom

Problem: Strong and weak learners in one class.

Solution:

• Nearpod Create

• Leveled tasks

• AI analytics

Result: Personalized support



CASE 3: SPEAKING CONFIDENCE

Case 3: Speaking Anxiety

Problem: Students are shy to speak.

Solution:

• Collaborate Board

• Virtual Trip

• Anonymous participation

Result: Increased confidence



RESEARCH EVIDENCE

Research Results

• +10% score improvement (Experimental group)

• 80% higher motivation

• Increased speaking participation

• Reduced teacher checking time



Pre-experimental stage

A survey questionsPre-test questions 

Introductory lesson 

on how to use 

Nearpod

Grammar; 47

Vocabulary; 50

Speaking; 45

RESULTS OF PRE-TEST QUESTIONS



While-experimental stage

Control groupExperimental group



Post-experimental stage

• Students from both groups took a post-test to measure progress.

• A final survey was conducted to gather student feedback on 

Nearpod’s impact on their learning experience.

• Teachers compared engagement levels, participation, and 

performance between the two groups.

Post-test questions

Grammar; 55

Vocabulary; 57

Speaking; 50

POST-TEST RESULTS OF EXPERIMENTAL GROUP

Grammar; 48

Vocabulary; 51

Speaking; 46

POST-TEST RESULTS OF CONTROL GROUP



Results of compared  

learning outcomes

Control group  (traditional learning) Experimental  group (Nearpod-based learning)
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Interactive and engaging 
lessons.Elements of virtual reality. 

Ability to personalize training 
materials.                

S

Possibility of technical failures. The 
need for training to use the platform. 

W

Instability of the Internet 
connection, information security 

of users.

T

Various multimedia elements, such as 
quizzes, polls, and virtual reality 
experiences. Enhanced real-time 

feedback and assessment and time 
efficiency.

O
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