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Brainstorm different points- exposure


Topic 1: Replace School Libraries with E-books?

The Digital TranSformation Of SChOOI Libraries Accessibility to |arger |ibrary Of books

o No limit of number of books
Elrj(;/ihriglttla\geo EgSt of Latest updates, new books, save environment

Argument: The central argument favouring e-book implementation centres on significantly enhanced accessibility and resource availability. Digital
collections enable multiple students to access the same text simultaneously, whilst eliminating physical storage constraints that plague many space-

limited British schools. Evidence: Empirical data supports this position, with UK libraries offering e-books reporting 23% higher loan rates (Guardian, 2020),
whilst 82% of British schools currently re

nificant space constraints for physical collections. Digital resources typically cost 30-40% less to maintain

over their lifecycle, lending credence tq efficie cession: However, we must acknowledge that cognitive research presents a more

nuanced picture: studies demonstrate a 6874 information retention

te with print materials versus only 48% with digital formats among secondary school

pupils. Furthermore, the tactile learning experience physical books provide is particularly important for early readers who benefit from physical page-
turning and spatial memory development. Counterargument: Critics further contend that the transition risks exacerbating educational inequality.}s

recent data shows 17% of UK pupils lack reliable internet access at home—a figure rising to nearly 30% in economically disadvantaged regions.
Consequence: Without careful implementation, the digital divide threatens to widen existing educational inequalities, and screen fatigue may
fundamentally alter concentration patterns, reducing capacity for deep reading practices. Yet successful implementation could democratise knowledge
access and create dynamic learning commons through repurposed physical spaces. Solution: Rather than wholesale replacement, a nuanced approach
embracing hybrid library models presents the most promising path forward. Schools might judiciously implement e-book collections alongside carefully
curated physical resources, with format selection based on pedagogical appropriateness rather than administrative convenience, whilst developing
robust device lending programmes to ensure equitable access for all pupils.

| Strain on student’s eyes= less effective for study

Mobility, efficacy memory
Persuasive Writing Elements Myopia- near sightedness
® Argument: Main point supporting position ® Evidence: Data supporting the argument ® Concession: Acknowledging opposing views
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Esports as an Official School Sport

Competitive Gaming in Educational Contexts

The recognition of esports as an official school sport represents a transformative shift in traditional educational paradigms. This examination
considers the merits and challenges of integrating competitive gaming into the formal extracurricular framework of British schools, exploring
Impacts on student engagement, skills development, and school culture.

Integrated Arguments Analysis

Argument: Advocates for esports in education highlight the potential for significantly enhanced student engagement, particularly amongst traditionally
disengaged pupils who may not connect with conventional sports. Structured gaming programmes offer valuable pathways for developing transferable
skills crucial for future employability. Evidence: The British Esports Association reports that schools implementing esports programmes witness a 25%
increase in attendance among participating students, whilst 87% of these pupils demonstrate measurable improvements in team communication skills.
The rapidly expanding global esports industry, now valued at £1.1 billion with projected 15% annual growth, presents tangible career pathways in
technology, event management, and competitive play. Concession: \We must acknowledge legitimate concerns regarding screen time, with average
British teenagers already spending 6.3 hours daily on digital devices. Physical inactivity remains a significant health challenge, with only 44% of UK youth
meeting recommended exercise guidelines. Counterargument: Critics further assert that normalising competitive gaming within educational frameworks
potentially exacerbates problematic gaming behaviours, pointing to research from the Royal College of Paediatrics showing correlations between
excessive gaming and disrupted sleep patterns amongst 14-16 year-olds. Consequence: Without thoughtful implementation, esports programmes risk
reinforcing sedentary behaviours and potentially excluding students lacking technical aptitude or interest. Conversely, well-designed programmes could
create inclusive communities that develop transferable skills whilst fostering digital literacy essential for future employment markets. Solution: A
balanced approach requires establishing esports as complementary rather than alternative to physical activities, implementing robust safeguarding
protocols, and embedding structured reflective practices to maximise skill development. Schools should develop explicit linkages between esports
participation and broader educational outcomes, whilst ensuring programmes remain accessible regardless of socioeconomic background through

equipment provision schemes.

Persuasive Writing Elements
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CCTV in Classrooms for Safety? - Critical Analysis

Anxiety, imprisonment (constant monitoring, claustrophobia and a lack of freedom)
Surveillance in Educational Spaces: Rights and Responsibilities

The introduction of CCTV surveillance in British classrooms presents a complex ethical dilemma that balances safety concerns against privacy
rights. This analysis examines the tension between security objectives and the potential impact on learning environments, teacher autonomy,
and student development.

; Greater security, accountability, protection, transparency

Integrated Arguments Analysi

Argument: CCTV surveillanc€in classrooms offers critical protection against bullying, violence, and safeguarding incidents whilst providing irrefutable

evidence when allegations arise against staff or pupils. Modern systems with high-resolution imaging can effectively monitor classroom activities without

intrusive audio recording, creating safer educational environments. Evidence: The Department for Education's 2023 report indicates schools
implementing targeted classroom surveillance withessed a 42% reduction in reported behavioural incidents and a 28% decrease in vandalism costs.
Safeguard Systems data reveals 73% of serious bullying incidents occur in unmonitored spaces, with perpetrators typically avoiding supervised areas.
Concession: Whilst safety benefits are substantial, legitimate concerns regarding constant observation's psychological impact on learning environments
deserve serious consideration. Counterargument: The National Union of Teachers strongly opposes classroom surveillance, citing research
demonstrating heightened anxiety amongst both pupils and staff under continuous monitoring. The 2022 British Educational Research Association study
found 687% of teachers reported self-censoring classroom discussions on controversial topics when cameras were present, potentially diminishing
educational quality. Privacy advocacy groups highlight that normalising surveillance teaches children to accept constant monitoring as standard practice
—a concerning preparation for citizenship in a democratic society. Consequence: Implementation without proper safeguards risks creating oppressive
learning environments where spontaneity, creativity, and authentic self-expression are inhibited. Without strict access controls, footage could be misused
for inappropriate teacher performance monitoring rather than legitimate safety purposes. Solution: A balanced approach restricts CCTV to common areas
and high-risk spaces rather than standard classrooms, implements strict data protection policies limiting footage access and retention, requires
transparent consultation with all stakeholders before installation, and mandates regular policy reviews assessing both security benefits and potential

negative impacts on teaching and learning.

Intrusion of privacy
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Are Video Games Good for Children?

Digital Play in Child Development

The question of whether video games benefit or harm children's development remains contentious across British educational and parenting
communities. With 86% of UK children regularly engaging with digital games, understanding their impact on cognitive, social and emotional
development has become increasingly critical for educators and families alike.

DUOLINGO- engaging, attention retention

Integrated Arguments Analygfs > Finger dexterity Reaction times

l gaming contenwf@ signed video games offer significant developmental benefits, particularly in cognitive

-solving capabilities, improved visual-spatial skills, increased information processing speed, and more sophisticated

strategic thinking. Educational gamek designed specifically for learning outcomes demonstrably enhance curriculum engagement whilst providing

Argument: Advocates for education
domains including enhanced probl

immediate feedback and adaptive difficulty levels impossible in traditional teaching methods. Evidence: Recent research from the National Institutes of

Health revealed children who teported playmg video games for three hours daily demonstrated notably suWerformance and stronger

brain activity in regions associated with attention and memory compared to non-gaming peers. Oxford University's 2020 study further concluded that

moderate gameplay positively correlatemeing and psychological resiliehce, especially during challenging periods like the COVID-19
dhiein = — 5

lockdo{ns. Concession: Whilst educational benefits exist, these outcommmlw on content appropriateness, context of play, and careful

monitoring of screen time limits to prevent displacement of other critical childhood activities. Counterargument: Critics highlight concerning health

implications, with Public Health England data showing sedentary screen activities directly correlating with increased childhood obesity rates in the UK.

The World Health Organisation's classification of "gaming disorder” underscores addiction risks, whilst multiple studies identify links between violent
gameplay and increased aggression, particularly in emotionally vulnerable children. Consequence: Unrestricted gaming potentially leads to decreased
physical activity, sleep disturbances, and displacement of essential developmental experiences including face-to-face social interaction and academic
pursuits. However, complete prohibition would eliminate beneficial learning opportunities and digital literacy development increasingly essential in
modern society. Solution: A balanced approach necessitates age-appropriate content selection, implementation of reasonable time boundaries,
prioritisation of social multiplayer experiences over isolated play, and parental co-playing to contextualise gaming content whilst reinforcing healthy
boundaries, thus maximising educational benefits whilst minimising potential harms.

\ Increased sedentary lifestyle,
Attention deficit disorder, gaming addiction in East Asian countries
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Should Students Have to Learn Basic Coding?

Coding in the National Curriculum

Since 2014, computer programming has been a mandatory part of the National Curriculum in England for pupils aged 5-16. This debate
examines whether the requirement for all students to learn basic coding represents valuable preparation for the modern workplace or an
unnecessary burden on an already crowded curriculum.

r Multiple disciplines- applied, future proofs career- digitally

intertwined (digital first economy)
Integrated Arguments Analysis

Argument: Mandatory coding education provides pupils with essential digital literacy skills for an increasingly technology-dependent world. Learning to

—

code develops computational thinking, problem-solving abilities, and logical reasoning that transfer across multiple academic disciplines. Michael Gove's
curriculum reforms positioned coding as fundamental to future-proofing education, with advocates arguing that programming literacy is becoming as
vital as traditional literacy. Evidence: Data from the Department for Education shows that Q0% of UK jobs now require some degree of digital skills, while a
2022 evaluation of computing education found that pupils exposed to programming demonstrate measurable improvements in mathematical reasoning
and sequential thinking. The UK digital sector contributes £149 billion annually to the economy with persistent skills shortages—teaching coding from
primary level aims to address this gap. Concession: Whilst the theoretical benefits of universal coding education are compelling, implementation
challenges merit consideration. Not all pupils will pursue technology careers, and curriculum time devoted to programming necessarily reduces hours
available for other subjects. Counterargument: Critics highlight significant teacher training deficiencies, with only 36% of secondary computing teachers
possessing relevant subject qualifications. Many schools lack adequate technical infrastructure, creating inequalities in provision. Some educational

theorists argue that focusing on general computational thinkingPTICIPIEs rather than specific prongetter serve most pupils'

needs. Consequence: Maintaining mandatory coding without addressing implementation challenges risks superficial learning experiences that fail to

—

deliver intended benefits whilst placing additional pressure on overloaded timetables. Conversely, removing coding requirements could disadvantage

pupils from less privileged backgrounds who might not otherwise access these increasingly valuable skills. Solution: Rather than universal programming
proficiency, curricula should emphasise computational thinking principles applicable across disciplines. Teacher professional development requires
significant investment, potentially through partnerships with industry. Differentiating between foundational digital literacy for all pupils and specialised
programming pathways for interested students would balance competing curriculum priorities whilst ensuring no child leaves education digitally

Not enough resources- computational languages are changing very quickly- taught in
previous years- no longer relevant in future- oversight over what is taught in the curriculum-
future proof
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Should Schools Ban Smartwatches?

Digital Devices in Educational Settings

With the rapid proliferation of wearable technology in British schools, educational institutions increasingly face difficult decisions regarding
smartwatch policies. These devices represent a convergence of educational opportunity and potential disruption, requiring thoughtful policy
development that balances technological engagement with maintaining focus in learning environments.

Unfair, cheating, distraction,
Integrated Arguments Analysis >

Inequality

Argument: Proponents of smartwatch bans maintain these devices present significant challenges to educationalintegrity by enabling

unprecedented opportunities for academic dishongsty through discreet access to information during examinations. Beyond academic concerns, they

create continual distractiopn through notifications and messaging capabilities that interrupt student focus and engagement. Evidence: Recent studies from
the Department for Education indicate that 73% of schools report technology-related disruptions, with wearable technology increasingly cited as

problematic. A 2024 survey published in the Times Educational Supplement revealed that schools enforcing strict device policies, including smartwatch
bans during instructional time, demonstrated 18% higher rates of sustained attention during lessons. Concession: Whilst acknowledging these legitimate
concerns, we must recognise that smartwatches offer potential educational benefits through time management features, health monitoring applications
that support wellbeing initiatives, and preparation for technology-integrated workplaces that students will eventually enter. Counterargument: Critics of
outright bans argue that prohibition represents a missed opportunity to teach responsible technology use—a crucial digital citizenship skill. Moreover,
policy implementation raises significant equity concerns, as smartwatch ownership varies considerably across socioeconomic groups, potentially creating
new dimensions of educational inequality through differential enforcement. Consequence: Implementing blanket bans without nuanced consideration
risks alienating digitally-engaged learners, fostering adversarial relationships between students and authority figures, and potentially driving technology
use underground rather than addressing it constructively. Solution: A balanced approach might involve time and context-specific restrictions rather than
comprehensive prohibition—allowing smartwatches during appropriate educational activities whilst requiring storage during assessments or focused
instructional periods. This could be complemented by explicit digital citizenship education that addresses appropriate technology use and critical media
literacy, preparing students to navigate technology-rich environments responsibly.

| Learning aids- To assist with learning about your environment, ask any
_ (%_uestlons o _
Health benefits- smart watch- steps, resting heart rate, sleep- body- missing crucial
_ N health data
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Learning Summary

Key Insights and Learning Outcomes

Throughout our exploration of six contemporary educational debates, we've uncovered several critical insights that illuminate the complexity of modern
classroom controversies. The digital transformation debate reveals that whilst e-books offer unprecedented accessibility advantages, the cognitive
benefits of physical texts remain significant—teaching us that technological advancement requires balancing innovation with established learning science.
The esports discussion demonstrates how reimagining traditional educational structures can enhance engagement for previously disengaged pupils,
whilst reinforcing transferable skills in communication, strategic thinking and teamwork that extend far beyond gaming contexts. Our examination of
surveillance technologies highlights the delicate equilibrium between safety imperatives and the trust-based environments essential for authentic
learning experiences—a tension that appears throughout educational policy decisions. The video games analysis reveals that interactive media, when
thoughtfully integrated, can develop problem-solving abilities and digital literacy whilst requiring careful implementation to mitigate potential risks of
excessive screen time and inappropriate content exposure. The coding curriculum debate underscores how educational systems must evolve to prepare
pupils for rapidly changing professional landscapes whilst acknowledging resource constraints and diverse learning needs. Finally, our smartwatch
discussion exemplifies how technology policies in schools require continual reassessment as innovation outpaces established regulations. Across all
debates, we've practised applying the PECS framework—articulating clear points, supporting them with empirical evidence, considering potential
consequences from multiple perspectives, and developing nuanced solutions that acknowledge legitimate concerns from all stakeholders. These
analytical skills transcend specific controversies, providing a transferable framework for addressing complex social questions through reasoned argument
rather than polarised rhetoric. Most importantly, these debates demonstrate that educational questions rarely have simple answers—the strongest
positions acknowledge legitimate concerns from multiple perspectives whilst seeking evidence-informed compromise.

Key Learning Outcomes

® Critical Analysis: Evaluating complex ® Evidence Evaluation: Assessing research ® Concession Writing: Acknowledging strengths
arguments from multiple perspectives quality and relevance in opposing positions

® Counterargument Construction: Formulating ® Consequence Analysis: Considering multi- ® Solution Development: Creating balanced and
reasoned opposing views level impacts of positions practical resolutions
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