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Action Research ECPT6009: How can digital tools improve motivation and work completion in UAL Level 3 Creative Media Production but not replace teaching?

Introduction 279
Whilst studying on the UAL (University of Arts London) Level 3 Creative Media Production course at Neath Port Talbot College, students are expected to develop high-level creative skills, manage somewhat difficult projects, and consistently meet module deadlines for the media course. However, many learners struggle to balance motivation and struggle with work completion, these challenges that can impact both the quality of their work and their overall progression into higher education or the creative industries after college.
My thesis: How can digital tools improve motivation and work completion in UAL Level 3 Creative Media Production but not replace teaching?
Digital technologies now play a central role in creative workflows. From project management platforms and habit-tracking apps to cloud-based collaboration tools like Google Workspace, Adobe Creative Cloud teamwork features, gamified productivity apps, and even AI-assisted planning and feedback systems. These tools have the potential to transform how students organise, track, and complete their creative work.
As well as these, I’ll be looking at simpler things like an interactive whiteboard to a Kahoot or Menti quiz. Digital tools in teaching as well as the complex tools you’d use in the creative industry.
Throughout this module, I will look at:
· The common barriers to motivation and timely work completion faced by students
· How specific digital tools can support better time management, goal setting, progress tracking, and accountability
· The practical impact of these tools on creative flow and productivity
· Real-world examples and case studies from media production contexts
· The importance of digital tools but keeping teacher-to-student experiences and remembering they’re equally important
I will be using existing literature and journal articles to compare and contrast how different digital tools can be used in a classroom. I will look at the relationship between technology, motivation, and productivity in teaching and scenario-learning. I will also look at how I can use these tools whilst teaching on the UAL Creative Media Courses and in teaching in general. 
Review of literature (1500 words)

On the UAL Level 3 Creative Media Production course, students are required to manage complex creative projects and meet demanding deadlines, motivation and consistent work completion can be significant challenges for many of the students. This literature review explores how digital tools can support and enhance student motivation and productivity within this vocational creative setting.

Using existing research in educational technology, digital pedagogy, and creative media education, this review examines the barriers to engagement faced by post-16 creative media students and evaluates the potential of both industry-standard tools, such as Adobe Creative Cloud collaboration features and project management platforms as well as the use of interactive whiteboards, gamified quizzes like Kahoot and Mentimeter, and AI-assisted planning tools to improve time management, goal setting, accountability, and creative flow. 

The use of digital tools doesn’t stop at teaching and learning, they can be used in industry too. I have used several in the creative media industry and in my classroom.

According to Ashwin (2015), teaching and learning need not be restricted to traditional classrooms; instead, a broader variety of learning spaces can greatly enhance students’ educational experiences.

Temple (2008) reinforces this view as well, saying that learning in higher education now happens across diverse physical and informal spaces, many of which significantly influence how students engage with their studies. Both authors stress that the success of such varied learning environments is strongly shaped by institutional context. Ashwin (2015) highlights that access to varied learning spaces is not assured and frequently depends on an institution’s resources, infrastructure, and funding. Temple (2008) similarly points out the challenges FE institutes face in designing and maintaining these non-traditional spaces, outlining the gap between educational hopes and the actual reality. Together, their work suggests that while learning beyond the classroom holds great promise, its effectiveness ultimately depends on institutional and sometimes the teachers capacity and investment.

Digital tools can be important but not as important as teacher-to-student teaching. (Race and Pickford, 2007, p. 96) “In the early days of computers it was envisaged that computer-based learning would replace face-to-face tuition, and enthusiastic senior managers rubbed their hands in glee at the twin ideas both of saving on expensive teaching salaries and of taking control of curriculum delivery.” During the Covid-19 pandemic, teaching and learning were often pushed to the sidelines as institutions prioritised crisis management over pedagogical quality. While digital tools became essential, they should support effective teaching rather than replace it. A tool such as Mentimeter or Kahoot! can be useful for engagement and quick checks of understanding, but it cannot replace deep learning.

Students would benefit more from expert guidance than passive digital delivery while a teacher does something else.

Another thing to look at is AI replacing teaching/teachers. Gregson and Hillier (2015) suggest that while digital tools can support learning in the classroom, their presence alone does not ensure that students will actually learn. This observation appears to apply more strongly to certain institutions. College students are often less engaged and may be studying subjects they have little interest in, whereas university students tend to be more motivated. Universities also generally have greater funding, allowing for reliable access to computers and high-quality learning resources.

Kerr (2001) explains that adequate funding at universities significantly enhances research productivity, provides access to superior tools and facilities in graduate programmes, and supports greater knowledge production overall.

Narrative: Haleem et al. (2022) argue that digital technologies can support teaching. It argues that these tools drive a pattern shift in education, accelerated by the COVID-19 pandemic, which forced widespread adoption of remote and hybrid models. Digital technologies move beyond simply delivering knowledge. These tools can act as co-creators of information, mentors, and assessors. Narrative: Haleem et al. (2022) study the jump from "pen and paper" methods to lighter, more interactive alternatives like tablets, e-books, and software tools.

Fuentes and LaBad (2025) found that digital tools like mobile apps, learning management systems, interactive simulations, gamified platforms: Kahoot, Menti, and online collaboration tools: Google Workspace, significantly boost student engagement, motivation, retention, and academic achievement when implemented effectively.

In this study, these tools showed enhanced engagement, interactive technologies fostered greater participation, motivation, and emotional investment. The tools promoted self-paced learning, competence and collaboration in group work. Many included students reported higher performance results, better knowledge retention, and stronger learning gains compared to traditional methods in the classroom. Gamification and personalized features particularly stand out for increasing interest and persistence. The review directly links these tools to higher retention and completion rates in HE. Flexible access supports diverse learners, including non-traditional students, and reduces dropout risks in blended or online models. Mobile apps are noted as effective for on-the-go engagement, micro-learning, and personalized notifications that keep students connected to course material.

Li et al. (2024) investigates how digital educational games and gamification in teaching can influence students’ motivation for learning. It uses a moderated mediation model grounded in behaviourist learning theory. Using the games as positive reinforcement and social cognition theory, looking how using digital tools can impact the end outcome. The digital educational games significantly and positively influence students’ learning motivation. The positive impact of games on engagement and of engagement on motivation is stronger in institutes with better digital environments such as advanced hardware/software, reliable resources, higher digital literacy. Then in low-quality digital environments, the benefits weaken or become non-significant. This creates a moderated mediation effect: the overall pathway from games leading to engagement leading to better motivation is amplified in immersive, well-supported digital settings.

The concise 8-page article from Narrative: Pham and Nguyen (2021) offered evidence from a real classroom rather than theory alone. It's particularly useful for lecturers or curriculum designers in further education creative media looking for pandemic-era and post-pandemic era teaching strategies/studies. The study emphasizes using a combination of digital tools to manage learning, deliver content, enable interaction in the classroom, and support creative project work typical in vocational graphic design.

The report from UNESCO (2023) has a balanced, critical stance: technology is neither inherently good nor bad. It can help solve major education challenges and access, equity/inclusion, quality, and system management but it can also exacerbate problems if introduced without strong evidence, governance, or consideration of local contexts. The authors say that technology must support pedagogy, not replace teachers or human interaction, and that decisions about its use should be made on learners’ terms, not those of tech companies or policymakers alone, students should have input. 

Digital tools can play a significant role in enhancing learning; however, they should support rather than replace effective teaching. As noted by Race and Pickford (2007), early expectations that technology would replace face-to-face teaching were driven more by institutional efficiency than pedagogical effectiveness. More recent global evidence reinforces this concern. The World Bank (2021) argues that hybrid and digital learning models are most effective when they complement strong pedagogy and well-trained teachers and educators, rather than acting as substitutes for them. Their findings highlight that technology alone does not improve learning outcomes; instead, success depends on the interaction between teaching quality, appropriate use of technology, and student engagement. This is particularly relevant in further education contexts, where learners may require greater support and structure to remain motivated and complete work. Similarly, the UNESCO (2023) emphasises that while digital technologies can expand access and flexibility, they may also deepen inequalities if implemented without consideration of local contexts and digital access. Therefore, digital tools such as Kahoot, Mentimeter, or Adobe Creative Cloud should be understood as enhancements to teaching practice, not replacements for the teacher’s role in guiding, motivating, and supporting learners.

This review argues that digital tools enhance motivation and completion only when embedded within strong pedagogy and teacher-led practice

Methodology used (400 words)

This study has a qualitative action research approach, supported by a structured review of existing literature, to look at how digital tools can improve student motivation and work completion within a UAL Level 3 Creative Media Production context. Action research was selected as the methodological framework because it allows practitioners to critically evaluate and refine their own teaching practices within a real educational setting, while contributing to existing professional knowledge.
 
The research is primarily based on a literature-informed methodology, drawing on a range of academic sources, policy reports, and sector research. Key sources include studies in digital pedagogy, gamification, and blended learning, alongside reports from organisations such as the World Bank and UNESCO. These sources were selected to provide real-life evidence regarding the use of digital tools in education.
  
In addition to the literature review, the study is informed by reflective professional practice, drawing on my own experience within further education creative media teaching. This aligns with the nature of action research, which involves planning, acting, observing, and reflecting to improve practice.
 
However, this methodology has limitations. As the study relies heavily on secondary sources, it does not include large-scale primary data collection at college, which may limit the generalisability of findings.
 
Overall, this methodology provides a theoretically grounded and practice-informed approach, enabling a critical exploration of how digital tools can enhance motivation and work completion while maintaining the role of teaching.

Results/discussion (1500 words)

This section presents and interprets the findings of the action research in relation to the central question: how digital tools can improve motivation and work completion in UAL Level 3 Creative Media Production without replacing teaching. The discussion is informed by both the literature-based thematic analysis and reflective professional practice outlined in the methodology. By combining these approaches, the findings are found in already existing research while remaining relevant to the practical realities of further education.
 
The key themes identified across both the literature and practice include: motivation and engagement, accountability and work completion and the continuing importance of the teacher. These themes are discussed below in relation to both theoretical frameworks and classroom application.

Motivation and Engagement
 
One of the most significant findings is that digital tools can enhance student motivation when used in an interactive and purposeful way. Gamified tools such as Kahoot and Mentimeter increase participation, particularly during lesson starters and formative assessment activities. Students who were typically less engaged in traditional classroom discussions are more likely to contribute when using these tools, suggesting that digital interactivity can lower barriers to participation.
 
This syncs nicely with Li et al. (2024), who found that gamification positively influences motivation through reinforcement and increased engagement. Just like how Fuentes and LaBad (2025) highlight that interactive technologies foster emotional investment and sustained interest in learning tasks. Within the classroom context, this translated into improved focus at the beginning of lessons and greater willingness to engage with course content.
 
However, what I found also indicates that motivation improvement is highly dependent on how these tools are used. When digital tools are implemented without clear structure or purpose, engagement can often be short-lived and superficial. For example, extended use of quizzes without clear links to learning objectives resulted in reduced attention and off-task behaviour. This supports the argument that technology alone is insufficient to sustain meaningful engagement.
 
The World Bank (2021) reinforces this point, emphasising that digital learning is most effective when combined with strong pedagogy and active teaching. In practice, this meant that digital tools were most successful when integrated into a broader lesson structure that included explanation, discussion, and feedback. Therefore, while digital tools can act as a catalyst for motivation, they require careful planning and teacher guidance to maintain their effectiveness.

Accountability and Work Completion
A second key finding relates to the role of digital tools in improving student accountability and work completion within the classroom. On creative media courses, where students are required to manage long-term projects, organisation and time management can be critical. The use of digital platforms such as cloud-based collaboration tools and project management systems allows students to track their progress, set goals, and manage deadlines more effectively.
Students are able to break down large projects into manageable steps and monitor their own progress. The visibility of work, particularly through shared platforms, can create a sense of accountability, as both peers and teachers can track development over time.
This aligns with Fuentes and LaBad (2025), who argue that digital tools support self-regulation and increase retention and completion rates. The ability to access materials remotely and receive ongoing feedback also contributed to greater flexibility, allowing students to continue working outside of scheduled lesson time such as at home or a library away from class.
However, the research also highlights that digital tools alone do not guarantee improved completion. Without regular teacher intervention, some students can struggle to stay on track despite having access to these tools. This reflects the findings of the World Bank (2021), which emphasise that technology must be combined with active teaching and structured support.
In practice, the most effective approach involved combining digital tools with regular check-ins, feedback sessions, and clear milestone deadlines. This ensures that students remain accountable while also receiving the guidance necessary to complete their work to a high standard. Therefore, digital tools can enhance organisation and accountability, but they must be embedded within a teacher-led framework to be fully effective.
The Continued Importance of the Teacher
 
A central finding across both the literature is that the teacher remains essential to the learning process. While digital tools provided significant benefits in terms of engagement, organisation, and productivity, they did not replace the need for teacher guidance, explanation, and support.
 
Students responnd more positively when digital tools were combined with active teaching strategies, including demonstrations, discussions, and personalised feedback.
 
This reinforces the argument made by Race and Pickford (2007), who highlight the limitations of technology-led learning. It also aligns with Gregson and Hillier (2015), who argue that the presence of digital tools does not guarantee learning. The role of the teacher in facilitating understanding, maintaining motivation, and providing structure remains critical.
 
The UNESCO (2023) further emphasises that technology should support, not replace, human interaction in education. Similarly, the World Bank (2021) identifies teaching quality as the most important factor in successful learning outcomes.
 
In the context of further education, this is particularly important, as students may require additional support to remain engaged and complete their work. Digital tools can enhance teaching, but they cannot replicate the relational and motivational aspects of the teacher-student dynamic.

Overall, my findings suggest that digital tools can improve motivation and work completion in UAL Level 3 Creative Media Production when used effectively. They enhance engagement, support organisation, and facilitate creative workflows. However, their impact is dependent on strong pedagogical integration and active teacher involvement in the classroom.
 
This supports the central argument of this study: digital tools are most effective when they complement, rather than replace, teaching.

Conclusion

This action research project set out to explore how digital tools can improve motivation and work completion in UAL Level 3 Creative Media Production without replacing the role of teaching. Drawing on my literature review, the findings demonstrate that digital tools can have a significant positive impact on student engagement, organisation, and productivity when implemented effectively within a structured pedagogical framework.
 
The study found that tools such as gamified quizzes, collaborative platforms, and industry-standard software can enhance motivation by increasing interactivity, supporting self-regulation, and making progress more visible. These tools can be particularly effective in helping students manage complex creative projects, meet deadlines, and maintain focus over extended periods. However, success is highly dependent on how these tools are integrated into teaching practice.
 
Consistent with research from organisations such as the World Bank (2021) and UNESCO (2023), the findings highlight that technology alone does not improve learning outcomes. Instead, the most effective approach combines digital tools with strong teaching, clear structure, and ongoing support. The teacher remains central to facilitating understanding, maintaining motivation, and guiding students through creative and academic challenges.
 
The study acknowledges that digital tools are not without limitations. Issues such as unequal access to technology, varying levels of digital literacy, and the risk of over-reliance on technology must be carefully managed. This reinforces the importance of a balanced approach that prioritises pedagogy while making strategic use of digital tools.
 
In conclusion, digital tools can play a valuable role in enhancing motivation and work completion in creative media education, but they must be used to complement, not replace, effective teaching. Future practice should focus on thoughtful integration, ensuring that technology supports both student learning and teacher-led instruction.
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