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Digital Innovation

 The use of digital technology has increasingly become a common tool within the world of teaching, more so than ever before. This shift not only changes how we use and access information but also influences how teaching practices evolve to align with contemporary times. This trend is evident in the Digital 2030 proposal, which advocates for digitally innovative learning to play a greater role in academia. As the workplace in Wales advances, education must adapt to keep pace with a progressive economy, highlighting the importance of fostering digital competence among learners (GovWales, 2019).

This assignment explores the use of collaborative digital tools, drawing from both literature and practical application. It includes a justification for the chosen tool and a reflection on the lesson. Specifically, the essay focuses on the role of collaborative pedagogy in the classroom, integrating technology to enhance the learning experience in vocational subjects such as art and design. Collaborative tools offer numerous benefits in and beyond the classroom, including increased engagement, convenience, and efficiency for groups of learners, whether they are physically present or participating remotely (Race and Pickford, 2007, p. 89). The following literature review will critically analyze the use of collaborative tools and digital pedagogy, examining their positive and negative aspects, and determining the best contexts for their application in teaching environments. I have lastly applied the Driscoll’s model of reflection—What? So What? Now What?—to illustrate my reflection on delivering the lesson (BC Campus, 2022).

Literature review

As mentioned, collaboration has the potential to have many positive learning opportunities to be shared with their peers, technology can increase participation along with providing safe spaces  within the digital platform (Younie, 2013, p.36) in addition to this, Warren (2013) adds that the transformative learning aids the learners in adapting to new ways of thinking, within the specialism of art and design specifically in interpretations ‘engaging in alternative perspectives and opinions’. It is noted that there is a distinction between working collaboratively and cooperatively; the latter suggests working together to solve a problem whilst the former makes it necessary to include a more sophisticated understanding of the problem and positively negotiate and motivating each other to arrive at the shared goal. Therefore, the contribution of learners thoughts and opinions can enhance the learning experience along with building social skills such as negotiating and sharing information (Warren, 2013, p.263). The presence of digital technology has seen to be more prevalent in recent years from the use of computers and mobile devices in the class room, registration and assessment of work is predominantly used with digital software, reading materials, curriculum and contact information are accessible online (Williamson, 2017, p.50) especially in recent times with the 2020 Covid pandemic saw the classrooms move to being online for health and safety. Thus, the shift comes with the pedagogy for teachers to effectively navigate the online arena and effectively teach, Online calls and breakout rooms for the learners to interact with each other as a form of collaborative learning (Olson, 2021, p.415), in this extract Olson highlights that the positive aspect of collaborative learning in a digital environment was beneficial as productivity increased with the learners as they were able to work together remotely. This could be due to the quicker and efficient accessibility online along with other limiting factors such as being in lockdown, no other commitments and limited human interaction restricted to being online. Beyond from the pandemic, online learning has continued to be in use for higher education; this has worked in favour of students who, for various reasons such as illness, are not able to physically attend a lecture but are able to join remotely. Whether the interaction is in person or remotely, it allows collaboration for the learners in an interactive way with options ranging from eye catching rooms and games.

The gamification of learning has increased popularity within learning as it can be perceived as enrichment which further increases motivation (Gutiérrez-Braojos, Rodriguez-Chirino and Fernández-Cano, 2020, p.147). Further to this, this form of learning can also enhance digital literacy and engagement which as a crucial successful outcome for the learners to take this away and apply it further ventures beyond the classroom. Whether the learning in early years to higher education this form of collaboration has suggested to work effectively irrespective of the learners age as enrichment through the form of online software platforms can increase productivity being something different from the learners where they can still work collaboratively but also gives them the opportunity to give input visually if they cannot do it collectively, having software such as Microsoft whiteboard where students can use note pads for brainstorming or note taking can be presentable along with promoting discussion amongst the learners (Gregson & Hillier, 2015, p.182). This can also be seen in the Microsoft break out rooms where the students lessons are recorded and can be revisited, again, collaborative presentations through the softwares can enhance the visual concepts of the learners. This clearly emphasises the importance of introducing enriching and engaging lessons which specifically for collaboration can be a useful component for the learners to feel motivated to learn in place of working off a piece of paper and note taking.  Collaborative digital learning can encourage learners to socialise and exchange ideas and information; with the use of breakout rooms it can thrust the students into engagement with other learners they have not previously worked with which in a positive way, can also boost confidence with the learners and encourage them to work effectively in a professional setting. 

 As mentioned by Younie (2013), learning through a digital technology can be of great use, however the abundance of data available online can be misleading with fake articles and false information, when brought into the learning it can negatively impact the learners. Further to this, more commonly search engines use algorithms for users which can feed false information and be impressionable for learners who may be mislead into information that in a negative aspect can be harmful or inappropriate to learners (Williamson, 2017, p.200). Further to this, regardless of the tool used it can have an impact on the learning for searching incorrect information for a group presentation or images for an online mood board, when using breakout rooms if it is not monitored by the teacher, it can be a very unsafe environment where harassment or bullying can arise (Gregson & Hillier, 2015, p.185). It was raised earlier about enrichment for the learners to have engaging lessons, however there can be situations where the type of engagement is not suitable to all learners; too much distraction may have a counterproductive effect on some learners; those who have additional learning needs may or may not  find gamified learning overwhelming, or being forced into a breakout room with other unfamiliar learners may be overwhelming for them to effectively carry out a task or work in a collaborative way. However,  according to Meyers from the Organization of Autism Research (2023) gamification can aid in cognitive skills, problem solving and collaboration. Thus, it highlights the importance of being aware and meeting the individual needs of the students by getting to know the learners in a meaningful and beneficial way (Gregson & Hillier, 2015, p.360). This can also apply to learners who may experience personality clashes and cannot work harmoniously with one another. Depending on the group sizes and the type of learners who are instructed to work together on a project, as Read et al (2022) describes, the collaborative learning can be counterproductive for learners who are quiet can result in silent, awkward rooms placing learners in uncomfortable situations. Final note about engagement, by having remote learning for students, Read et al (2022) raises the issue of participation, if it is not set in a physical classroom requiring the learner to be physically present in the sessions, there were reports in their findings of learners not being present in sessions. Although virtual learning can bring flexibility there is a risk of abuse where learners then neglect their studies and rely upon recorded session material to account for the missed learning. 

 Another negative aspect raised by Race and Pickford, of digital collaboration within teaching is the dismissal of assessing the learner’s fluency on digital technology; younger learners may adapt more natively to the digital tool where as mature learners may not be as familiar to the use and consequently, may not feel effective learning has been achieved as adjustment to the new tool took precedence over doing the task or activity. This leaves the learners feeling unable to progress and although it can be useful in a collaborative setting the learner will learn from their peers but it is not always the case and it may not suitably apply to all (Race and Pickford, 2007, p.93). This could be due to learning styles, physical factors that could impact the inclusivity of the learning. To be inclusive and accessible to all learners as not all have the same opportunities, this could again negatively impact the quality of learning, those who do not have access can miss out on experiences and in turn may not be connected with their cohort which can affect social relationships within the groups. This again can cause disruption in classroom harmony, disengagement and ineffective collaboration again linking back to what type of learning is to be achieved from the lesson consideration is needed of whether or not a digital tool is needed for the learning and if an alternative can be used in its place. 

The final negative aspect to be drawn from the literature review is the reliability of online learning, majority of the time when the technology works the learning can be very effective, however once technical issues occur it makes the learning experience stagnant, again to refer back to Read et al (2022) to accessibility for learners who may not be able to access Microsoft teams or online services may be due to connection problems or working remote from home not being the best suitable environment with distractions, without the presence of a classroom setting the learners may not feel motivated to carry out tasks where it would be done more effectively within the university or college as it may lack structure. To highlight the Covid pandemic with the adaptation of instilling virtual learning in a sudden change there were instances of issues from classes being unable to work because of connectivity or technical defaults, deeming insufficient to use as a tool for learning (Alqahtani et al, 2023). 

From the literature review it appears to be a balanced argument for and against using digital collaboration, it is supported that virtual learning can be a strong source for variety of material, when used in an appropriate way. There is a need of a balance considering the risk factors along with being inclusive for the learners to feel comfortable, confident and engaged in participation to create effective learning. It is noted that the limitations within the literature specifies digital collaboration as a whole and not specified in a vocational subject of art as an example. Nevertheless, digital collaboration could be applied to a subject on the grounds that it is a classroom style of learning for gathering information and sharing ideas or concepts which can then be applied into practical subjects as a means of improving social and informational exchange. 

Drawing from the literature on collaboration relevant to the lesson I intend to carry out with my learners, I aim to utilize tools that create an engaging, enhanced, and transformative experience, encouraging students to interact creatively in an online space. Educational theorists, such as Vygotsky, emphasize the importance of social interaction as a catalyst for learning from one another (Allahyar & Nazari, 2012, p. 80). This theory remains applicable to collaboration in the digital era, where communication plays a key role through social platforms. By conducting a digital lesson, learning can be enhanced in meaningful ways. Further to this, Dewey’s experiential learning theory can be applied, especially for students who are not well-versed in technology. By engaging in observation, hands-on activities, and reflection, students who are new to technological learning can benefit through “humanistic connection” socialising and teamwork can further support their adjustment to this new mode of teaching (Miettinen, 2000, p.54).
Lastly, Connectivism, which integrates networking and self-organizational theories, allowing an adaptable learning method to fit into the digital realms. According to Siemens, Connectivism emphasizes that in the digital era, learning is a collective activity facilitated through online interfaces. Siemens argues that learning is no longer an internal, individualistic process, but a dynamic, interconnected activity that reflects “tectonic shifts in society” (Siemens, 2004, p. 5). Therefore, fostering innovative teaching practices is crucial in contemporary times to effectively cater to diverse learning needs.

To navigate the lesson I intend to teach that falls in line with digital innovative practice, I have considered the framework for post 16 learning in Wales Digital 2030 with the proposed aims as guidance, themes raised most notably were “wider access to learning and participation with the learners, more immersive and interactive experiences and opportunities for independent learning, skill development” applied into the tool I have intended to use (2019, p.6). Creating a lesson that can be applicable to the themes, in hand with the aims of the framework of implementing a digitally accessible and safe environment for the learners, thus a need to have a collaborative element to share information and skills (2019, p.16). Bringing the lesson from traditional classroom learning, to transforming it into a digitally integrated learning environment, I have implemented the SAMR framework; substitution, augmentation, modification and redefinition (Daniela, 2020, p.75).  The framework is split into two parts; 
· Enhancement
substitution of replacing traditional teaching tools with technology, augmentation of the teaching domain by improving the function of learning such as enhancing participation and engagement.

· Transformation 
Modification can be a further step from augmentation where the learners and teachers are able to redesign or contribute more to the learning, redefine the teaching through “previously  inconceivable” methods such as joining sessions remotely, presenting the material on the students devices in real time or recording lessons (Daniela, 2020, p.75). 
The framework has a number of beneficial uses, it offers a clear structure in how to integrate technology into a lesson, which is useful to teachers with varying tech proficiencies to use and adapt the model to their suited level (Bicalho et al, 2023, p.569). Most importantly, it encourages student centred learning by promoting an engaging and creative experience; with the intended lesson I wish to deliver being a creativity focused collaboration it can be well suited to an art and design curriculum. On the other hand, it can be perceived to be oversimplified which may not address the needs of all learners, similarly there can be a risk of misinterpretation of integrating technology at a higher level misplacing the needs and learning goals of the students at the forefront (Hamilton, Rosenberg and Akcaoglu, 2016, p.436). Despite this, according to Bicalho et al (2022) there is an overall positive response from teachers utilising the model and that although instructionally it may not be clear, they suggest that there is no need for crucial understanding of the levels of the model but to utilise it in a flexible way and non hierarchal way and for the use of the technology to be substitution if it enhances the learner experience (p.576). 

 I have decided to use Microsoft whiteboard as a collaborative digital tool for the learners to create a storyboard using the online pen tools to illustrate a rough picture book for a narrative project. This tool has qualities of social interaction, innovative and all round suited to engagement and teamwork with learners, has appraised this tool for inclusivity, and suitable for activists and reflective learners with the variety of options available to do on the virtual whiteboard whilst also being able to effectively monitor learner progress (Mendez et al, 2022). From research, it appears that this aligns more appropriately to the principles of educational theories that have been reviewed, although there are a variety of theories that have some attributes which could apply however, theorisation of behaviouralism, constructivism and cognitivism did not have the consideration of technology impacting on learning in the way that it is today (Siemens, 2004, p.1). 





 The way in which SAMR is used in this instance is to substitute the traditional drawing element of the lesson on paper to the online whiteboard, the augmentation, modifying and redefining for the learners using the tool collectively in real time and discussing the layout through digital notepads with ready made instructions prepared on the whiteboard. Being accessible via a secured link, the learners are able to participate remotely and remain engaged with the lesson and be updated of any changes or contributions. This aligns with the digital 2030 aims of enhancing the learning experience by delivering through safe, accessible and collaborative methods (Gov Wales, 2019, p.16).   

The following body of text I have included the lesson plan of incorporating the digital tool, noting the aims and objectives of the lesson and where I would be including the tool into learning. 

                                                       Lesson Plan

	Topic: Colour Psychology (Narrative) 
	Class: Level 4


	Date:
 20.11.2024
	Length of lesson: 45 minutes
	Number of students: 6

	Resources required:

Tablet/ computer
Learners email addresses to send whiteboard link
Digital drawing tools 
USB cable from tablet to screen
PowerPoint presentation
Link to Microsoft Whiteboard







	Aim of Lesson
Discuss the use of colour within narrative story boarding 
Produce work drafts of illustration imagery using the digital tool
Determine how colour changes the narrative 






	Learning Outcomes – The Learners Should Be Able To:
To engage with other learners to develop social and reasoning skills 
Demonstrate drawing skills and use of colour can have an impact on narrative story telling






	Previous student knowledge required for the session:	
 Early level 1-3 knowledge of Art, basic technological skills.






	Anticipated difficulties (if applicable):
Technical difficulties such as the PowerPoint or the whiteboard link does not work, I will  test run the PowerPoint and link to ensure the learners are able to access the tool and will present the PowerPoint and link on the tablet if the classroom screen does not work. 
 
Individuals may not be able to use the whiteboard, those who are present together in the classroom can partner with each other to use the whiteboard. 

The learners may not understand what is asked of them, to counteract this I will be providing instructions onto PowerPoint and the virtual whiteboard doing question and answers and asking if there are questions or concerns as the lesson is carried out. 

Not all the learners are able to attend in person, to send the link to the learner to access remotely, alternatively the lesson will also be recorded to look at another time. 





	Professional Standards (where are these being met within the session):

Value and promote diversity - to ensure the art is not offensive and during the discussion ensuring everyone is involved and are on the same page to ensure nobody is offended and does not feel safe, showing appropriate images into the PowerPoint and monitoring the virtual whiteboard. 

Understand the importance of Welsh culture and Language - including Welsh language  and translations in the PowerPoint and within the virtual whiteboard

Demonstrate dignity courtesy and respect - listening and respecting other learners views during the discussion and act as a mediator between the students 

Plan and deliver effective learning, teaching and assessment - planning my strategies for the lesson and providing learning sources and assessing learners progress through Q and A at the end. 

Enable learners to share responsibility for their own learning and assessment - from the given examples encourage the learners to discuss with each other to design story scenes on the virtual whiteboard  

Demonstrate commitment to learners, their learning, their safety and well-being - ensure it is a safe space for discussion asking learners if they are comfortable in the duration of the lesson to offer one to one support if needed . I will achieve by openly communicating and inviting to come speak to me about any concerns and monitoring the lesson and activities.








































Lesson Detail:

	
Stage 
	
Focus
	
Strategy 
	
Time 


	Introduction











Development 
























Plenary/conclusion




	Introduction of the colour psychology lesson slides





What is colour psychology? Slide, definition and examples



Theory/ lecture style teaching of art styles and examples of artworks 




Instructions on last slide and links sent to students emails, Q and A before proceeding.








———————————
**Integration of the digital tool **
Microsoft whiteboard presented to the learners 


Discussion and Q and A at the end
	Title of the PowerPoint for the learners to know what the topic is about, the aims of the lesson slide is to show the learners the purpose of the lesson and what they may learn from the topic. The slides will be bilingual thus being inclusive to fluent and learners of Welsh language.

The slide will begin with a Q and A with the group, learners can shout out answers of what art is, the dictionary definition will be shown along with example images on the slide. 


The learners will be shown commercial images of colour, different specialisms of where colour is used in advertising, character design and scene setting in illustration, animations, films and photography. 



The learners will be instructed on the last slide to create a storyboard from the story of Blodeuwedd considering the use of colours, the learners are invited to use collage, words, illustrations within the story board and any concerns to address to myself 







—————————————————————
Learners are connected to the link and each be assigned a scene within the story board, they are advised to read the assigned scene and illustrate using the drawing tools or obtain copyright free images to collage into the scene. 

Learners are invited to reflect upon the lesson, and discuss the designs created and the use of colours choices. Conclusion of lesson inviting students for any further questions or concerns to speak in private or email.
	1 minute







2 minutes 






5 minutes






5 minutes







——————-



30 minutes 





2 minutes





	Assessment Strategies: when and how are they included within the lesson?

· by assessing the students collaborative learning, monitoring the classroom in person and observing the virtual whiteboard to assess if they are working together, talking and discussing to each other to create designs. 
· Discussions at the end of the lesson to invite students on their thoughts of the lesson.
·  Q and A before proceeding to the digital tool to assess skill and knowledge and ensure the learners are comfortable with the task. 

Informal reflection (to be completed after the session):

Overall, the lesson went well, the learners successfully carried out the task as intended and no concerns were raised about the use of the virtual whiteboard. At the beginning of transitioning to the whiteboard one learner was unable to join as they did not bring their laptop with them, this was quickly resolved with another learner partnering up with them. Another student did not bring a drawing tool with them but did resort to utilising images in place of drawing on the tablet. 

I felt I had stuck to my professional standards throughout the lesson and I did not feel particularly nervous when delivering the lesson but I did feel like I rushed the beginning part in order to maintain enough room to cover the topic on PowerPoint and arrive at the digital tool part of the lesson, by doing a test run before doing the lesson greatly helped ease my worry of the tool not working effectively. Positively, the learners gave brief feedback that they felt the lesson was enjoyable and the tool itself was easy to navigate. 
I do regret failing to ask further questions such as whether they felt the tool was appropriate throughout however it was nice to see that they were conversing with each other  and communicated in duration of using the virtual whiteboard.
 Lastly, I was satisfied that I was able to complete the lesson in a timely manner as my worry was going over the proposed time, however even with the discussion and initial issue of one learner not with a laptop it was resolved effectively. For a future lesson similar to this, I may consider another type of tool such as Canva as although the whiteboard appeared to be straightforward I feel that the creativity could have been further enhanced with a greater variety of painting and designing options. Despite  this, the tool still functioned well and given the students engagement,  I was happy with the result of the lesson. 




























[image: ]The above plan was used as a guidance for the lesson, the main purpose was to demonstrate collaboration through the use of digital technology replacing the traditional concept creating artwork. I have included captured screen recordings detailing the steps of how the tool was used: 


Image reference No.1 shows the invitation of the learners to join the virtual whiteboard, initially the whiteboard was set to view, however it was amended to allow the learners to edit. The invitation was sent via email which brought the learner using a secure link into the website where they were then able to use the drawing tools to illustrate. 
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Image reference No.2 shows the layout of the virtual whiteboard; the tool bar below enabled the learners to digital paint, draw and paste imagery into the storyboards. 








[image: ]

 
Image Reference No.3 shows the learners visible on the screen engaging on the whiteboard, this would what have been shown for remote learners in real time.  




Evaluation - What? 

 On the 20th November 2024 I delivered a digitally innovative lesson titled Colour Psychology where the learners would initially be taught through a PowerPoint explaining the theories of the meaning of colour and how it is implemented into narrative storytelling. By using PowerPoint as an introductory to the topic it is more clear for the learners of what the intended outcome is for the lesson with appropriate text and exemplary visuals (Gregson & Hillier, 2015 p.280). The learners were then instructed to use the virtual whiteboard as the digital tool replacing individual paper handouts. Once all the learners accessed the link, they began using the whiteboard with designated scenes chosen by myself, two of the learners paired up with each-other to create a scene and one used online images creating a visual mood board from the scene prompt. The only technical issue faced was quickly resolved by changing the participants from viewing only to edit, I had test run the whiteboard prior to starting the lesson to ensure it was running successfully which I felt put my nervousness at ease on delivery. Once the activity was completed, I then asked the learners on their thoughts of the lesson, asking how they found it useful to use the digital tool, the feedback that was provided that they found it engaging and the tool itself was easy to navigate. Lastly, I requested feedback through email which explained a more in depth to a general response. 

So What? 

 Overall, the use of the tool was successful in the means of promoting engagement and teamwork, the intended outcome was achieved of digital collaboration, I felt it was a smooth transition of utilising the SAMR framework into the lesson and adhering to some of the professional standards of sustainability (Professional Standards Wales, 2023), the substitution of paper to creating digitally promotes positive sustainable practice that can be adapted into their own learning and personal values. Further to my use of professional standards, the feedback I received from the learners were positive, my use of the Welsh language did not go unnoticed from the learners, noting that it was suitable adding incidental Welsh on the bilingual slides and whiteboard which helped some of the learners who were not welsh speakers to be informed more of the language. Other professional standards which were noted from the feedback, a learner gave appraisal that I was non-judgemental with the designs made and encouraged creativity, this falls in line with inclusion and demonstrating dignity, courtesy and respect which I felt made the learners feel comfortable in doing the task in my approach of giving positive words of advice, as Hickman (2000) describes specifically within art, the importance of “valuing students’ personal responses to looking and creating art”  will positively impact the the learners confidence (p.1). Upon reflection, I feel that the only limitation to measure how successful the lesson could have been would be perhaps to have had a larger group with a variety of learners of varying ages and technical abilities to ascertain how transformative the lesson was, as the learners in the group responded by saying the tool was easy to navigate, they were of an age where they could be considered as technical natives, whether the same outcome would be achieved for those who are not considered to be. A final consideration for myself would have been to ask more questions to the learners such as asking ‘do you think the tool was appropriate throughout the collaborative work?’ as thinking about how collaboration in this context was shown through the tool, I feel this would have been better to measure the appropriateness of the tool, as some discussions could have been done amongst each other on the tables. Although the whiteboard became a functional tool for the group, I have since considered whether to have used a more creatively defined tool such as Canva which is used more for digital designing, nevertheless as a basic lesson where the focus was on collaboration over sophisticated artistic skill was successful. 

What Now? 

 To use this method in future practice will be considered given on the context of the lesson, within art and design education generally, there is a variety of creative teaching methods that would be used, however assessing the learners creative and technical skills would be mainly measured through their own individuals projects and the learner is encouraged to use tools that are preferable to themselves to produce work (Hickman, 2000, p.5). However, this is not to say there will never be lessons within art and design that will not have elements of SAMR innovative frameworks, such as graphic design tutorials using digital software to create art, to public galleries now going into the digital domain. The knowledge that has been taken from this assignment will not be discarded, as education and technology is quickly progressing, the future will be further innovative to fit in line with current frameworks and ongoing issues of sustainability to constantly enhance, improve and better society and its learners, and improve my knowledge as a practitioner by being up to date with my practice (Cole’s, 2004, p40). 
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