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This assignment will explore and critically evaluate the role that digital innovation plays within the development of both teaching and learning on the BA Film & TV course, by means of designing and evaluating teaching tools and illustrating a critical awareness of the amalgamation between digital innovation and professional practice.
To graduate from the Film & TV course requires knowledge and experience in both theory and practice, as filmmaking is not only a technical skill but supplemented with a “rational, intellectual capacity” (Buckland, 2016), and understanding film in this way results in a “deep knowledge of how films are put together and why they are made in a particular way”. As filmmaking education requires hands-on learning to build the technical skills around equipment, this assignment will explore how digital technology can connect both theory and practice, and how it can be used to solidify learning when putting it to practice.  Adult learning can arguably be characterised as “experimental, problem-based, immediate, and self-directed” (Tomei, 2010), so the objective of this assignment is to develop and put into practice a digital learning tool which can be used by students in their self-directed learning. In self-directed study, students don’t often access learning modules during the typical university hours (Jackson et al., 2018), so the objective of this development and application of a digital tool is to provide students with a digital tool separate from the university’s platform but also only accessible to students. The chosen digital tool for this essay is a webpage created from scratch, with various videos and hyperlinks to aid in students’ self-directed learning. In doing this, it provides students with a means of study which is distinctive from the University’s module digital tools and hopefully resulting in a new and interesting way to partake in self-directed learning.
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[bookmark: OLE_LINK1]Before applying creativity and pedagogy, one must first explore and understand the frameworks for diagnosing and improving digital innovation. Digital technology is unique in all aspects and can progress to many types of innovation processes which are ever-changing and hard to control and predict; to help navigate this constantly changing topic, a framework is needed to help measure and manage it. Nylén & Holmström (2015) identified some key areas worth taking into consideration, three of which are relevant to the chosen tool applied to the lesson – firstly, digital products (which, for the sake of this essay, is the digital tool used) should be both efficient and “provide a rich user experience”, which can then be measured based on “usability, aesthetics, and engagement”. Secondly, the value the digital tool creates for users (students) should be measured, by means of assessment. Thirdly, Nylén & Holmström (2015) discuss “digital evolution” which involves gathering information beneficial to identifying and utilising opportunities for innovation.
Effectively providing a rich user experience with a digital tool whilst still creating it as aesthetically pleasing and engaging can be challenging. It is argued that the standard belief is teaching should be constructed as a “technology” rather than an art; Muijs & Reynolds (2001) in their introduction to Effective Teaching – Evidence and Practice suggest that the view of teaching as an art is responsible for the deficiency of exceptional teachers in schools. In addition to this, they categorise the devotion of attention to “personal factors and qualities” as an idiosyncratic and difficult method to influence students and inadequate by educational policies. Admittedly, their Muijs & Reynolds (2001) aversion to creativity in teaching is mainly in regard to the humanities sector, but this can be taken into account whilst tackling the amalgamation of theory and practice in Film & TV. The focus on personal factors and qualities is arguably beneficial to the ‘art’ of teaching, as highlighted in Vygotsky’s Zone of Proximal Development, which refers to the “range of abilities an individual can perform with the guidance of an expert, but cannot yet perform on their own” (Cherry, 2023). Based on a learner’s skillset, Cherry splits the stages of the Zone of Proximal Development into three distinct categories; tasks a learner cannot do with assistance, tasks they can do with assistance, and tasks they can do without assistance.  As a rule of thumb, one should not assume any student has specific prior knowledge, nor should it be assumed the readiness of said student. The focus on individual development is crucial and is done through relationship building (van der Linde & Goede, 2022), which, if done correctly, can lead to each student developing into an “autonomous, self-directed, lifelong learner, who takes ownership of their own success”. So contrary to Muijs & Reynolds (2001), dedicating focus towards “personal factors and qualities” will contribute to educational policies by encouraging students and providing an appropriate level of support according to each individual skill level, that incites motivation and self-learning.
The second key area that Nylén & Holmström (2015) suggest considering before applying digital innovation is the ability to measure the value of said digital tool through means of assessment. This also ties in with Vygotsky’s theory as the value of the digital tool can differ depending on which category of the Zone of Proximal Development each student falls under. Students who partake in self-directed learning reported higher course satisfaction, motivation, and performance (Roth, Ogrin, & Schmitz, 2016), which was measured through formative assessment in the form of feedback. When measuring the value of a digital tool by means of student feedback, Fanshawe et al., (2020) suggest that it can be used to “develop the self-regulating skills and attitudes that students require in their employment beyond higher education”, this in turn complies with the key area that Nylén & Holmström (2015) state is important when developing a digital tool. Receiving feedback from students is a type of self-formative assessment on the teacher’s progress, which is a means of enhancing their learning (Omorogiuwa, 2012) rather than viewing their students’ results at the end of a module to reflect on their teaching. This allows teachers to discover the strengths and weaknesses of their students and their experiences during the lessons. Receiving feedback from students personally instead of just viewing their grades gives the teacher a more in-depth view of how successful they are in teaching.
The third key area of the framework suggests that the digital tool’s capability for change should be considered whilst applying it to a lesson. Digital innovation is not only technological, it is also about “leveraging technology for maximum benefit”, and most importantly, it should be noted that digital innovation is an iterative process, with the opportunity for continuous learning (Digital innovation, 2019).  This goes hand in hand with the second key area, therefore it can be said that in order for a digital tool to be valuable it should be receptive to change and adaptation; continuous improvement on the digital tool can have a positive impact on innovation as it encourages essential and incremental innovation which then creates a culture of “experimentation and risk” (Lizarelli, de Toledo and Alliprandini, 2021). As stated in the evaluation of the second key area, the value of the digital tool can be measured through its effectiveness by means of formative assessment. This also allows for teachers to change and adapt their digital tool based on their students’ needs and suggestions. If a student feels they have not properly comprehended a topic, the teacher can use this to ensure their digital tool is adjustable and can be altered as studying progresses. It is a teacher’s responsibility to recognise all students’ abilities to develop the knowledge that is “essential to the development of sound educational policies and practices” (Cook-Sather, 2002). By allowing the input of student perspectives, the opportunity to improve practice and student experience is increased, therefore fulfilling the framework set by Nylén & Holmström (2015).
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The above led me to the decision of developing interactive content for the students, in the form of a webpage created specifically to be used to enhance their practical experience. Those who actively participate with online interactive content enhance their learning process and make it more memorable, as it can provide them with a more immersive and personalised experience (Storyly, 2023). The importance of interactive learning to students has been proven through studies to be crucial to their relationship and influence in online learning (Kyei-Blankson et al., 2016). It was found that students perceive “learner-content interaction” to be more important and beneficial to their learning and progress compared to “learner-learner interaction”. Online interactive learning enables Film and TV students to access content when they are out filming on location (e.g., filming away from university grounds and/or without any university staff present), the webpage can be an effective tool to independently solidify learning as it is a means of self-directed studying and assessment. The webpage provides students with a way to test and validate their skills and knowledge as they can use it when they are unsure of certain aspects in their practice. This is a controlled environment where the information is already examined and referenced to be appropriate for their work.
Furthermore, the purpose in creating a webpage is to improve learning, retention, and personalised experience, as online interactive content encourages learners to partake in problem solving, and decision-making. It can also be tailored to each specialism within film (cinematography, directors, etc.), which in turn enhances the students’ experiences and makes the module content more relevant and valuable to their learning (Oladokun, 2023).
When deciding on creating a webpage for the Film and TV students, the framework I used to decide was the Technology Integration Matrix (Florida Center for Instructional Technology, 2019), hereby known as TIM. The TIM framework outlines the five characteristics of meaningful learning environments and five levels of technology integration, and how they associate with each other on a matrix of twenty five cells. The “Authentic” level of technology integration was the most suitable to the environment the students work in, this is a tool that links “learning activities to the world beyond the instructional setting” and would not focus on working on decontextualised assignments fits in with their practical requirements of filming in locations away from the university grounds. After choosing the “Authentic” level of technology integration, I had to consider what learning environment would be most beneficial to the students. Out of the five levels of learning environments presented to us in the TIM framework, I had decided that the “Infusion” level would be most appropriate to the students in their development and transition into the film industry, without overwhelming or discouraging them. As Cherry (2023) states, a “more knowledgeable other” is someone who has a higher level of knowledge than the learner and can provide them with instruction to guide them through their learning process. Whilst out filming on location the students are working independently, it is unlikely that a “more knowledgeable other” will be present. It is therefore important to consider the implications of each aspect of the TIM framework and choose the one best for students to work independently without overwhelming and discouraging them from any potential self-directed learning. In the “Infusion” level, the learning context is provided by the teacher and students have the freedom to choose which tools they use. 
The Authentic Learning, Infusion Level allows students to choose which tools they need to complete tasks and activities that have a “meaningful context beyond the instructional setting” (Florida Center for Instructional Technology, 2019). In order for this selection to work, students must be comfortable with the chosen technology tools and feel confident that they are able to apply these tools to their practice. I took this into consideration when developing my webpage and provided various videos and hyperlinks which direct them to useful websites that they can use in their self-directed learning. In doing this, the risk of students using incorrect or outdated sources for their learning is greatly reduced.
In this Authentic Learning, Infusion Level, the teacher should encourage students to “make connections to the world outside of the instructional setting” (Florida Center for Instructional Technology, 2019), in the form of choosing and using technology tools. The learning context provided by the teacher should be regularly used by students to assist them in choosing suitable content based on their individual needs. I recently held a lecture where I introduced the students to the webpage and used it to enhance my teaching. I demonstrated the various videos and useful hyperlinks and informed the students that once they are given the webpage URL, they will have constant access to it and can even use it on their own independent films outside of the university. As stated previously, Film and TV students not only need knowledge of theory but also essential practical experience, and this proposed webpage will provide them with the tools to expand and develop their skills and experience in their own self-directed learning.
Finally, the TIM framework takes the setting of a projectinto account, this should provide not only technological tools, but “ongoing, independent access to a broad range of information, data, and source materials beyond the instructional setting” (Florida Center for Instructional Technology, 2019). The webpage I created covers the basics of film language used on set, various lenses available for use along with visuals of what picture they create, features on a camera, the importance of logging shots, and more. These are small but very vital aspects of filming and are often overlooked. So whilst students are focusing on their modules and the various pieces they need to include, the webpage offers them a quick, simple, and easy solution to quickly refresh and solidify their learning whilst on set.
[bookmark: _Toc152861166]Application of the chosen learning tools
In this section I have included screenshots of webpage I had developed and introduced to the Film and TV first and second year students, annotated to explain the use of each section. All students were encouraged to use this webpage to aid them in other modules and independent projects, they were also provided with this hyperlink to access the webpage:
https://new.express.adobe.com/webpage/38Bz5CTPGNKtL

[image: A close-up of a camera

Description automatically generated]
Pictures 1 and 2 show the initial images that students will see when opening the webpage. I used simple but relevant, engaging and interesting photos to adhere to the aesthetic standard that must be met when creating a successful digital tool.
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[image: A close up of a camera lens

Description automatically generated]
Picture 3 shows a brief introduction to the different effect of various lenses. This can provide a quick refresh for students who need a visual reminder of what effect each lens provides.s For example, new and inexperienced filmmakers may find it hard to memorise that a 100mm lens is a more ‘zoomed in’ lens, and the 28mm lens is wider and allows you to view more.







3.

[image: A camera lens with red text

Description automatically generated]Pictures 4, 5, 6, and 7 show that the webpage provides an in-depth visual of what each lens is and what effect they have. It’s important to note that the lenses shown here are all available at the University’s Film and TV stores for students to book out and use.
Pictures of scenes from films have been used to increase interest. Picture 6 also shows that I have included a video example of a particular lens being used – more specifically a lens which is less commonly used in standard films. This is to provide an even more in-depth visual of this lens and its potential.
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[image: A screenshot of a video

Description automatically generated][image: A screenshot of a device

Description automatically generated]Picture 8 displays the video I have included in the webpage which explains the depth of field to students. This video and all others have been screened and confirmed that it provides information that is within the guidelines of the Film and TV standard.
8.

I created a section specifically for students to explore on their own accord, which can be seen here in picture 9. This section was not covered during the lesson, but students were informed of what it is and what it is there for, along with being encouraged to use this section to help guide them in future.
9.

[image: A diagram of a picture of a plane

Description automatically generated with medium confidence]

10.

[image: A screenshot of a video

Description automatically generated]Picture 10 shows a graph I had included which gives a simple visual of how space can be manipulated – this can be useful for students who when on set are uncertain of which position or lens to use.
Picture 11 is an informative video on lighting.
Picture 12 covers the clapperboard, which is annotated to explain each individual section. Students can use this whilst filming on location to check and reaffirm that they have marked it correctly.
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[image: A movie clapper board and a movie clip
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12.


[image: A paper with text and a chart

Description automatically generated with medium confidence]


Picture 13 is an example of a completed camera log, more specifically the one that is provided to students from UWTSD. It was more appropriate to use the UWTSD camera log as all logs can differ, and students will be using the UWTSD provided template for the duration of their course.
13.
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Picture 14 shows that the students have been provided with the correct use and order of language and statements that are used while filming on set. Students can look back at this before beginning their film to refresh themselves on what each individual role needs to say.
14.
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The emulation challenge shown here in pictures 15 and 16 provides students with an in depth explanation of what the challenge is, what students need to do, what they must consider while emulating these scenes, and even offers them a higher difficulty option of the same emulation goal. In doing this, it is delivering a task that can be completed by students of different expertise, ensuring that students are neither overwhelmed with a difficult to complete task or underwhelmed with a task which does not challenge them.
15.

[image: A screenshot of a video
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[image: A white sign with black text

Description automatically generated]Finally, picture 17 is the end of the webpage, this is a reminder to students to take care of and respect the equipment. It directly translates to working in the film industry and is an important message for students to be aware of and take on board.
17.











*Please note that the videos shown in pictures 8, 9, 11, 15, and 16 all play within the webpage. This means that students do not have to click a link and leave the webpage in order to watch the video. This shows the creation of a convenient tool, as students can quickly play the videos and select which part they need to watch, and they can also scroll to other areas of the webpage to cross-reference what is being stated in the video. My aim here is for students to solidify learning and understanding in their self-directed study.
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[image: A screenshot of a computer
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Description automatically generated]The chosen digital tool for this module and its purpose differs from the typical or standard digital tool, as it encourages and enhances self-directed learning and self-directed study. However, I have also created a Feedback Form on Microsoft Forms as a way of assessing my own performance and that of the webpage through the students’ experiences and view on my work. As Nylén & Holmström (2015) stated, the efficiency of a digital tool can be measured through “usability, aesthetics, and engagement”, and this is what I have based my feedback forms on, to ensure that my webpage fits into their framework. Below are screenshots of the desktop and mobile version of the feedback form:
The desktop version of the Feedback Forms
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Description automatically generated][image: A screenshot of a feedback form

Description automatically generated]The mobile version of the Feedback Forms
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[image: A graph with numbers and text

Description automatically generated with medium confidence]Below are the responses to the feedback forms:
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Description automatically generated]
[image: A screenshot of a survey

Description automatically generated]
Student feedback indicates that the webpage was successful in terms of usability and aesthetics. The appearance of my webpage received a score of 4.56 out of 5, signifying that all students who completed the survey found the design to be satisfactory at the least. The usability of the webpage was measured by whether the students would revisit to help them in future; 8 out of 9 said that they would, with 1 voting that they might revisit. This shows that the webpage has met the engagement aspect of the framework. The usability aspect was also met, evident by the response to how easy the webpage was to follow, which received a response of 4.67 out of 5, meaning that the framework I used to build my webpage was effective. Students also responded in favour of the belief that the website has supported their learning. 
The first four questions were mandatory to answer, however I provided a fifth question which was optional for students to suggest ways in which I could improve my webpage. Out of two responses, only one was useable (as the other was simply “no”), and the student stated, “more buttons that take you to important places”. I have made the assumption that this is in regard to the hyperlinks I had provided in the webpage, that leads students to useful websites which have been checked, are reliable, and meet the correct standards. In retrospect, I had limited time, so I was only able to choose specific topics which I felt students had less experience and knowledge in. Going forward, I will be expanding the self-directed study section of the webpage, adding more relevant and useful hyperlinks and videos. The webpage can be continuously edited while it is active, so over the course of my studies as a student teacher or indefinitely, I can keep adding more information for the students who will always have access to this webpage as long as they have the URL. 
Upon reflection and evaluating the feedback, I believe my application of a digital tool to aid self-directed learning was successful. The nature of the tool means that it can be continuously updated to meet the needs of not only each individual student but the changing industry standards.
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Below is the lesson plan I had created before holding the lesson and introducing students to the webpage. Whilst creating this I had made sure I had taken all desired outcomes into consideration, ensuring all outcomes and aims truly reflected my intention to guide students towards self-directed learning which will be beneficial in building their career as filmmakers.
	Topic: Visual Design
	Class: Year 1 & 2 BA Film and TV


	Date: 13/11/23
	Length of lesson: 2 hours
	Number of students: 13

	Resources required:
Computer and projector.

	Aim of Lesson:
To teach and refresh students’ knowledge on lenses and their uses, depth of field and how space is manipulated, marking the clapper board, keeping a camera log and language used on set.
For students to use the above in their emulation exercises, where they emulate chosen scenes from different films.
To encourage students to revisit the webpage in their emulation exercises and in future projects in the form of self-directed learning.

	Learning Outcomes – The Learners Should Be Able To:
· Learners should be able to understand the effects each lens has and use this knowledge to identify which lens they need to emulate specific scenes given to them.
· Learners should have a basic understanding of the language used on set and put this into practice in their emulation exercises, other modules, and their own projects.
· Learners should be able to properly log both camera and audio logs and understand the importance of this
· Learners should know how to manipulate the depth of space in a film and when it is appropriate to do so.

	Previous student knowledge required for the session:	
No previous knowledge required, some hands-on experience with the camera is preferred.

	Anticipated difficulties (if applicable):
Internet connectivity issues or lack of mobile data can hinder on their filming schedule.
Students who either don’t have a mobile device or theirs is temporarily unavailable won’t be able to visit the page on their own accord.
Students who can only use a computer or laptop may not be able to visit the webpage due to inconvenience whilst on set.

	Professional Standards (where are these being met within the session)
In this session I met various standards from the Professional Standards Framework (2023):
K4 – Appropriate use of digital and/or other technologies, and resources for learning. I have provided the students with a webpage that they can access on their mobile phones whilst on location.
A1 – Design and plan learning activities and/or programmes. I have designed emulation activities for the students to enhance their skills and solidify their learning when put into practice.



	Assessment Strategies: when and how are they included within the lesson?
Formative assessment will take place throughout the lesson, through means of strategic questioning (encouraging further thinking through “how” and “why” questions), discussions, and analysing students’ work throughout by looking through what they’ve filmed so far and how it compares to their emulation task.



	Informal reflection (to be completed after the session)

The session overall went well – the students were engaged during the lesson and answered questions. The students had revisited the webpage during their emulation exercises to refresh their memory, but also as a way of self-assessment as they had used the webpage to check if their methods were correct. 

Update – students had used the webpage during their trip to Lampeter on 23rd November 2023 where they were working in independent crews without the help of a lecturer. This solidifies the notion that the webpage is useful to students, and I have been successful in creating a means to enhance self-directed learning.
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Useful links:
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Depth of Field

In cinematography, depth of field refers to the size of the area of sharpness in front of and
behind the focal point of sharp focus. A shallow depth of field describes a small area or part of
the image in focus, where things away from the main subject become blurry.
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Changing Position of View and Perspective
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a)Artist close to the pictoral plane. A situation such as this in
photography/film would require you to use a wide-angle lens
(allows you to squeeze more into the frame). Effect on the
image — room looks deeper than it would naturally

b)and ) Artist a reasonable distance away. This could allow the
artist to use a 35mm or a 50mm lens (general lenses that would
be used for portraiture). Effect on the image — produces a
natural depth.

d)Artist far away from the pictoral plane, thus viewing from a
narrow angle. Effect on image — appears flat This situation if it
is not the look you desire requires the artist to move closer to
the subjects.
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Manipulating how your camera
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Camera Log - paper notes:
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Log explanation:

« There are 5 shots catalogued on this log (indicated by the colours)

« Orange shows shot 1 took 2 takes due to a false start for example forgotten lines.

« Green shows shot 2 was done in 2 takes. The lighting design was altered.

« Purple shows shot 3 was done in 4 takes. There was some experimentation carried out and
issues on set the story shows.. Take 1 there was a sound interruption, due to this a second
take was required. Take 3 there was a change in exposure (F-stop alters to 22) the DOP and
director wanted to try the shot with a darker image and a deeper focus. Take 4 the DOP

and director wanted to try the shot with a different lens (85mm). Remarks show director
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* Brown shows shot 5 done in 2 takes due to a false start for example forgotten lines.

Roll Call:
‘Who: What is said and done:
Assistant Director ‘Quiet on set!”

Assistant Director

“First positions.

Performers, Camera

Operator, Camera Assistant
Assistant Director

cast and crew position themselves for the start of @
take

‘Turnover’.

(Signaling camera operator to start recording,

Camera Operator

set camera to record, once it is call out...
‘Camera rolling’.

Sound

‘Sound rolling’

Camera Operator

camera operator should then frame the clapper
clearly in frame. So that the details on it are legible
and in focus.

Camera Operator

‘Mark it’.

Camera Assistant

Calls out the scene (for example scene ... take ...]

Camera Operator

camera operator may then need to refocus and
reframe for the shot once the AC has called the
scene and left the shot

Camera Operator “Set’.
(Indicating that the shot is at its starting frame
and in focus)

Director “Action’.

Performer scene is performed

Director ‘Cut’. (Indicating to stop the take, camera stop

recording)
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Emulation Challenge

Today, you'll be getting to grips with the kit, marking shots and calling the roll all while
emulating the FRAMING, and MOVEMENT of these scenes.

« Filming it once is not enough! Repeat, repeat, repeat!

* As you film please work in one of these roles (stand in director/assistant director, camera

operator, camera assistant, sound, stand in/performer).

* You must call the roll, mark every clip correctly using the clapper board and paper notes.

Please watch the above scene carefully, you must reproduce the same movement, and

composition/framing.

Group 1. Emulate 00:44 - 01:05

()

Watch later
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Camera movement emulation. You must recreate the movement of this shot, as well as the
framing used. This shot is trickier than it looks. Considerations:

* The space seems to expand as the subject enters the room how is this achieved?

* Is there a subtle change in angle from the beginning of the clip to the end?

Extra time or too easy for you? Once you have recreated the shots above, now challenge yourself
further and recreate the shot found at 02:05 -2:14 in Hannibal below. Your challenge is to emulate
the angle, composition and movement.

The Beauty Of Hannibal (J rd

Watch later ~ Share

H AN B AL

Watchon (8 YouTube
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PLEASE RESERVE EQUIPMENT
BATTERY AND TURN OFF KIT
WHEN NOT IN USE.

DO NOT RECORD
UNNECESSARILY, ONLY
RECORD WHEN YOU ARE
GOING FOR A TAKE.

DO NOT FORMAT ANY CARDS!

PLEASE MARK YOUR GROUP
NUMBER ON THE
CLAPPERBOARDS
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3.0n a scale of 1-5, 5 being the easiest; How easy was my webpage and/or PowerPoint to follow? *
o©

4. Do you feel that this has helped to support your learning? * [}

O ves
o
O Maybe

5. Are there any ways in which you believe | could improve my webpage and/or PowerPoint in
future? [

Enter your answer
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Feedback Form

Please provide feedback on my webpage and/or PowerPoint presentation for my assignment.

Hi, Sophie. When you submit this form, the owner will see your name and email address.

Required

1. How would you rate the appearance of my webpage/PowerPoint presentation?

2. Would you revisit the webpage/PowerPoint to help you in future? * (3}

Yes
No

Maybe
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support your learning? * [T}
O Yes
O No
() Maybe
5. Are there any ways in which you

believe | could improve my webpage
and/or PowerPoint in future? [T}

Enter your answer

B2 Microsoft 365

This content is created by the owner of the form. The data
you submit will be sent to the form owner. Microsoft is not
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2. Would you revisit the
webpage/PowerPoint to help you in
future? * [0}

3. On a scale of 1-5, 5 being the easiest;
How easy was my webpage and/or
PowerPoint to follow? * [T}

4. Do you feel that this has helped to
support your learning? * [T}

O Yes
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Feedback Form

Please provide feedback on my webpage and/or
PowerPoint presentation for my assignment.

Hi, Sophie. When you submit this form, the owner will
see your name and email address.

Required

1. How would you rate the appearance of
my webpage/PowerPoint presentation?

)

w w w w w

2. Would you revisit the
webpage/PowerPoint to help you in
future? )
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1. How would you rate the appearance of my webpage/PowerPoint presentation?

More Details

w

4.56

Average Rating

~
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2. Would you revisit the webpage/PowerPoint to help you in future?

More Detais
® v s
® v 0
@ vaybe 1

3. On ascale of 1-5, 5 being the easiest; How easy was my webpage and/or PowerPoint to follow?

More Details

4.67 5

Average Rating
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4. Do you feel that this has helped to support your learning?

More Details
® ves 8
® No 0
@ Maybe 1

5. Are there any ways in which you believe | could improve my webpage and/or PowerPoint in future?

More Details

2 Latest Responses

Responses o
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5. Are there any ways in which you believe | could improve my webpage and/or PowerPoint
in future?

2 Responses

ID Name Responses

1 Harvey Collier More buttons that take you to important places

2 Ethan Davies No




