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One of the most important improvements that digital platforms have brought into people’s lives is that of facilitating collaboration. The platforms have facilitated collaboration among their users chiefly by increasing the ability to communicate. For students, the advantage of improved collaboration is one that has made their lives easier. This follows from the fact that students are expected to practice a great deal of collaboration with one another in the course of carrying out their tasks (Jackman et al, 2021). For example, assignments and class activities are, at times, done in collaboration. In light of this, students have set out to master the use of the different platforms of technology with the aim of putting themselves in positions of advantage in relation to the use of the digital platforms. Moreover, in the past two years, the pandemic necessitated the increased application of digital platforms for collaboration as students were expected to collaborate remotely. Therefore, the increased frequency of using the platforms have enabled students to utilize the platforms with increased efficiency (Williamson, 2021). This research investigates the skill levels of students in relation to digital platforms. As a hypothesis, the research adopts the assertion that students have impeccable digital skills in all the platforms that they require to be good at in order to collaborate with their teachers and fellow students.





[bookmark: _Toc110798577]Research Design
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	The research process needs a research question germane to the research topic that will guide it towards the data required to make discoveries around the matter at hand. As such, the research question will be one that seeks to establish skill level that students are able to demonstrate concerning their use of digital platforms during collaboration processes that involve digital platforms. The research question will, therefore, be the following: 
How does the students’ skill level in digital platforms affect their collaboration process?
The above question is suited to the research as it addresses the two most important parts of the matter, that is, the students’ skill level in relation to digital skills and the level of ease they experience when collaborating using the platforms.
[bookmark: _Toc110798579]Method

	The research project assumes the quantitative research framework. In quantitative research, the data collected is numerical in nature and conclusions are made from deductions made from the meaning that the numbers convey (Goertzen, 2017). Pursuant to the standard requirements of quantitative research, each respondent in the research will be asked the same questions. In doing so, the research increases the chances of reaching accurate and unbiased conclusions. Moreover, the questions will be close ended where the respondents can only give a specific answer as opposed to protracted explanations. The method of data collection that the research process will employ is questionnaires. The research opted for the use of questionnaires to collect data due to the method’s efficiency in data presentation and time management. In questionnaires, the respondents can answer the questions at their own time, and do not waste time explaining their answers as in other methods of data collection like interviews and surveys. 
	To collect the data, the questions were given as questionnaires and supplied to the respondents via freeonlinesurvey website, who were chosen in the following manner: firstly, a total of 20 students were chosen as the first sample. The process of choosing the students was done through random from UWTSD Quay Place campus. The students were then emailed or contacted them via Teams or face-to-face, with messages that introduced them to the idea of the research and enquired about their willingness to participate. From the total of 30 students, 20 of them replied positively and gave the permission to be emailed the questionnaire. In the questionnaire, the research focused on questions that solicitated information on the respondents’ ability to use Microsoft Team, Outlook, OneDrive, MS PowerPoint, MS excel, and more apps. The respondents were supplied with the following questions:
[bookmark: _Hlk110756433]Which digital tool is most commonly used for collaboration at UWTSD?
1.Do you use MS Teams more than other digital tools to work with your
peers?
2.Do you use the OneDrive more than other digital tools to collaborate with
peers?
3.Do you use WhatsApp more than other digital tools to collaborate with your
peers?
4.When collaborating with peers do you use one digital tool more than others?
5.Rank these applications in order according to how frequently you use them
to collaborate with others.
6.Rank these applications according to how frequently you use them to
collaborate with others on the OneDrive.
7.I use MS Teams most frequently to collaborate with others.
8.I use the OneDrive more than I use MS Teams to collaborate with others
9.I use WhatsApp more than I use MS Teams to collaborate with others
10.I do not use any digital tools to collaborate with peers.
11.I use a range of different digital tools to collaborate.
12.There is no digital tool that I use more frequently than others.
13.I use both MS Teams and the OneDrive equally often when working with others.

[bookmark: _Toc110798580]Ethical Considerations

Ethical considerations are important in research as they lend the research process integrity from the participants’ perspective. Failure to make ethical considerations will make the respondents distrust the research process because of the inconveniences it is likely to cause (Ketefian, 2015). The most important ethical consideration that the research will take care to meet is that of privacy. The research process will ensure that all the answers supplied by the students remain private. In doing so, any admissions of inadequacies made by students will remain confidential, which is of ethical importance to the research and the respondents.
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Having received the results from all the 20 participants, the average ranking in each question was calculated by adding the total as received from all 20 participants then dividing the sum by the total number of students (20). Finding the average rankings in each question provided the research with a better way of summarizing the results from the 20 participants for ease of presentation. The following are the results from the above calculations: in question 1, the average of students ranking that they used MS Teams more than other digital tools. In the second question on OneDrive, the results showed that on average, the student answers No, this may be very understanding because the OneDrive work as Cloud app and is a new feature for some of students which they are not very familiar how Cloud works. Another digital platform that the research sought to understand the skill level of students was that of WhatsApp, which was asked by question 3. In this area, the student’s response with NO, these answers may be understanding due to some students are not feel free to share their personal number so to be contacted via WhatsApp. Fourthly, the research quizzed the students on their proficiency in using one or more apps to collaborate with their peers, here the answer was also NO. 
The second part of the questionnaire gave us a better view about what students are using. For the 5 questions, the most popular app between students was MS Teams, follow by Moodle, moreover, for the question 6 the most frequently app used by students was: MS Words, this is due to MS Word is maybe the most popular app to compete the assignments.  From the calculation on the average score, their average skill level in using the application was found to be 7 out of 10. That means 70% percent of the students which participate to this questionnaire knows the meaning and purpose of each app. The graphs below depict the results as explained in this section, also all graphs from all questions are on Appendix.
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From the results presented and depicted in the explanation and graph, it is evident that students’ level of comfort and ease while using the different platforms varies from one platform to another. The results show that students are most comfortable when using the MS Teams as they ranked their skill level at 10 out of 10. Competence in all digital skills originates from frequently using the platform in question. Therefore, it can be surmised that students use email to communicate and collaborate with one another and their lecturers hence their impressive skill level in the platform. The results show that the platform that came second was MS Words on OneDrive where the average skill level was 9 out of 10. This means that students have utilized the platform extensively as to gain comfortability and skills in using it. This discovery is in line with the fact that PowerPoint presentations are a common part of most courses where students are required to use the platform to perform some of the tasks and assignments. As depicted in the graph Microsoft Team is preferred between peers to collaborate than WhatsApp. The two digital platforms are recent compared to MS PowerPoint and MS Excel. Therefore, it is impressive that Level 4 students have so good digital knowledge, and these apps really improve their experiences. However, the mastery of the two platforms that the students have gained can be ascribed to the fact that, in the past two years, they have had to conduct most of their course activities remotely due to the Covid-19 pandemic. 
During the pandemic, students had to communicate and collaborate remotely as a result of the movement restrictions that had been placed on the population (Ozturk, Avci, and Kaya, 2021). Therefore, they were forced to learn how to use Zoom and Microsoft Team as digital platforms because they enable efficient remote communication and collaboration. During the same period, therefore, students increased their frequency of utilizing the two platforms hence their increase in skill level as reflected in the research results. The low score on MS Excel as a digital platform can be ascribed on the fact that it involves more complexities that the other platforms. MS Excel has numerous features that take time to master and involves the use of numerous formulae that can be used to calculate the answers for varied data. Finally, the students ranked their overall level of comfort when using the digital platforms, they employ to collaborate. This shows that students are generally comfortable when using digital platforms as they answer very positive.
The results support the literature on the ability of students to use digital platforms. As highlighted in the introduction of the research, students have increasingly set out to master digital skills as they have realized that they need the skills to perform most of their tasks. As a result, their level of competence in relation to digital skills has increased. This has been reflected in the results, which show that students have invested their time in learning how to use the digital platforms. The literature on the subject matter also captures the fact that the Covid-19 pandemic played a major role in increasing the students’ ability to use digital platforms to collaborate. This can be seen in the high level of skills displayed by students on platforms such as Zoom and Microsoft Team, which were instrumental in collaboration during the pandemic. In addition to alignment with the existing literature, the result also show agreement with the hypothesis stated in the beginning of the research. According to the statement, students have impeccable digital skills in all the platforms that they require to be good at in order to collaborate with their teachers and fellow students. The statement has been confirmed by the results, which have shown that students have skill levels of above average in all the digital platforms that the research tested for. 
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The data collected, the results, and the meaning derived from the results have demonstrated the fact that students are indeed skilled in using digital platforms. The general skill level of students has been captured in the discovery that they rank their level of comfort when using the platforms. Moreover, it can be concluded that students are better at the platforms they use more frequently such as MS PowerPoint and have a lower skill level in the more complicated platforms such as MS Excel. Furthermore, the effects of the pandemic on the ability of students to use digital platforms has emerged in the fact that students have gained skills in platforms such as Microsoft Team. In brief, the research results show that students are able to collaborate with ease due to their high digital skill level, hence answering the research question, which sought to understand the effects of students’ digital skill level on their ability to collaborate.
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STUDENTS' SCORES ON DIGITAL PLATFORMS SKILLS

Ranking out of 10	MS PowerPoint	Microsoft Team	Zoom	MS Excel	Email	Overall Skill Level	9	7	7	6	10	7	
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