How Do Digital Tool Impact the Learner in a Collaborative Learning Environment?

Introduction

In this rapidly evolving digital age, the use of technology has changed the way society engages with their daily lives. Examples of this can be seen through the popularity of online shopping, social media, and the ability to work remotely from home. This trend has further accelerated within the last four years due to the COVID epidemic. As a result of this new digital landscape, the integration of technology in higher education is constantly growing and adapting to suitably align and stay up to date with these changes.

This paper aims to explore the current landscape of digital technology and its relation to pedagogy with a focus on how the implementation of digital tools and technology impact collaborative learning within the classroom. In aims to answer this question, this paper will discuss key themes such as collaboration, accessibility and the experience of the learner with consideration of relevant pedagogical theory and reference to professional standards.
 
Literature Review

In 2019 the Welsh Government introduced Digital 2030, a framework designed to aid and support tutors in the implementation of technology within the post-16 sector. Similar aims and objectives are also shared with the EU Digital Education Action Plan (2021-2027) and The Department of Education (2019) to encourage technology integration within the classroom.

Sumpter, (2023) states that implementing the use of digital technology throughout higher education aims to “transcend traditional boundaries”, where it is encouraged that students are offered a diverse and innovative learning experience. This is commonly implemented in remote online learning settings where students learn asynchronously and independently at home, through blended learning settings, as well as by implementing digital tools, technologies and appliances within the classroom to aid in enhancement. However, it is also worth noting that “there is no single, agreed vision for how digital technology should be used in post-16 learning”  (Welsh Government, 2019) For this reason, it is crucial that tutors are familiar with the different aspects of using digital tools and technology within the classroom, are able to identify the most suitable and effective tool for their students, and know how to implement them accordingly within their teaching.

McKnight, et al. (2016 p. 194) express that to deliver a successful lesson with digital teaching tools, it is crucial to evaluate how the technology will benefit the delivery of the information and learning when deciding on the appropriate technology. Furthermore, it should not be used solely for the purpose of being integrated, it should instead be carefully considered and utilised as an extension to the lesson with appropriate alignment to pedagogy (Zierer cited in Goryacheva, 2022, p. 3)

The integration of technology has also been suggested to be “redefining creativity in the classroom and in allowing for new and creative pedagogical practices” (Hashimi, et al, 2016, p. 176-177). Creely and Henriksen (2019, p. 4) add that technology can create opportunities for collaboration between students by using varied software, discussion and feedback which is essential for self-development.

In a 2015, a study (Chang and Yu, 2015) was conducted with the aim of exploring how digital tools impact students’ experiences through online synchronous learning. For this research Chang and Yu, (2015) compared the use of digital and traditional collaborative mind-mapping between 160 students split into two large groups. The experimental group who collaborated digitally worked remotely and communicated through text and video chat, whereas the control group who worked traditionally worked together in person. The results suggested that working collaboratively improved the overall experience in both groups but collaborative learning within a digital workspace was revealed to be the most effective in improving personal creative performance.

However, this research can potentially be perceived as unreliable due to the study being exclusively focused on individual learners’ performance without considering how working collaboratively may have influenced this. The students were also actively encouraged to be creative in their work, so this may have altered the results. Additionally, although conducted on 160 students, the study did not have an equal number of participants in each group with 108 learners in the experimental group and only 52 in the control group who worked traditionally. This may have caused an imbalanced and biased result.

From a similar study conducted in 2023 which also explored how digital tools can impact synchronous learning in a collaborative environment (Liu, Lee and Huang, 2023), the results indicated that the learners who collaborated as a team while working digitally performed significantly better compared to those who did not. Areas of improvement included higher motivation, better understanding, and enhanced confidence. Further qualitive data from the participants indicated the variety of tools available on the platforms enhanced their creativity and provided convenience and flexibility when working together. In contrast to the 2015 study by Chang and Yu (2015), only 60 students participated in 2023 study (Liu Lee and Huang, 2023), but were equally split into the control group and the experimental group creating a balanced pool of results.

Acevedo, (2023, p. 60) notes that innovative teaching strategies such as collaborative learning provide a safe environment that promotes creativity, discovery, and a new way for students to engage in their learning. By working collaboratively, it enables learners to discuss ideas with one another, it provides them with a model to follow and use as a guide for their own contributions to the task. Hashimi notes that to create a fulfilling and engaging environment for learners, innovation through pedagogy and technology is essential. Learners will thrive and develop key cognitive and creative thinking when tutors create a supportive and dynamic environment that encourages exploration, risk taking and interaction and between peers.

Gilson et al, (2015 and Stocklben et al, 2017 cited in Lui, Lee and Huang, 2023) argue that social interaction in the physical classroom is more valuable and effective in the cognitive engagement of students as it carries an organic and spontaneous quality that cannot be recreated through the screen. Both studies conducted the experiment while students learned remotely when collaborating digitally using these tools, where had the experiment included students learning exclusively face to face an alternative set of results could have been found and analysed. This suggests that more research into this method of learning may be needed.

It is evident from this research that the use of digital tools significantly improves the experience of students working synchronously, their creative confidence and motivation. On the other hand, there are some factors that must be considered before concluding this claim. Firstly, both case studies looked at effects of using digital tools within the classroom in only a short time span. Suggesting that a study implemented over a longer period may harbour different results. 

Another concern of this teaching approach is that overuse of technology within the creative classroom can potentially hinder the organic exploration of thought and experimentation in learning and create a lack of diversity and individuality in the work produced (Creely and Henriksen, 2019 p.5). Goryacheva (2022, p. 3) stresses that students should be encouraged to build upon their personal development and learning through self-directed study.

Vygotsky proposed that as they work through their zone of proximal development, students gain the most value in learning from social interaction with guidance from their tutor, (Race and Pickford, 2007, p.45) argue that this added value is only achievable if the integration is planned efficiently.

Digital teaching tools are also suggested to improve the student’s learning is by providing flexibility. Due to the growing dependency on technology within new learners, the current generation of students are often referred to as ‘digital natives’ Race and Pickford, 2007, p. 91), individuals who have grown up using technology and devices daily and are able to adjust to digital learning quite naturally. The assumption that this applies to all learners does not align within best practice, as many students, especially those who are more mature find some difficulty with keeping on track with new and evolving digital devices and applications, which naturally mirrors common complaints in society. Extra support and understanding is therefore needed for in these cases (Pai and Borba 2012, p.66).

This reinforces the need for tutors to be proficient in their choice of digital tool as it will need to be easy to understand and navigate. Tutors must also consider accessibility issues with digital tools. Not all students may have access to laptops and iPads and will be restricted to the small screen of a mobile phone, which may interfere with their focus and functionality of the tool being implemented. Anderson and Horrigan (2016 cited in Schindler et al, 2017 p. 1) highlight that numerous people may only have access to the internet through their smartphones and in the 2022-2023 academic year it was recorded that 88% of students did not have access to these devices as they were not able to loan them from their universities (Jisc, 2023). 

On the other hand, implementing digital tools in the classroom benefit learners off campus through recordings and additional resources available on platforms such as Moodle and Microsoft Teams. As a result, digital tools when used effectively can help to support a transparent teaching approach and prove it can be useful for students who may miss lessons due to illness or health conditions and those who may need to read over key information again in their own time.

Despite extensive claims that suggest technology integration has redefined teaching, tutors must stay vigilant of how the use of technology may impact the individual learner’s experience as well as academic performance. Selwyn, (2016, p. 1007) highlights this concern by identifying that research conducted on the topic focuses heavily on academic performance and how technology impacts teaching rather than the learner.

The 2022/2023 Student digital experience survey (Jisc, 2023) it was revealed that although 81% of the responding students expressed that digital technology had an overall positive effect on their learning, there is evidence of many serious issues regarding this approach of teaching that should be addressed by tutors. 

Areas of challenge shared by the students were that it removed the sense of community and interaction within the classroom, negatively impacted their motivation and ability to focus as well as causing physical issues such as eye strain and fatigue (Jisc, 2023). Although a small statistic, it is crucial that issues do not go unacknowledged within teaching as it is priority that students feel comfortable within their learning environment (Maslow, 1943 cited in Green, 2000, p. 11) and supported throughout their learning experience (Race and Pickford, 2007, p. 113).

This paper set out to explore the current digital landscape and the impact digital tools have on learning within a collaborative setting. Key findings have shown that technology and digital tools have had an overall positive impact on learners and their experience within higher education. Studies have shown that integrating this teaching approach within collaborative group work significantly improves the experience of the learner by offering a safe environment to share ideas and create discussion with their peers and developing their creative thinking and personal development. 

Although extensive studies have been carried out on remote or hybrid digital collaborative learning, little research has been conducted exclusively on face-to-face digital collaborative learning. Moreover, previous studies into digital collaborative learning have not acknowledged that many students have limitations in accessing certain digital devices and instead rely on smartphones to access the internet. No evidence suggests that the participants used a collection of different devices within the experiments and so this leaves room for further insight. In the future, it will be important to highlight these issues discussed and to examine the long-term effects of this way of learning.


Selection and Justification

As I will be designing a digital tool for use in a creative subject, it is within best practice to ensure its functionality benefits the students’ learning and experience, and suitably aligns to the lesson’s objectives and professional standards K2 and K4 (Advance HE, 2023) Therefore, I have decided to use Google Jamboard as my chosen digital tool due to the versatility of use, ease of accessibility and navigation it offers on the platform. 

To help me integrate the digital tool effectively and enhance the learning within the session, I have decided to use the TPACK framework. Using this framework will allow me to evaluate the design of the lesson, ensuring technical, pedagogical, and content knowledge are coherent and relevant to the lesson’s aims and objectives. I have chosen this framework over others such as SAMR as it allows me to thoroughly evaluate how the technology will add value to the pedagogy and content of the lesson.

Following the TPACK framework, I aim to integrate Jamboard into the teaching session to transform a mind-mapping activity into an active learning and collaborative environment, allowing students to share ideas and create discussion throughout the class. This activity aligns suitably to a learner-centred approach which will help students navigate their personal development in the subject. According to Race and Pickford, (2007, p. 43) innovative teaching activities such as mind-mapping is an effective technique to collectively generate a large volume of ideas with little pressure on the students and can be implemented both online and in person with ease.

After reviewing current research of digital tools and its impact on pedagogy, I aim to design the teaching session for enhanced learning by implementing synchronous collaborative learning to improve confidence, better understanding, and enhanced creativity. A link to the platform will also be saved to the module’s Moodle page so it can be accessed off campus to reference at a later stage in their assignment and provide a valuable resource for students that miss the session.

The decision to use this platform over other mind-mapping tools such Mentimeter and Word Cloud was due to the creative and visual potential it provides and the ability for students to experiment with adding photos, drawings, and shapes to their mind-map. This element of freedom when exploring visual information is not only an integral part of the researching and documenting stage of a creative assignment, but it is also suggested that when students actively engage and interact with the visual creations of the digital tool, it will result in a more effective and rewarding outcome (Digital Promise, 2016, p. 6).

Jamboard also enables learners to synchronously collaborate whilst in the physical classroom, allowing multiple students to create, share and develop their ideas collectively on one document. This can help students to develop their creative thinking and explore concepts that they may not have thought of independently. Furthermore, by applying this teaching strategy, learners are able to develop a deeper understanding of the assignment, while creating a supportive environment where they feel comfortable to share and collaborate with other members of the class. (Digital Promise, 2016). 

However, it would be against best practice of teaching to assume that all learners find ease in adjusting to this way of learning and interacting in the classroom, so with consideration of professional standards V1 and K4 (Advance HE, 2023), I aim to provide support to students who may find difficulty in the activity by using Jamboard’s ability to be displayed simultaneously on multiple devices. This will allow me to display the slides on a large screen to create discussion as a class. This technique may be better suited for those who prefer or find it easier to share ideas vocally. It also creates an opportunity to expand on the ideas the students have explored and ask questions.

To support ease of accessibility and navigation within the proposed activity, I will provide clear instructions of how to access and use the software at the start of the session. Students will then have freedom to customise their slides within their groups. Beetham and Sharp, (2019, p.181) mention that due to the evolving landscape of education in the digital age, it is now essential that we redesign our teaching to accommodate for independent learning for students and greater accessibility to resources. 
 
Consequently, it is important that when deciding on a digital tool to implement within our teaching, we not only ensure it is easily accessible both inside and outside of the classroom (Johnston et al (2019, p. 132) but it is also optimised for use on devices discussed (Beetham and Sharp, 2019, p.181). Jamboard will help to achieve this as it can be shared through an open link that can be uploaded onto Moodle, sent directly to the students by email or exported into a QR code for use on a PowerPoint. 

Google Jamboard not only allows the learner access to the activity after class for later reference, but it is also accessible through common devices such as phones, laptops, and iPads. Students now expect resources to be accessible through their personal devices. Beetham and Sharp, (2019, p. 181) add by stating that due to the influx of students entering higher education with the preference to learn individually and in their own time, faculty is now adjusting teaching approaches to accommodate this way of learning. As of 2023, this shift in approach to learning seems to have accelerated amongst new learners since COVID, and so this is a crucial aspect to consider when designing the digital tool.



Application of the chosen learning tool


Google Jamboard can be found on the Google homepage.
I accessed the platform by clicking the menu button on the top right of the screen and scrolling down until I found Jamboard.

Figure 1.
To access Google Jamboard, you will need a Google account. This allows you access to the platform and the ability to save and share your created file for free. There are no subscription plans to use Google Jamboard and it does not limit the number of files you create using
the platform. To create a new Jamboard, I clicked the '+' button at the bottom right of the screen. This opens up a new window showing a blank Jamboard canvas.

Figure 2.

You will be taken to this page. This will be your library of files once you create your first document. All Jamboards created using this account will be displayed here, with no limit to how many are stored. You can also refine your library by Jamboards created by yourself, colleagues, or students if you have access to the documents.
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Figure 3.

When designing the Jamboard for the session, it was essential that I kept the workspace as blank as possible for students to fill the space during the session. To organise the slides, I titled them according to the articles that they would be creating mind-maps for and positioned the text in the centre. This was created using the text tool that can be found on the left-hand side of the screen along with other useful tools such as the shape tool, pen tool and image importer.

Text created by using the text tool

Figure 4.

 Slides can be navigated using the arrow buttons at the top of the screen.

Figure 5.

As I needed separate canvases for each article the students would be creating mind-maps for, I did the same for two additional slides. I was able to create and navigate between the slides using the arrows at the top of the page.QR code can be uploaded directly onto slide using a PNG file. This can be uploaded using the 'upload image' feature on the left -and side.
Once the file was ready to share with the class,
I clicked the 'share' function at the top right-hand side of the platform

Figure 6.
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Figure 7.
I used the website qrcode-monkey.com to create a QR code to allow the learners to connect to the Jamboard. I decided to use a QR code for ease of accessibility in the classroom, allowing those who only carry smartphones to be able scan and connect quickly.
Preview of 'share' page
At this stage, I enabled 'anyone with link' and forwarded the link to a colluege who had access to Moodle to upload it.
Here you can change how your students can intereact with the platform.
For this session I selected 'Editor' so they could contribute to the slides.
There is also an option here to add groups or specific users through email

Figure 8.

Once my Jamboard was prepared, I was ready to display it directly onto the main screen of the classroom using a HDMI cable linked to my laptop. From there, students could join by scanning the QR code I had inserted on the first slide. To accommodate students that may not be unable to scan the QR code due to using laptops, I used the ‘share’ function to upload the link to Moodle, which also enabled students to access the completed mind-maps after the session. To do this, I had to send the link to a colleague as I did not have access to the module’s Moodle page.
 Attendance of students participating in activity shown here 

Figure 9.

When the learner joins the activity, they will be presented with the first slide of the Jamboard and do not need a google account to join. They will then navigate through their elected slide by swiping their device screen or using the drop-down menu at the top (Shown in figure 10).
 
Once joined, the participating students will be shown at the top right of the screen. The usernames are randomly generated, and the users are anonymous, but the number of attendees will be visible.


Drop down menu 
This function allows you to see multiple slides at once being filled in. 
You can also see the number of students in each slide.
In this screenshot, it shows a user is currently on the homepage of the Jamboard.
Slides can also be rearranged by moving the slides left to right or added using the '+' buttons in between.

Figure 10.

By expanding the top menu, I can see multiple slides at once, allowing me to assess each group’s progress. This can help me see which group may be struggling with the task and those that are working well.










Completed Jamboards from end of session

Coloured text can be used by students to distinguise between users, to categorise between topics or to add personalisation to the visuals of their mind-map.
students demonstrating use of the sticky note tool
An example of students using imagery to help them visualise ideas and concepts. Students in this group also used this feature to insert colour palettes and images as a source of inspiration.

Figure 11.
After the students have started working on the Jamboard slides, you can see the many features it has to offer and how they can be used. In this first group of students, they utalised the colour of the text as well as sticky notes to document their ideas. Students can use these unique features to organise their concepts into key themes and different sections. They also used the image importer to insert images for inspiration and to add visuals to their ideas.
This group of students primarily used sticky notes to communicate their ideas, distinguishing between peers using different colours.
Use of pen tool to draw directly onto slide.
This is a great tool for students who find it easier to express their ideas through imagery.

Figure 12.
The second group of students also used the sticky notes, using them to distinguish between group members. They also used the pen tool to add drawings and sketches to their slide as well as a custom background for personalisation.


The third group of students also preferred to use the sticky note tool to add text to their slide. This was complimented by imagery to expand on their ideas.

Figure 13.
The third group demonstrated another way to organise a mind map in Jamboard by using sticky notes and imagery alongside one another. Due to the variety of tools Jamboard offers, it allows students to customise the platform in a way that helps enhance their way of thinking and learning.

Lesson plan
                          

Lesson Plan
 
	Topic: Collaborative mind-mapping using Jamboard
	Class: First Year Illustration
 

	Date: 01.02.2024
 
	Length of lesson:  1 hour
	Number of students: 16

	Resources required:
 
Tutor:
 
Laptop, HDMI link, Lesson reading material (Editorial articles).
 
Students:
 
Devices such as: Laptops, iPad, or mobile phones to access Jamboard, pen or pencil.
 
 
 

	Aim of Lesson
 
To create a collaborative digital mind-map to aid in exploring key themes and ideas for further project development.
 

	Learning Outcomes – The Learners Should Be Able To:
 
· Identify and extract key themes from texts to gather ideas.
· Create a digital collaborative mind-map with peers
 
 
 
 
 

	Previous student knowledge required for the session:
 
· Students will need to know how to read.
· Basic knowledge of how to use Jamboard.
· Basic knowledge of how to create a mind-map.
· Knowledge of how to analyse texts and extract key themes and notes.
· Knowledge of how to access digital links using QR codes.
 
 
 

	Anticipated difficulties (if applicable):
 
· Technical issues with intended digital tool (Jamboard). 
This could be while connecting it to the large screen or student connection issues.
· Some students may find it difficult to navigate or use on their devices.
· Lack of student resources e.g., Laptops, iPads, and phones.
 
 
 

	Professional Standards (where are these being met within the session)
 
 I aim to meet professional standard K4 by considering the content of the lesson and applying an effective use of digital technology to enhance the learning and understand of the assignment

I aim to meet professional standard V2 and A2 by recognising some students may find difficult in the proposed activity and providing an additional discussion around the task in the second half of the session to allow students to share their ideas vocally.

I aim to meet professional standard A4 by conducting regular check-ups to monitor the student’s experience when working in groups as well as their performance.

 
 
 
 

	
	
	
	


Lesson Detail:
 
	 
Stage 
	 
Focus
	 
Strategy 
	 
Time 
 

	Introduction
 
 
 
 
 
 
Development 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Plenary/conclusion
 
 
 
 
	Introduce lesson aims and objectives.
 
 



Independent reading.
 
 
Collaborative digital mind mapping.
 
 
 
 
 
Class discussion
 
 
 
 
 
 
 
 
 
 
 
 
Recap of lesson aims/outcomes
	 PowerPoint
 
 
 
 


Students to read over article and make notes of ideas.
 
 
Students arranged into groups based on article topic.
Students will then use Jamboard to create a collaborative mind-map of their ideas 
 
 
Present Jamboard slides on Classroom screen and discuss completed mind-maps with class.
 
Ask each group to describe their mind-map and discuss key themes explored. Give positive feedback and suggestions on where they can explore ideas further.
 
 
Revisit lesson aims and outcomes and discuss how the activity can help with current module. Answer questions if any.
	5 mins
 
 
 
 


10mins
 
 
 
25 mins
 
 
 
 
 
 
 
10 mins
 
 
 
 
 
 
 
 
 
 
 
 
10 mins


 

                        
Evaluation and Reflection

Following the TPACK framework, Jamboard was used to explore how digital tools may impact learning when used to replace a traditional teaching method with first year illustration students. In this session the implementation of Jamboard was used to replace a traditional mind-mapping activity using paper and pen with a digital format that encouraged collaboration between peers. At the end of the activity, the Jamboards were displayed on the classroom screen to discuss outcomes and ideas between the class. An anonymous questionnaire was conducted at the end of the session to collect data and feedback from participating students regarding their thoughts on the activity.

The purpose of conducting a mind-mapping activity was to help students engage and critically analyse articles they were asked to design an illustration for. Students were first asked to analyse the articles independently before being arranged into groups reflective of their assigned article.

The students engaged well with the activity and generated lots of discussion within their groups regarding the task set. By opening the drop-down menu on Jamboard, I was able to observe how the learners cope with the task from a distance in real-time. As this feature allows users to preview multiple slides at once, I was able to see how the students were interacting with the different tools and how they navigated the task collaboratively with their peers in real time, and further identify the groups of students that were engaging with the task well, and those that may be finding difficulty. From this observation, I was able to identify a group that was finding difficulty in the task and so it created an opportunity to help if needed.

This approach provides an element of scaffolding to support students who may struggle with using technology or find difficulty in a task. Digital Promise, (2016, p. 2) states that “adult learners will achieve the most when using digital learning tools if they have additional support”. Moreover, some students may feel uncomfortable asking for help and so this allows tutors to assess progress and adjust a teaching approach that aligns more suitably to their way of learning.

An important aspect Race and Pickford (2007, p. 36) point out is some students may not know how to work in groups or may find this challenging in oppose to the task set. Therefore, it is recommended to check in on the groups at various stages of the session to monitor progress. It is crucial that tutors recognise the diversity in how students learn and engage with specific learning activities and critically evaluate the best teaching approach to help with their development (Advance HE, 2020, p. 5)

The overall feedback from students in the session was positive with some mixed opinions about the implementation of Jamboard. Firstly, the students expressed that they enjoyed using Jamboard and that they would like to use Jamboard in future lessons. They also stated that it helped them improve their engagement with the task and found it generally useful in relation to their assignment. Many students expressed that they preferred using Jamboard over traditional methods of brainstorming as a class as it created an opportunity to collaborate, discuss and share ideas with their peers, as well as helping them gauge a better understanding of the articles. 

A prominent issue highlighted by some students was that the platform was not well optimised for use on smartphones, as it would sometimes lag and crash due to multiple users on the platform at once. A second problem was that it was also difficult to contribute to the mind-maps as the tools were too small to select and navigate.

Unfortunately, I did not consider informing the students ahead of time that there would need to bring in laptops for the session and so this possibly hindered the students’ creative potential and motivation for the digital learning in the session. Conversely, as revealed in previous research, many students rely solely on their smartphones and do not have access to laptops and iPads. Nonetheless, I will need to strongly consider my professionality and preparation of future teaching sessions and be mindful of how this may interfere with the learner’s engagement and participation in accordance with the professional standards.

Students also expressed that the use of Jamboard helped to ease pressure and anxiety levels in relation to class participation. In contrast to how the students engaged during the digital collaboration, I noticed that during the second half of the session where the students discussed their outcomes as a class, the students were hesitant to speak. On reflection, there are two possible reasons for this. Firstly, as the students are first year undergraduates it is expected that they may be nervous to create discussion as a class of people that they may not fully know yet. Moreover, being in a higher education setting may bring a sense of pressure to someone who is not accustomed to the learning environment. Ramsden (2003, p. 122) notes that as educators, it is easy to forget that during the first few months of higher education, a student may feel disorientated and unsure of what to expect or how to interact with their new learning environment.

The method of a using a digital tool instead of a traditional question and answer method to brainstorm as a class may have helped ease this pressure and feeling of anxiety for the students but during the class discussion may have broken this level of comfort. As the group of students are not usually taught by me, they may have a preferred teaching approach that is different to how I approached discussion as a class.

Balotsky and Christensen (2004 cited in Pai and Borba, 2012, p.61) proposes that there is a need for the development and implementation of a hybrid approach within higher education, by creating a learning environment that implements both traditional with digital integrations. A balance of traditional and digital pedagogical teaching methods seemed to be effective in this session. However, a deeper understanding of the learners and a more considerate approach of their way of learning is needed to achieve a better learning environment.

Looking back at this teaching experience, I would like to make a few additional adjustments to my teaching approach if I were to conduct a similar session. Firstly, I will need to familiarise myself with the teaching approach the class is most comfortable with.

Perhaps in the future, an alternative digital tool to Jamboard may function better and be more optimised for students using a smartphone. I will need to be mindful in my professionality to inform my students of any changes in the lesson plan so they can prepare. However, students should not be expected to go out of their way to meet the requirements for the lesson. I will need to ensure the digital tool used is well optimised for the purpose set out and create alternative approaches for potential issues that may arise.
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