A critical evaluation of the role of digital innovation in professional practice

Introduction
The rapid advancement of digital technologies has accelerated significantly due to the global shift to online learning during the covid 19 pandemic. Which has seen many people reshape their expectations of creativity and innovation within the education sector. As digital tools continue to permeate professional, social and academic environments, it is forcing educators to sharply rethink their teaching strategies to satisfy students more in their teaching practices. Modern research highlights that digital creativity is complicated and embracing the use of problem solving, collaboration, content creation and the use of technology to improve critical and creative thinking. Whilst also, emphasising the need to balance these opportunities with awareness of potential cognitive and social risks. Within higher education, the role of the educator has therefore evolved drastically over recent years. This is down to the fact that teachers are expected not only to adopt digital tools but to model creative digital practices that is focussed on the development of the learner’s autonomy, confidence and critical engagement with online information. This assignment draws upon these theoretical perspectives to examine how digital innovation can be meaningly embedded within professional practice, focusing specifically on the collaborative platform Padlet as a pedagogical tool. Padlet offers an accessible, interactive environment that encourages participation, supports anonymous ideas and fosters a sense of community among learners. By researching digital creativity, emerging technological trends and the evolving demands placed on educators, it has been explored how Padlet can enhance student learning through active, collaborative and inclusive digital experiences

The role of creativity and digital innovation
The role of creativity and digital innovation in education has come a long way in recent years, driven by COVID-19 restrictions that forced many students to learn online. There are many definitions surrounding digital creativity as some suggest that “creativity should be considered within a social or cultural context, acknowledging that the environment influences how creativity is generated and valued.” (Bardzell, 2007; Biskjaer et al., 2021; Carroll, 2013; Cybulski et al., 2015; Frich et al., 2018; Loveless, 2002; Plucker et al., 2004; Samoila et al., 2015; Shin, 2010; Zagalo & Branco, 2015). Highlighting the importance and full focus on the student in control of the situation meaning the more developed or knowledgeable will be linear to the creativity levels being showcased. Others suggest that “technology to be simply a tool within a larger creative process.” (Frich et al., 2018, 2019; Biskjaer et al., 2021). This statement is supported by Seo and Lee (2011), who refer to “digital technologies as tools to solve problems, generate products, or facilitate collaboration.” Both statements believe that the use of digital tools correctly can therefore support an individual in their ability to solve problems and adapt to difficult situations. This is also backed up by “digital creativity transforms passive consumers into active participants.” (Harwood (2013) also, it can be seen as “emphasises the role of interactive data visualisation as a facilitator of creativity, suggesting that it can offer nonexperts the opportunity to engage creatively in data analysis.” (Cybulski et al. 2015) Both of these definitions also show the importance of digital innovation in correlation to upskilling and improving those using the digital tools.
Digital creativity encompasses problem-solving, product development, collaboration, and the application of technology to enhance creative thinking. The variety of definitions highlights the complicated nature of this concept in the digital era. This is because digital creativity research is constantly evolving, this is partly due to the lifespan of certain trends and the constant evolution of technology, and as a result, some software companies trying to replicate and compete with one another on the market. One of the main areas to focus on in relation to creativity is in social networks, addressing how people use social media platforms as a means to express their creativity through the creation and sharing of digital content. In this context, social networks have transformed into genuine platforms for creative expression and communication. Choi and Behm-Morawitz (2020) have focused solely on motivation and creativity in the production of social media content. The rapid enhancement of technology in recent years, such as social media, artificial intelligence and virtual reality, has prompted many educators to discover and implement a variety of new and beneficial digital tools in the educational field. They further state that integrating emerging technologies is vital to preparing learners for modern challenges. This can be supported by “Emerging technologies such as programming and 3D animation should be integrated into educational curricula to prepare students for future challenges.” Samper-Márquez and Oropesa-Ruiz (2025). Showcasing their acknowledgment at their responsibility to nurturing students for the future and the importance of upskilling students as they become ready for full time work within their respective fields. However, contrast to this they are also aware of the risks associated with an excess amount of digital access as it may produce “cognitive risks such as information overload, technological dependency, distraction, and procrastination, and social risks such as social isolation.” Samper-Márquez and Oropesa-Ruiz (2025). It is important to find a balanced approach to pedagogy which would be able to provide the students with the ability to integrate both digital and analogue creative experiences into their portfolios as they look to graduate.
 A study by Tang et al. (2022) identified six categories of digital technology products that contribute to this process, encompassing information storage and sharing, digital games, digital design, digital writing, robotics, and virtual learning environments. Additionally, four key methods for evaluating student creativity were established, considering students’ creative characteristics, results achieved, the learning process, and the teaching environment. (Samper-Marquez) believed his study could potentially find the needed results to explain the significance in the importance of creative online learning and how online platforms and distance education can catalyse the development of creative skills and problem solving. According to Samper-Márquez and Oropesa-Ruiz (2025), growing digitalisation requires a reconceptualization of creativity itself, as “conventional definitions of creativity must be redefined and interpreted from the perspective of digital technology.” This indicates a shift in how creative processes are understood. This means they are no longer seen as isolated individual acts, but as deeply intertwined with digital tools, platforms, and collaborative environments. 
Focussing on current trends in digital creativity, according to Samper-Márquez and Oropesa-Ruiz (2025), there are several contemporary trends identified across the education, culture and professional sectors. They identified game-based learning to be the most influential application of digital creativity as a form of revision and engagement amongst students. The next being social network driven innovations as they allow creators on those respected apps to participate in creatively expressing themselves socially to a bigger and wider audience depending on the platform they are using such as TikTok, Instagram, YouTube, X. In contrast to this, Artificial Intelligence is becoming increasingly popular due to its ability to connect users with their creative and collaborative work and supports users when generating ideas or designing tasks. This technology is supporting users and students more so due to the time consumed and the level of quality support it can provide if used correctly. This is backed up by the immersive digital storytelling innovation which allows creative writing to extend through virtual, narrative and interactive environments. Collectively all four of these trends demonstrate the worth of digital creativity and highlights the increase in usage across multiple domains which has expanded past education and now heavily involved in professional and social circles. 
Focussing now on higher education specifically, Cojocariu & Boghian (2024) argue that building digital creativity in higher education is crucial especially for teacher training. They believe that digitally creative teachers can provide students with richer, more flexible learning paths as well as inspire students to adopt digital tools for creative work promoting their autonomy, motivation and digital self-confidence all whilst encouraging greater cognitive processes such as problem solving and critical thinking. It is believed that the abundance of digital tools on currently on offer promoting digital creativity and influencing social and work environments, it is apparent that educators must get involved and also integrate it into educational settings. The results of a 2009 survey indicate that teachers believe creativity is an essential competence that must be developed (according to 94% of respondents) and that ICT is a key element in being creative (80% of respondents) (EU,2024). According to (Mulyono, H.; Bátyi, S.; Mukminin, 2023) digital creativity and how it might improve teacher creativity have been insufficiently explored so far. It is vitally important that teachers are at the forefront of educating students on the importance of false or fake information circulating online, and proving the suitable tools to identify, avoid and protect themselves in a bad situation. Ideas for this method to be successful according to Cojocariu & Boghian (2024) involve engaging students in critically selecting, analysing, interpreting, and formulating judgements and conclusions on information found online when performing educational activities involving problem-solving or decision making. This highlights the responsibility of the teachers and how they can help shape their students in the future. “Teachers’ digital creativity was indicated by their creative creation of digital applications and online activities, their participation in creative behaviour involving the use or creation of digital materials at schools, and their digital creative behaviour in expressing their thoughts, emotions, or interests”. (Mulyono, H.; Bátyi, S.; Mukminin, 2023). This quote backs up this belief as their personal approach towards digital creativity can help mould their students and act as good role models for their students as a responsible key figure.  Cojocariu & Boghian (2024) ends their article by stating that the need for creativity in education, in higher education in particular, is all the greater as teachers are often considered traditionalists and slow to change. This is due to the research which suggests that “the development of modern information technologies does not eradicate the need for creativity, but, on the contrary, demands an ever-higher level of general cultural development, creativity and action from a person” (Pype, K,2021, p. 286,). Furthermore, Cojocariu & Boghian have been supported by (Han, W.; Abdrahim, N.A.,2023) who suggest that “teachers’ creativity, even more so the digital one, can be precisely the vector of change that is so necessary within the current competence of the teaching staff, with an impact both on the development of students’ competences and on the professional development of teachers.”
Since the emergence of covid 19 in 2020, it caused education institutions worldwide to switch their teaching and learning programs online and to use software’s such as Zoom, Microsoft Teams and Google Meet. “The sudden shift in learning mode required teachers to update their pedagogical beliefs and attitudes toward technology.” (Gao and Cui, 2022) This is supported by the beliefs that “Teachers initially found themselves unprepared and ill-equipped to cope with the daunting transition to online, blended and Hyflex learning.” (Moorhouse and Kohnke, 2021a,b). according to (Adedoyin and Soykan, 2020; Kohnke and Jarvis, 2021). “They had to venture outside their comfort zones and explore alternative ways to educate their students.” This indicates the importance of change and being adaptive to new situations over a small period of time. As covid didn’t allow people to transition slowly and forced people to become proactive and search for solutions instantly without hesitations. During the time since covid restrictions have settled and the world has returned to ‘normal’ many universities, colleges and teachers have continued to use these methods of hybrid teaching as a positive to nurturing the life balance that is essential. (Ulla and Perales,2021) discuss how hybrid teaching methodology differs from blended, online and remote teaching by analysing the practices of teachers from Thailand. They argue that hybrid education is here to stay; during the transition to post-COVID-19 teaching and learning, we should implement the best practices learnt during the pandemic. They also suggested the use of Augmented Reality (AR) to supplement face to face learning. This suggestion can be backed up by (Batool,2022) who found that the use of an AR applications increased students' confidence and improved their attitudes toward learning. This can also be supported by the quote “Generally, the transition to online learning has increased the innovative teaching practices in various fields of education.” (Deng et al,2022)
While digital learning offers several advantages, it also presents considerable challenges relating to pedagogy, in particular the integration of curriculum as well as teacher training. There have been many alterations from traditional teaching methods to the use of digital platforms which often correlates to time needed to make necessary changes to instructional design and delivery. This is supported by the quote that “Teachers accustomed to face-to-face instruction must adapt to new ways of engaging students in virtual or blended learning environments, which may involve a steep learning curve.” (Efremova and Huseynova, 2023). This suggests that teachers must step out of their comfort zone and a method that has become autopilot due to repeating modules and topics year on year with little to no adjusting unless it requires updating information. However, integrating digital tools into the curriculum effectively is a complex task. It is not as simple as just digitising the traditional content for usage online. This is due to enhancing learner’s outcome must be at the forefront of educators when debating how best to influence digital platforms. “Additionally, ensuring that all students are engaged and actively participating in a virtual setting can be more challenging than in a physical classroom, where teachers can rely on face-to-face interactions to gauge understanding and provide immediate feedback.” (Laurell et al., 2019). This highlights the cause for concern that many teachers face due to the inability to identify a basic knowledge of understanding as many students hide behind a screen, sometimes without their cameras even being turned on. Another issue which has been highlighted is the lack of professional development for some educators. This is due to “many teachers and instructors are ill-prepared to handle the demands of digital teaching, as they may lack the necessary technical skills and knowledge of digital pedagogy.” (Zou Y, Kuek F, Feng W and Cheng X (2025). This statement can be supported as it is believed that “Continuous professional development programs are crucial for equipping educators with the skills they need to successfully integrate technology into their teaching practices.” (Salo et al., 2024). Furthermore, “Without sufficient training, there is a risk that digital tools will be underutilized or misapplied, leading to suboptimal learning experiences.” (Familoni and Onyebuchi, 2024). Furthermore, the concept and design of digital programs must be both inclusive and accessible to all students, including those with learning disabilities or any other special needs. This is because many digital platforms and tools are not adequately equipped unfortunately to support these learners, which can further impair educational inequalities. This is supported as “Developing accessible content and platforms that cater to a diverse range of learning needs is an ongoing challenge for educators and technology developer's alike.” (Mhlongo et al., 2023).
Selection and Justification of appropriate tool
Padlet offers a flexible, collaborative space for learners which enables them to create, curate and share ideas in dynamic ways, resulting in it being a valuable tool for nurturing innovation and creativity within modern teaching practices. Padlet which is an interactive platform provides to students the possibility of posting multimedia content, responding to peers as well as combining knowledge. Padlet aligns closely with constructivist and social learning theories that underline active participation, collaboration, and learner autonomy. Padlet serves as a practical example of how pedagogical theory, technological enhancement, and efficient professional practice can work together to develop learning in the classroom. “Recent studies highlight Padlet’s effectiveness in supporting student brainstorming and concept mapping, enabling collaborative idea generation and visual exploration of ideas for deeper understanding.” (Beltran-Martin, 2019; Hossain, 2023; Lowe & Humphrey, 2018; Zainuddin et al., 2020; Zhi & Su, 2015). This suggests that students can gather and organise information from various sources on Padlet which will allow them to facilitate research skills and then critically analyse the materials. “Padlet is designed to foster social presence within its interactive environment, creating an online learning community where students can reflect and build upon each other’s contributions, including visual representations.” (Beltran-Martin, 2019; Naamati-Schneider & Alt, 2023a). “Equally, students can engage in peer review and feedback and share resources, ideas, and drafts, thereby promoting social learning.” (Beltran-Martin, 2019; England, 2017; Lowe & Humphrey, 2018; Sætra, 2021), both of these statements are supported by (Awaludin et al., 2017; Beltran-Martin, 2019; Hossain, 2023). This is because their studies have “report increased student satisfaction due to the collaborative engagement fostered by Padlet.” This evidence showcases the facts that Padlet not only increases collaboration between a cohort but also contributes to a more authentic and connected learning community for all users. Padlet is seen to be a versatile tool used for educators to aid them to guide and support student learning through posing questions, curating discussions and providing feedback to peers. This can be seen as stimulating active learning. Padlet provides a user-friendly opportunity for all students to participate in group work who may ultimately struggle to interact with the cohort in face-to-face discussions as they feel shy or nervous to explain their thoughts. However, Padlet attempts to breakdown those barriers as “Notably, Padlet accommodates students who may otherwise lack confidence to contribute due to fear of criticism of their ideas by enabling anonymous contributions, making it a valuable resource in educational settings.” (Beltran-Martin, 2019; Naamati-Schneider & Alt, 2023a; Sætra, 2021). 
Padlet can be utilised as a pedagogical tool to support curriculum design as the software is embedded into online content to support with student engagement as it looks to be more appealing alternative than discussion boards. A study was carried out by a group of university educators, with teaching and research roles. These university members came together with a wide variety of teaching experiences in higher education as well as differences in styles of teaching. All participants of the study identified a key issue regarding a lack of engagement among students when studying online. Some of the participants used Padlet as a platform to encourage online interactions. One of the responses that stood out showcased how the transition from discussion board to Padlet occurred “Traditionally the online Discussion Board was used, and this year we are hoping to use Padlet which is more visually appealing and would allow diverse ways of interactions between students.” (Fiona, Education) also, (Rose, Education) “sensed that people were much more willing to post to Padlet because it was anonymous.” This is due to traditionally, discussion board posts are set up to show student names so the students know with whom they are interacting, but in most initiatives in this study, the Padlet’s were made anonymous, which can favour interactivity of some students. Which is again backed up by “[Students could] post anonymously so they didn’t feel embarrassed to say something they didn’t understand.” (Tina, Health Sciences) this type of method allows for scaffolding of content to be quite visible in the online environment and easily accessible, this is because students could keep working through the learning content rather than accessing another page to post to a discussion board. Furthermore, many participants identified the Padlet platform as visually appealing, relatively easy to use, and visible in the delivered content. “I still have the Discussion Boards. I still bring them to the discussion. So, it’s just really scaffolding them to feel more confident to post on Discussion Boards.” (Rose, Education) 
The adoption of Padlet was found to support students’ social engagement with their peers and educators. Highlighting this was a sense that Padlet offered a protected environment for students to share their experiences and perspectives. Having the opportunity to be able to post anonymously on Padlet contributed to the students’ feelings of safety. (Rose, Education) believed that this is “why Padlet in particular might actually help, because it gives them an opportunity to play with ideas anonymously because I’ve set it up as anonymous so other people can’t tell who’s posted, but they can still respond to each other and have some back and forth about their different perspectives.” This is a result of the safe environment provided by Padlet also contributing to students’ sense of belonging in the learning environment, with trust being built between students and with their educators. Padlet activities encouraged students to invest time and focus into creating a social connection with others. The integration of Padlet into classrooms has transformed the way in which students collab and learn together. Padlet has been highlighted in playing a crucial role in fostering collaborative learning through enhancing interactions between educators and students. Padlet supported activities that allowed students to take ownership of their learning. Educators, on the other hand, took on a facilitator role, providing guidance to students on methods for research of their studies collaboratively. Collectively, the results from this study showcased the important insights into how Padlet facilitates collaborative learning but also, the integration of Padlet had helped reshape the traditional online learning experience into a more interactive, collaborative and engaging process. This is a result of providing an environment in which allowing students to become comfortable and confident in discussing, interacting and both providing and receiving feedback. 
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Lesson Plan
	Topic: Talent ID
	Class: Sport Management 2nd year


	Date: 31st October

	Length of lesson: 60 minutes
	Number of students: 10

	Resources required:
All students will need a smart phone in order to access Padlet. 

	Aim of Lesson
Provide an insight into how a professional football academy operates and focusses on talent identification thought the coaching and scouting process.

	Learning Outcomes – The Learners Should Be Able To:
Summarise the Swansea city talent identification process
Provide a clear explanation for their decision of each example as to why they would be selected or not.

	Previous student knowledge required for the session:	
All students will have knowledge of the topic due to recent weeks of learning the module. Students’ knowledge levels will vary depending on personal experiences or understanding of the topic.

	Anticipated difficulties (if applicable):
Technical difficulties loading the Padlet, students may have to work in pairs if unable to gain access. 

	Professional Standards (where are these being met within the session)
Maintain and update my knowledge of the topic by checking if their methods had changed since leaving my role within the club. I continue to speak to former colleagues about the club as it allows me to keep UpToDate with the information.
Critically reflecting on own values, knowledge and skills to improve learning by explaining why and how the club or I came to the tough decisions we did when retaining or releasing players.
Demonstrating dignity, courtesy and respect towards each other by allowing all the students to explain their reasoning for their decisions on Padlet.



Lesson Detail:
	Stage 
	Focus
	Strategy 
	Time 


	Introduction
















Development 


















Plenary/conclusion




	Recap on previous week key points



Introducing myself and my background. 
Explain the academy structure.
Who is involved in the Talent ID process

Lesson aims



Explain what exactly Swansea city looks for in a player.

Explain the schedule for the week and games program
(Pre Academy & Academy)

Break down the zones of south Wales

Trials and their set up

initiatives


examples on Padlet



Conclude the lesson by allowing the students to ask any further questions in which they may have in relation to the talent identification process. 
	Icebreaker and allows the group to focus on the key information. This results in me gaining base knowledge of the group.

Provide proof of knowledge and aim to build a framework for the class to understand the topic.



Keep the group engaged and provide them with clarity of what the session looks like.

This will provide a visual for the students to be able to understand and relate towards later on doing the Padlet.

Provide an insight into life as an academy player, discuss with the group what their schedule looked like as a child compared to now. 

Provide examples of athletes from these areas to provide examples and relevance. 

Check in with the group about their opinions on trials and how they can impact athletes at different stages.

Provide the students with an opportunity to decide whether a player should be retained or released based of the information I provide. 
Although there is no right or wrong answer as its down to opinion, it will allow me as the teacher to acknowledge a level of understanding from the lesson based on their reasoning for their decision. 

	5 minutes




10 minutes





2 minutes




10 minutes



5 minutes




5 minutes




8 minutes



15 minutes



	Assessment Strategies: when and how are they included within the lesson?
I will analyse the student’s knowledge throughout the lesson by checking their understanding of the information as well as asking them for their opinion on the situations that I am discussing. 
The Padlet at the end of the lesson will allow me to identify the amount of information they have understood as it will reflect in their answers. There is no right or wrong answer however, the method behind their answer is important which I will then ask after I have seen their answers.




	Informal reflection (to be completed after the session)
I think the lesson was a success due to the high level of engagement and participation from all the students within the lesson. 
The Padlet worked for everyone and there were no technical issues. 
The students provided verbal feedback as a result of the lesson. The students said it was enjoyable and an interesting insight into how a professional academy runs. 
It was very useful to have students discussing the topic based on their experiences in their respective fields and how the talent identification mindset alters from different sports such as rugby, tennis and weight training.
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Here is a screenshot of the questions I asked the students to decide upon. The information regarding each “Player” was brief and the terminology used was relatable to the information I spoke about during the lesson. I spoke about each scenario and gave more information if anybody required it. This allowed everyone to have a fair chance at answering the debate without causing confusion.
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This screenshot shows each of the students results and highlights what they thought was the ‘correct’ answer according to their opinion based off the knowledge I provided. This allowed us to spend time communicating and discussing about our decisions which allowed everyone to see each other’s point of views which was also realistic in comparison to retain and release meetings in elite sport such as football.
Evaluation and reflection
Overall, this evaluation of digital creativity and innovation highlights the transformative role that tools such as Padlet can play in enhancing learner engagement, confidence, and critical thinking in modern educational settings. The research demonstrates that digital platforms not only support active learning and social learning principles but also widen opportunities for those who express themselves creatively, collaboration, and active participation. This is particularly emphasised in students who may feel hesitant to contribute in traditional classroom discussions. This was strongly reflected in the feedback received from the students present in my lesson, who described the lesson as engaging, enjoyable and refreshing. Many of the students noted that the anonymous posting feature on Padlet allowed them to share their opinions initially without the fear of judgement, which as a result allowed them to build up the confidence needed to later explain their reasoning in the group discussion knowing somebody else shared a similar opinion. Significantly, one student working in rugby expressed particular interest in the contrasting differences between the sports regarding player identification and the process their respective athletes must go through. This lesson allowed them to critically examine their own field and how they can follow a similar plan. The students’ responses collectively emphasise the value of considerately integrating selected digital tools into teaching practice, this demonstrates that Padlet not only aligns with key pedagogical theories but also meaningfully increases the learning experience by nurturing inclusion, reflective dialogue and authentic collaborative learning. Finally, Padlet demonstrates how digital innovation, when supported with the correct pedagogical design can effectively support both the development of student’s creative capabilities and also the growth of wider aims of modern education. 
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