A critical evaluation of the role of digital innovation in professional practice
ECPT6006
Maddie Jones (2006541)
Word count: 5243


















Introduction – 263 words	2
The Role of Creativity and Digital Innovation (2200 words)	3
Enhancing Higher Education through Collaborative Tasks and Digital Aids	4
Exploring Anonymity in Group Tasks in Higher Education	6
Unveiling the Educational Efficacy of Gamified Tasks in Higher Education	7
Conclusion	8
Selection and Justification of appropriate teaching tools - (approximately 1000 words) 869 words	9
Application of the chosen learning tools - (equivalence 1000 words) 735 words...	12
Lesson Plan	13
The use of the digital learning tool Mentimeter: Evidence	17
Evaluation and Reflection 911 words	21
References	23
Appendix	28
Appendix one – Questionnaire results	29
Appendix Two – Digital learning tool before completion	30
Appendix Three - Digital learning tool after completion	30




[bookmark: _Toc1167751410]Introduction 
This assignment will go into a critical evaluation of the role of digital innovation in professional practice. Firstly, there will be a literature review which will look at the main topic of the role of creativity and digital innovation. To further investigate this there will be three topics discussed that can capture an in-detail understanding of this topic. These topics will include: Enhancing Higer Education through Collaborative Tasks and Digital Aids; Exploring Anonymity in Group Tasks in Higher Education; and Unveiling the Educational Efficacy of Gamified Tasks in Higher Education. 
After this has been researched, there will be a discussion about the selection and justification of appropriate teaching tools. With this case, Mentimeter will be used which is a Student Response System (SRS) that can utilise students feedback, answers and thoughts and form a live word cloud which everyone will see (Mohin et al, 2022).  Within this practice it will ask the question ‘Does harsher punishment deter crime?’. 
The next section, Application of the Chosen Learning Tools will show a detailed lesson plan with this digital tool imbedded within. This can give a good understanding how this tool has been integrated in and why. It will also show the tool, Mentimeter in use, what it looked like before completion and after the students have given their feedback and answers. 
Lastly, there will be an evaluation and reflection. This section will critically evaluate the learning tool used and the impact it had on the teaching and the students’ learning. This will take into consideration the students’ feedback questionnaire they completed asking their opinions. 



[bookmark: _Toc1927602312]The Role of Creativity and Digital Innovation 
This literature review will be looking at the main topic of the role of creativity and digital innovation. To fully explore this topic there will be three sections, including collaborative tasks using digital aids. This will investigate research regarding collaborative tasks used in the means of a digital tool and investigate the positives and negatives of using these within the classroom. The next section will look at anonymity in group tasks. It has shown that digital tools such as Mentimeter will be anonymous as no names are shown.  This will be compared with other tools such as Kahoot, where there is a competitive nature.  Students will put their name and peers will be able to follow who is top of the leaderboard and the research will also look at both sides of the argument. Lastly, the research will investigate the digital tools that are deemed to be fun such as Kahoot and whether it is shown that these are more beneficial for learning. 
[bookmark: _Toc274437217]Enhancing Higher Education through Collaborative Tasks and Digital Aids
Higher education and the way it is taught has been rapidly evolving.  It is now an integration of teacher-taught lectures with the use of digital aids that can be used to help and benefit students. The use of group tasks using digital platforms, such as Mentimeter and Kahoot has become paramount within today's society (McHaney, 2023). This section of this literature review plans to explore the topic, looking into the benefits, the challenges and the overall impact of collaborative digital aids on the educational experience. 
Computer-Supported Collaborative Learning (CSCL) is a pedagogical approach that is used to help collaborative tasks within higher education where all students participate within a group task with the help of digital aids.  This allows students, regardless of their confidence, to participate from the comfort of their own digital device and foster an interactive learning environment (Janssen et al, 2020). 
However, it has also been shown that this could result in a decrease within student engagement and motivation as if they are asked to go on their phone to complete a group task, the students have a big chance to start texting or scrolling through social media (Kara, 2020). This would diminish the sole purpose of using digital aids within the classroom using the students' own devices. 
Using collaborative tasks and digital aids can help students to critically think and encourages students to analyse and evaluate information as a class (Alharbi et al, 2022). Critical thinking in higher education is important as it helps students to look at the wider picture. It helps them to understand, evaluate and process information while making sure they do extensive research to help back up ideas, and to critique them (Davies, 2014). Due to critical thinking being so important the use of collaborative tasks enhancing this will help their studies and further job prospects and help them to get a richer understanding of a topic (Bezanilla et al, 2019). 
Not only will collaborative learning, that is easily accessible within online aids, benefit a student academically, but they will learn real life skills. This will help them thrive within task situations, preparing the students for both professional and personal life (Strom et al, 2011).
With the use of group tasks using platforms like Mentimeter can be beneficial, students today are up to date with the ever-evolving technology, through peer talk there are some digital aids that could result in a loss of critical thinking skills. This can be shown with ChatGPT, where an over-reliance on this platform can be too much of a hindrance, resulting in a loss of skills students may use to have such as problem solving and critically evaluating (National Library of Medicine, 2023).
Next, we will move on to the integration of digital aids within the classroom. Technological advancements have been on a rise since the Covid-19 pandemic, where education had to moved completely online. This new and evolving technology was beneficial for students due to the endless ways to learn keeping students motivated, and at the hands of their phone or laptop (Haleem et al, 2022). These technological advances have since been integrated within the classroom within today's society, even with the pandemic over (Renu, 2021). 
Digital aids used in the classroom can also be accessible and flexible. This flexible learning environment using digital aids can be used to have pedagogical skills that can align with the professional standard and help to personalise learning and can be accessed at any time (Darder-Mesquida, 2022). 
Higher education settings who use digital aids and collaborative learning has the ability to personalise learning to each student, this could be in the use of a quiz if the teacher understands that their students like gamified work, or the use of Mentimeter where they can use collaborative learning to help each other with ideas and thoughts (Basye et al, 2014).  
While tailoring lessons to suit students' needs through Kahoot and similar platforms, it can be difficult with a large group, who have very diverse needs. These platforms may work well for half the class, but the other half of the class may find it difficult. It is important to think of the potential issues that could arise when planning digital learning. Some factors that may need to be considered is if there are any additional learning needs or if students have the means to access these platforms (Anshari et al, 2014). 
[bookmark: _Toc6722232]Exploring Anonymity in Group Tasks in Higher Education
Anonymity within higher education can have various outcomes, especially within group tasks (Barreto et al, 2002). This section will look at the potential impact of anonymity and weigh up the benefits and disadvantages.  
Anonymity within group tasks can help students to freely express themselves without the fear of judgement. This can be especially helpful for students who can become quite anxious within group situations. This ensures the student can better their learning, engage within the class while feeling comfortable throughout. This is also beneficial due to the students having open communication (Fung et al, 2023). Considering students’ anxieties are extremely important, it has been shown through statistics compared to data from 2012-2015 high levels of anxiety has significantly increased by 21.8% for women and 18.3% for men (Mental Health Foundation, 2023). 
[bookmark: _Int_lFpiv6FL]However, with the positive aspect of anonymous group tasks being beneficial for open communication, it could also be argued that this is not the case. Kay et al (2009) argues that anonymous group tasks may open an opportunity for some students to take a back seat. If they do not know the subject well, if they don't feel comfortable or whether they don't want to participate for any other reason, they could use this to their advantage. This is also seen within audience response systems, such as mentimeter, as it can be hard to track which students have completed the task. This could mean students may portray that they just don't want to admit to their work, when in reality they have not put the work in and lack accountability, which hinders their education. 
Another advantage of anonymity could look at how it mitigates biases. It has been suggested that with marking being anonymous, it can help to keep the integrity between the lecturer and the students. This way the work can be judged based on the knowledge and understanding shown, regardless of any other factors (Bothma et al, 2014). This can be also used within the thought of group works. The teacher would not know the origin of the information, therefore have no biases. 
Another challenge that may arise with anonymous group tasks is the social dynamics involved. If anonymous tasks are overused within higher education there is less room for the students to interact with each other (Tan et al, 2020). This lack of social interaction that could arise from the overuse of anonymous tasks could result in less trust between students, affecting any group tasks or group presentations (Anyau et al, 2021). It is important that students have those supportive interactions within their class for an improved social life, their academic knowledge and self-esteem (Lehmann, 2007). 
Dunbar's number theory contradicts these statements as they ague family life can be just as supportive. According to this theory, the tightest circle will just have a small circle which are loved ones (Dunbar, 2021). Students go to university to excel within their chosen career, expand their knowledge and further their education, not for a social life (Binder et al, 2016). 
[bookmark: _Toc444545519]Unveiling the Educational Efficacy of Gamified Tasks in Higher Education
Gamification within higher education is a well-researched area and is becoming increasingly popular. They have multiple advantages and disadvantages when it comes to enhancing the learning experience for students (Hamari et al, 2019). 
Gamified tasks within university can include things such as Kahoot, which is an online platform used to create enjoyable quizzes with a competitive nature, which can be used within higher education to help understand the prior knowledge of students and to assess what they have learnt. Other activities can be used such as Mentimeter, which has multiple options to choose from, one being a collaborative word cloud where students are asked a question, and then asked to write their answer which will be shown to the whole class (Gokbulut, 2020). 
Gamified tasks can help to increase student engagement. Not only having an education which is fun helping to motivate students, but by making the content of a lesson more entertaining it can help create friendly competition, which can be beneficial to help individuals strive for what they want in life, professionally and personally (Chambers, 2006). These tasks, usually based on competition and winning, can be rewarding to students. Being rewarding feels good, giving someone a sense of achievement.  Students then strive for this, learning more and ensuring when the occasion arises, they can compete and win (Filgona et al, 2020). This can be shown through Skinners operant conditioning theory. Skinner's theory looked at rats, where rewards were given to help increase good behaviour, and punishment was introduced to decrease behaviour (Skinner, 1971). This can be used within higher education and gamifies tasks where the good behaviour is the winning the competition, and bad behaviour can be seen as falling behind. 
However, there are some concerns when looking at the use of gamified tasks and how they can have some adverse effects. One of these can include if students are not confident or overly anxious in group settings. This can negatively impact their mental health and make them feel more nervous to attend lectures if they know these tasks will be a part of their day. If they do not feel comfortable to address this situation it could lead them to fall behind within class and impact their overall academic knowledge (Coelho et al, 2020).
Elliot-Moskwa (2022) suggested that doing tasks that can grow your confidence can be a valuable skill. By introducing these tasks to less confident students, even if they are uncomfortable, can lead to them learning how to be more confident. It's shown that confidence isn't something that people are born with but can be a great life skill to have which can positively impact us in later life, this could be if working within a challenging environment or a leadership role.
Some other skills can arise when learning through gamified tasks, such as problem solving. This is because using these aids provides students with relevant and engaging learning, which supports critical thinking. This could be done using simulations and scenario-based questions, or games where the students will have to work together to overcome the obstacles (Chen et al, 2013).
There has also been the issue of relevance within gamified tasks. As a teacher, it is important to always align your lessons based on pedagogical principles and make sure the learning objectives are met when using gamified tasks (Blanco et al, 2012). It could be difficult to do as when an enjoyable task is being done, it can be easy for students and lectures to get carried away, swaying away from the learning objectives and going off task (Bolsinova et al, 2020).
[bookmark: _Toc50666015]Conclusion 
It has been evident that the use of digital innovations is on the rise, with higher education facilities adopting the use of online platforms (McHaney , 2023). Whether this be anonymous group tasks which uses websites such as Mentimeter or gamified tasks with the use of Kahoot (Basye et al, 2014). There have been multiple advantages to students' well-being, achievements and overall academic life and knowledge, such as improved confidence, living within the digital age and utilising skills needed and meeting professional standards and aligning with the pedagogical approach (Alharbi et al, 2022; Fung et al, 2023).
However, there has also been negatives and implications of using these aids. This could include technical issues, students taking a back seat with anonymous tasks and straying away from learning objectives (Anshari et al, 2014; Kay et al 2009). 
Overall, it is important to have a balance between teacher and student conversations, knowing your students and an ideal usage of online platforms. This way all the benefits of each are met, where the negatives can be taken away.



[bookmark: _Toc992136248]Selection and Justification of appropriate teaching tools
This section will look at different theory relating to digital innovation regarding the digital tools that were selected. The first tool used within this task was Mentimeter, which is an online learning platform which can be used for word clouds, quizzes, surveys and presentations. It has a feature which allows students to learn and take part from their own devices simultaneously within a lesson (Davina et al, 2017). 
This platform was chosen to suit the content within the lesson. Due to the lesson looking at an introductory of criminology theory and looking at the history behind punishment for crime and deterrence, the task at the end asked the question ‘Does harsher punishment deter crime?’. Then there was a thought process of which best teaching methods can be used to help the students, and this was done using technology. This can be shown within the TPACK model, which look at content knowledge, pedagogical knowledge and then technological advancements (Colon et al, 2019). 
This platform enabled students to be engaged within the lesson and involve themselves in a comfortable manner. The use of this gamified task, with the bright colours and the visually stimulating bubbles kept students motivated, while enhancing learning and keeping their focus (Blázquez-Rodríguez et al, 2021). 
Mentimeter is a type of Student Response System (SRS) which has been shown to have a great impact on students' participation, motivation and achievement. It has benefits from the teaching perspective as well as the learner's perspective (Abri et al, 2022). Technology-enhanced learning helps with student-centred pedagogy while creating immediate feedback that can stay anonymous if the student does not feel comfortable to open up (Beetham, 2020). Anonymity can hugely impact a student whether they are not as confident as other students, if it is a large class or whether they are unsure if their opinion or answers are right (Su, 2022).
Another reason Mentimeter was used is because it encouraged students to collaboratively share their ideas and opinions. Even though the students had their own answers and thoughts, there was a discussion after asking the students to elaborate on their answers. This brought discussions between each other. Lev Vygotsky's work looked at how people acquire knowledge from social situations, and he thought that people could learn best while interacting through others. This was because by working with your peers, a friendly environment is created with a safe space to converse (Taber, 2020). This is similar to Piaget's cognitive theory where he also draws from social development and how this can enhance learning through the help of others (MacQueeney, 2022).
Mentimeter does also have some drawbacks. This could include a limit to how many people can join. It has been shown through the Mentimeter website that on the free plan, there is a limit of 50 people joining the same activity. This is limited even more when you do not have an open access to how many presentations etc that can be made, which also can take up a lot of time (Mentimeter, 2024). This however did not affect the work done as the class was under 50 students and it was the first time using Mentimeter. 
After the Mentimeter was completed, there was a Google forms questionnaire in which the students followed a QR code which brought up the form from their own device. The questions and answeres can be shown within Appendix One. Google forms were used to help with the accessibility and a way to complete this digitally.
Digital forms can be extremely beneficial due to participants being able to fill out these forms quicker than if they had pen and paper which is time efficient. Not only this but they can also be less costly. This is because a platform like Google forms is easy and free to use. This way there is no need to spend money to print out forms. Also, it is possible that these digital forms can have more qualitative data as you can specify within the form which are compulsory, and which you need more information on (Anthonissen et al, 2020). 
However, they can be more errors and technical difficulties. They can include students not having a digital device to complete the form, the internet may go down and therefore the questionnaire is not available to anyone. If this were to happen it could have resulted in questionnaires not getting completed at all (Bakerson et al, 2012). 
The RAT (Replacement, Amplification and Transformation) framework is a way to assess technology within the classroom. To show this framework within the example of using Google forms could be the students will use their own devices instead of pen and paper. This still gives the same outcome; however, students can take their time and erase mistakes with ease. The amplification part of the RAT framework means that the digital aids used will make a more efficient task, without taking away from the task. Lastly, the transformation can show here by using a change in classroom environment. The students can complete the form from the comfort of their own digital devices, and if they needed to leave, they could complete it from their own home environment (Hughes et al, 2006). 


[bookmark: _Toc768571123]Application of the chosen learning tools 
This section of the assignment will show the development and application of the chosen tool used. There will be a lesson plan which will thoroughly look at the details of the lesson. This will include the topic, details of the class, learning outcomes, which professional standards are linked. It will then focus on the different stages of the lesson and what the focus and strategies are for this. This lesson plan will also give a time frame for each section to ensure the lesson is not too short or too long for the given length of lesson.
After this there will also be a screenshot of the chosen learning tool, Mentimeter, before the students engaged and when the students have completed the task. At the end of the tasks the students were asked to fill in an online questionnaire, which can be found in Appendix 1. This section will also touch upon the practical skill needed and professional standards met by using this digital tool. 
[bookmark: _Toc863137886]Lesson Plan
	Topic: Introduction to module 
	Class: University lecture (level 4)

	Date: 30/01/24
	Length of lesson: Three hours
	Number of students: 25

	Resources required:
Digital devices for task at end

	Aim of Lesson
The aim of this lesson is to give an introduction to the module

	Learning Outcomes – The Learners Should Be Able To:
- Have an understanding of the module and scheme of work
- Understand brief for first assignment 
- Have an insight into what is crime and how public perceptions can alter crime 
- Form their opinion on whether harsher punishment deters crime

	Previous student knowledge required for the session:	
- none needed

	Anticipated difficulties (if applicable):
Students not having a digital device to complete task at end

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




Lesson Detail:
	Stage
	Focus
	Strategy
	Time

	Introduction 




















Development 












































Plenary/  conclusion

	What we will be looking at within this module  
 
 
 
 
 
 
 
Assignment one brief  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 




 
 
What is crime?  
How do public perceptions shape crime?  
 
 
 
 
 
 
 
 
 




 
 
Crime statistics exercise














Aims of punishment 








Documentary task 












History of punishment









Mentimeter task  


















Questionnaire
	At the start of this lesson there will be a brief overview of what students will be looking at throughout the course of this module 


Assignment one will be explained. This assignment will be a group presentation where after the brief is explained the students will sort themselves into groups. They then will pick a serial murder case where they will have to argue the case if they were born or made criminals 
 
Suggested reading is then shown to students 
 

 
We will go into detail explaining what crime is and have a discussion of different crimes and public perceptions of these.
Including why some crime (e.g. speeding) can be justified and why as a society we think lesser of it.





Students will be asked to go into four groups and research a specific area and look at their crime rates. They look into why they think it is the way it is by looking at the population size, social class, levels of employment and housing rates. 


Will look at different areas such as deterrence, reform protection, reformation, reparation and vindication 


Crime and punishment: The story of Capital punishment documentary will be shown, and the students will have a question sheet where they must listen and answer all questions 



This part of the lesson will look at different reforms throughout the years including the offender rehabilitation act (2014)


The students now will scan a QR code to Mentimeter. This then will prompt them and ask the question ‘Does harsher punishment deter crime?’ 
This task links in with the rest of the lesson as it can show students opinions and beliefs after looking at differing factors.


The students will be shown another QR code that will direct them to a google forms on their opinions on Mentimeter. 
	10 minutes 









20 minutes 























30 minutes 


















30 minutes















15 minutes 









30 minutes 













25 minutes 









30 minutes 



[bookmark: _Toc1112521800]The use of the digital learning tool Mentimeter: Evidence 
As shown within the lesson plan above, this activity was at the end of the lesson. The task was set up prior to the lesson, however it still needed to log in to bring this up. This was quite time costly due to the technical issues not being able to display on the PowerPoint (Little, 2016). After logging in and providing the screen for the student there was an explanation of the tool and then the students were asked ‘Does harsher punishment deter crime?’. They then followed the link shown below and typed in the mentimeter code. 

[image: ]
After The students followed the QR shown above they were prompted to type in their answer, which when submitted was shown to the whole class as shown below. Mentimeter has this function where the bigger the writing gets, as seen by the ‘Yes’, the more people typed in the same answer (Mentimeter, 2024). 
There were some issues regarding the number of characters that were available which resulted in short answers. Due to this there was a class discussion asking anyone who was comfortable to share their thoughts and why they chose the answer they did. As shown, there was differing answers that contradicted each other, which was a good discussion as they had a range of things to speak about and the topic was thoroughly discussed in a critical way. This was a good activity, as shown in this previous work critical thinking has shown to be very beneficial to students for their academic work and professional life (Nada, 2020). 

[image: ]
During this task the students showed practical skills, one being digital literacy. They were all able to successfully follow the instructions given to go online and access the materials with ease and was able to make use of this online learning activity. Digital literacy is an important skill to have within this day and age, simply because technology is an ever-evolving tool, which people's lives can be constantly around. This could be in the form of social media, assignment writing, academic files, emails and more (Ervianti, 2023). The professional standards met were to ‘Plan and deliver effective learning, teaching and assessment’. This was met due to identifying what was needed within the lesson and using digital aids to enhance the learning process (Welsh Government, 2017). 
Some more practical skills were met throughout this task which were communication, writing and public speaking (McNatt, 2019). These were shown through them writing their answer within the mentimeter, and then also they were communicating between themselves about their opinions. After the task was complete, they also showed they were comfortable to speak publicly by expanding on their thoughts and discussing this. 
The professional standards met here included, ‘Demonstrate dignity, courtesy and respect towards others’ by listening and respecting each other's opinions and ‘Building positive and collaborative relationships’ between the students and lecturers (Welsh Government, 2017). 
Throughout the entire task there were professional standards met. Firstly, students showed they could ‘Critically reflect on own values, knowledge and skills to improve learning’ and this task ‘Enable learners to share responsibility for their own learning and assessment’. These were met due to the digital tool enabling students to think critically alone about their opinions, effectively communicate with others and were taking on feedback from others who had a different opinion to them (Welsh Government, 2017).




[bookmark: _Toc593754553]Evaluation and Reflection 
This section will critically evaluate Mentimeter and its impact on teaching and learning. Firstly, there will be a section reflecting on how this task worked well with the intended learning outcomes. Then, there will be a methodical approach to evaluate and reflect on all topics. This will go through some of the questions asked within the questionnaire (Appendix one). This way the students' opinions can be voiced, the teacher's perspective will be looked at, as well as other evidence found from secondary research. Throughout this reflection, I will also see how this research could develop my future practice in terms of digital technology and professional practice. 
Within the lesson plan, the learning outcomes showed the learners should be able to understand the module and scheme of work, understand the assignment brief, have an insight into what crime is, and how public perceptions can alter crime and then form an opinion on whether harsher punishment deters crime. The first half of this lesson was more about the assignment work, which is shown within the lesson plan to be the introduction. This did not link in with the task at the end. However, with the development of the class being completely relevant as shown within the lesson plan, the development looked at the history of capital punishment, what is deterrence, reform and more. The beginning of the lesson met three of these learning outcomes. The last learning outcome, which was their opinions, were met through the task with Mentimeter.
The first question within the questionnaire asked the students ‘Did you find this task beneficial to your learning and why?’ Out of 20 Participants, 10 thought that Mentimeter was not beneficial to their learning. The participants did not elaborate into why they thought this. However, with one of the participants saying they did not find it beneficial to their learning, but they did like how they could have a better understanding of others' opinions. For those who answered yes, it was thought that it was a good way to think on the spot, how it was interesting and could see others' opinions. This was shown through Basye et al (2014), who also stated collaborative learning is an excellent way for peers to share their ideas. 
Question two asked, ‘How easy was Mentimeter to use?’. All 20 participants answered that they thought it was easy to use. They thought this due to how easy it was to scan a QR code. However, even though they thought it was easy, there were still some concerns about some people potentially having difficulty logging on, and how it can only be this easy providing you have a smart phone. This could back up the ideas of Bakerson et al (2012), who voiced that there could be disadvantages due to technical difficulties. However, Janssen et al, (2020) said how students can benefit from completing a task from the comfort of their own devices. 
When asked if they liked the fact this task was anonymous, 19 participants answered that they liked this. They found it beneficial due to the fact they can speak more freely, they feel more comfortable sharing, and how it can help students who are shy. This was shown through Fung et al (2023), who showed that this could be helpful for students who are more reserved or suffer with anxiety. This type of activity can be more useful for a class were there are anxious students who do not like being competitive (Coelho et al, 2020).
The majority of the students found the collaborative aspect of this task beneficial. It showed how seeing different perspectives are useful. Brookfield (2011) shows that by looking at the wider picture, can help students to critically think better, which overall helps them within their academic studies. 
[bookmark: _Int_wStcZl6K][bookmark: _Int_k8mSh6GZ]It has been argued whether more game-oriented tasks are more beneficial due to the motivation (Chambers, 2006) or hinders education by going off topic (Bolsinova et al, 2020). However, when the students were asked the question ‘Would you prefer a more game-oriented task such as a quiz?’, 17 answered they would, two answered no and one did not know. Those who answered yes, thought this was the case as it can get more people motivated and engaged in a fun, competitive way. This has been shown previously by Filgona et al (2020). The digital tools that have mostly been used by students is Kahoot. This could indicate that gamified tasks are being used more within higher education due to the benefits teachers can see. 
Overall, the student's perspective of Mentimeter is that it can be a useful in terms of sharing opinions with others. However, it did not benefit them in regards to their learning. With this information, within my future practice I would still use this digital tool, but for more as a conversation starter. A way to help students share their opinions, regardless of their confidence. This has been shown to work well as Janssen et al (2020) says it can lead a comfortable and safe environment for everyone to participate.
I would also integrate gamified tasks within my lessons, to help keep students' motivation and help them enjoy learning and have some friendly competition. This would help them within their academic studies, and future endeavours (Strom et al, 2011). However, I would be conscious that these tasks would stay aligned with the learning objectives, to ensure the class doesn't go off on a tangent (Blanco et al, 2012).
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. Did you find this task beneficial to your learning and why? *

Yes, it allowed me to think om the spot about the topic question.

. How easy was Mentimeter to use? *

Very easy as all you have to do is scan a QR code

. Do you like that Mentimeter is anonymous and why? *

Yes, because it makes it so no answer can be questioned or critiqued as it is anonymous to who it is

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yes, as it can show what the differing views are in the class

. Would you prefer a more game oriented task such as a quiz and why? *

It makes it more fun and engaging

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

I have knot

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?

Not applicable
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. Did you find this task beneficial to your learning and why? *

Yes

. How easy was Mentimeter to use? *

Easy

. Do you like that Mentimeter is anonymous and why? *

Yes, it allows people to voice their opinions anonymously without confiict

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yes

. Would you prefer a more game oriented task such as a quiz and why? *

Yes

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

No

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?

N/A
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2. How easy was Mentimeter to use? *

Very easy
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. Do you like that Mentimeter is anonymous and why? *

I do like that it is anonymous because I don't like speaking up in class much so it's much nicer for those who are a bit
shy
4. Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone

else thinks about the topic? *

Yes it's nice to see everyone else’s views and opinions on the topic

«

. Would you prefer a more game oriented task such as a quiz and why? *

I wouldn't say I have a preference

6. Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Kahoot

7. If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?
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Easy

. Do you like that Mentimeter is anonymous and why? *

Yeah

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yeah

. Would you prefer a more game oriented task such as a quiz and why? *

Yes more fun and competitive

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Kahoot

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?
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. Did you find this task beneficial to your learning and why? *

Yes.

. How easy was Mentimeter to use? *

Very easy.

. Do you like that Mentimeter is anonymous and why? *

Yes.

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yes, because it's good to see other views on the topic

. Would you prefer a more game oriented task such as a quiz and why? *

Yes. E.g. Kahoot.

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Yes. Kahoot.

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?

N/A.
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. Did you find this task beneficial to your learning and why? *

No

. How easy was Mentimeter to use? *

Easy to use however some people have difficulty logging on

. Do you like that Mentimeter is anonymous and why? *

No

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yes

. Would you prefer a more game oriented task such as a quiz and why? *

Yes

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Kahoot

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?

N/a
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. Did you find this task beneficial to your learning and why? *

Yes, very interesting

. How easy was Mentimeter to use? *

Easy.

. Do you like that Mentimeter is anonymous and why? *

Yes because it show's inclusivity.

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yes shows more dynamic answers

. Would you prefer a more game oriented task such as a quiz and why? *

Yes more fun

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Kahoot

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?

Idonot.
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. Did you find this task beneficial to your learning and why? *

Yeah

. How easy was Mentimeter to use? *

Easy

. Do you like that Mentimeter is anonymous and why? *

I do. Can speak more freely

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yeah

. Would you prefer a more game oriented task such as a quiz and why? *

Yeah, makes it more interesting

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Kahoot

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?

No
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. Did you find this task beneficial to your learning and why? *

No as QR code doesn't always work. This changes leaming experienced for person

. How easy was Mentimeter to use? *

Easier with 2nd code as larger

. Do you like that Mentimeter is anonymous and why? *

Useful to allow mistakes

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Not sure

. Would you prefer a more game oriented task such as a quiz and why? *

Yes, such as kahoot

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Not recintly

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?
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. Did you find this task beneficial to your learning and why? *

No

. How easy was Mentimeter to use? *

Easy

. Do you like that Mentimeter is anonymous and why? *

Yes,

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yes

. Would you prefer a more game oriented task such as a quiz and why? *

Yes, more fun

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

No

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?

No
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. Did you find this task beneficial to your learning and why? *

Yes was relevant

. How easy was Mentimeter to use? *

Very easy

. Do you like that Mentimeter is anonymous and why? *

Yes because you can read other ideas

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yes I do

. Would you prefer a more game oriented task such as a quiz and why? *

Quiz gets better interaction

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Kahoot

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?
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. Did you find this task beneficial to your learning and why? *

. How easy was Mentimeter to use? *

Very

. Do you like that Mentimeter is anonymous and why? *

Yes because sometimes you may put the wrong answer

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yes

. Would you prefer a more game oriented task such as a quiz and why? *

Yes because it's easier to learn

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Quizlet kahoot

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?

No
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. Did you find this task beneficial to your learning and why? *

No

. How easy was Mentimeter to use? *

Fast and easy

. Do you like that Mentimeter is anonymous and why? *

Yeah

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yes to get different opinions

. Would you prefer a more game oriented task such as a quiz and why? *

Yes to make it more engaging and get conversations going

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

No

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?
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. Did you find this task beneficial to your learning and why? *

No not at all

. How easy was Mentimeter to use? *

Very easy

. Do you like that Mentimeter is anonymous and why? *

Yes because someone individual may be shy to show their answer

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yes

. Would you prefer a more game oriented task such as a quiz and why? *

Yes more involving

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

No

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?

No
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. Did you find this task beneficial to your learning and why? *

Yes because i have a better understanding of other peoples opinions

. How easy was Mentimeter to use? *

Very easy

. Do you like that Mentimeter is anonymous and why? *

Yes because i can be more open and honest

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yes because different perspectives are very important.

. Would you prefer a more game oriented task such as a quiz and why? *

No

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Cannot remember

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?

Quite good as i dont feel singled out for what I have to say
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. Did you find this task beneficial to your learning and why? *

Not beneficial per say, but it is good to see other people’s opinions.

. How easy was Mentimeter to use? *

Yes.

. Do you like that Mentimeter is anonymous and why? *

Yes, because people won't be 0 shy to put their opinions up.

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yes.

. Would you prefer a more game oriented task such as a quiz and why? *

That would be interesting, to see what everyone thinks about topics.

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Yes, kahoot, quizlet, another app similar to mentimeter.

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?

N/A.
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. Did you find this task beneficial to your learning and why? *

Moderately effective, was not descriptive

. How easy was Mentimeter to use? *

Very easy

. Do you like that Mentimeter is anonymous and why? *

Yes,

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

To an extent

. Would you prefer a more game oriented task such as a quiz and why? *

Yes, more exciting and competitive

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Kahoot

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?

N/a
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. Did you find this task beneficial to your learning and why? *

Yes

2. How easy was Mentimeter to use? *

Easy

w

. Do you like that Mentimeter is anonymous and why? *

Yes. Feel more comfortable sharing answers

4. Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Yes

«

. Would you prefer a more game oriented task such as a quiz and why? *

No

o

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Yes

7. If you have additional learning needs (e.g. Dyslexia, ADHD) © seeen copure - now
this learning tool? Screenshot taken
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N/A
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. Did you find this task beneficial to your learning and why? *

Its an interesting platform of learning , T wouldn't say it’s beneficil.

. How easy was Mentimeter to use? *

Very , providing you have a smart phone.

. Do you like that Mentimeter is anonymous and why? *

Yes because there is No repercussion of the individual answers

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

Not really

. Would you prefer a more game oriented task such as a quiz and why? *

Yea, it's more engaging

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

No

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?

No
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. Did you find this task beneficial to your learning and why? *

No

. How easy was Mentimeter to use? *

Easy

. Do you like that Mentimeter is anonymous and why? *

Yes bc u can keep your opinion to yourself

Mentimeter is collaborative. Do you think it's beneficial to your learning to see what everyone
else thinks about the topic? *

No, only if they want to

. Would you prefer a more game oriented task such as a quiz and why? *

Yes gets people interacting

Have you used any other digital learning tools throughout your studies that you thought was
beneficial? *

Not sure

If you have additional learning needs (e.g. Dyslexia, ADHD) can you share your opinions on
this learning tool?




