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Source 1
Developing a digital game for excel skills learning in higher education - a comparative study analyzing differences in learning between digital games and textbook learning
Author(s) and year: Man-Ying Chen and Joni Tzuchen Tang / 13 October 2022

1) Currency: The paper was published in 2022 so it is still current so will give    good insight into the information required.
2) Relevance: The paper is relevant to the topic “What are the challenges and opportunities for students in the digital era, and how can they adapt to succeed” As the article itself is all about developing a digital game to make the learning experience easier. The article discusses excel which is a challenge for students when its use is required. The article also discusses the creation of a digital game as a way of overcoming the challenges faced when using excel.
3) Authority: The article was written by Joni Tzuchen Tang of the Graduate Institute of Applied Science and Technology, National Taiwan University of Science and Technology, Taipei, Taiwan and after reading over the paper it’s clear he has some sort of authority in this field.
4) Accuracy: The article is factual in the information as it’s a comparative study analysing differences in learning between digital games and textbook learning. 
5) Purpose: As mentioned above the article was written for the purpose of analysing differences in learning between digital games and textbook learning. It’s mentioned in the article a few times that teaching excel is difficult for students to value and its hard for students to acquire excel expertise in a short time and so the purpose was to create a digital game to help ease the learning experience.
Full reference (Harvard style): 
Chen, M.-Y. and Tang, J.T. (2023) “Developing a digital game for excel skills learning in higher education - a comparative study analyzing differences in learning between digital games and textbook learning,” Education and information technologies, 28(4), pp. 4143–4172. Available at: https://doi.org/10.1007/s10639-022-11335-7.
Source 2 
Digitalization of Higher Education: Students Perspectives
Author(s) and year: Vojko Potocan, Zlatko Nedelko and Maja Rosi 2025
Where you found the source (e.g. library database, Google Scholar): Library on Hwb

1) Currency: This paper is very current, it was published in 2025 
2) Relevance: The article discussed challenges students can face in the digital era and also gives ways and opportunities and insights in how these challenges may be overcome.
3) Authority: The article was written by authors detailed above and on checking the library they have written many other articles and the details given in this article on the subject matter shows to me they have the knowledge and authority when giving their points of view in this study.
4) Accuracy: This paper is accurate in demonstrating challenges students face in the digital era and in higher education such as university.
5) Purpose: This article was written to examine the use of digitalized educational solutions among students in higher education and helps to advise on solutions for students’ in higher educational institutions (HEIs). The results overall in this paper show that students most highly rate modern educational methods such as practical learning, things like using smartphones, zoom, podcasts and such as a way of making the learning journey more easily accessible to them, this helps them overcome challenges they face in the digital era and gives them ways to adapt and succeed. 
Full reference (Harvard style): 
Potocan, V., Nedelko, Z. and Rosi, M. (2025) “Digitalization of Higher Education: Students’ Perspectives,” Education sciences, 15(7), p. 847. Available at: https://doi.org/10.3390/educsci15070847.
The papers detail how the constant change in the way we learn, us being students can change and over time more and more availability for the different types of learning and training has become available virtually
Both the papers discuss how the creation or virtual gaming in different learning formats and styles can help make the learning process allot easier and beneficial to students and using this type of learning has seen an increase in students’ productivity.
By briefly reading over the papers there are definite similarities in how the Alternate Reality Game (ARG) can in some cases help students in higher education learn more effectively.
One key challenge for students in the digital era: One key challenge is the way in which learning changes constantly with different materials and the way students are expected to be able to adapt. The main challenge is also trying to find what fits best for them in order for them to get the most out of the subject matter they need to learn in order to succeed.
The different ways in which students can take training offered to them and adapt to that training, in these papers students have created virtual games such as the ARG and excel games to make the learning of certain material easier and more efficient which has as stated in the papers help to create a more positive learning environment. 
      
I am starting my research into component 2 challenges for students in the digital era as this seems to me what will take me the most time and needs the most details, after I have what is needed for this section I will move onto opportunities in the digital era research as much material as I can in order to give clear answers where requested. 
I am looking to develop leadership skills, digital literacy and collaboration skills  
Component 2 will be structured by first carrying out research on the subject matter and the n outlining my findings by giving answers to the questions asked of me. 
Timeline
	Task
	Date/ Deadline

	Finish research
	19/02/2026

	Draft first section
	21/02/2026

	Complete first draft
	23/02/2026

	Final editing
	26/02/2026



Reference List – Component 1
Source One:
Chen, M.-Y. and Tang, J.T. (2023) “Developing a digital game for excel skills learning in higher education - a comparative study analyzing differences in learning between digital games and textbook learning,” Education and information technologies, 28(4), pp. 4143–4172. Available at: https://doi.org/10.1007/s10639-022-11335-7.

Source Two: 
Potocan, V., Nedelko, Z. and Rosi, M. (2025) “Digitalization of Higher Education: Students’ Perspectives,” Education sciences, 15(7), p. 847. Available at: https://doi.org/10.3390/educsci15070847 
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Digital learning in higher education has become more important in the last few years and allot more widely used by students in higher education
Understanding challenges and opportunities is important so you know what is expected of you and what opportunities are available for you that can help you succeed.
The structure of my report will be as requested by the lecturer and the layout given in this template
          Challenges for Students in the Digital Era (150–200 words)
One key challenge is critical thinking, 
All papers researched are detailed in the papers referenced below under my reference header of this report. 
Explain why these challenges impact academic success: 
Link discussion to academic skills taught in class
      
Digital tools enhance the learning experience and can help to improve collaboration among students
This generalisation is detailed in more depth in the papers referenced in my report
The effectiveness of this is that digital tool help to enhance the learning experience in students and provide easy access to interactive and multimedia content.  
This is linked to classroom learning as digital tools are made available to most universities for students in the digital era. 
How Students Can Adapt to Succeed (200–250 words)
Three strategies students can use to succeed are active learning, a structured study schedule and prioritising their health and well being
The strategy of active learning for example is the use of flash cards or mind maps to help enhance recall and comprehension, a structured study schedule is the use of techniques such as the pomodoro technique which helps maintain focus and prevents burnout and finally prioritising health and well being is really just a management of self-care that has a direct impact on academic success.  
These strategies would help students excel in a variety of the required academic skills.
How does it address challenges or opportunities? It addresses both challenges and opportunities by making sure that the student puts themselves in the best possible position to make the best of their approach to learning in the digital era.
All evidence relating to the topics and strategies I’ve discussed in this paper can be found on the papers I’ve referenced. 
Conclusion
To summarise I believe I have discussed and researched challenges such as digital literacy and the opportunities to surpass this is the wide range of digital tools students have made available to them. 
· Summarise the three strategies: To summarise the three strategies, if students actively follow them it will help them to become more focused, stop them from burning out and give them a good amount of self-care. 
· Clearly answer the main question. The challenges and opportunities faced for students in the digital era are many, the main one I have seen it what I have researched is Digital Literacy, technology is forever changing and so is the way we must learn and adapt so I think adaptability is key in the digital era for students to succeed
Reference List – Component 2
Cottrell, S. (2023) Critical thinking skills : effective analysis, argument and reflection. Fourth edition. London: Bloomsbury.
Link: Critical thinking skills : effective analysis, argument and reflection - University of Wales Trinity Saint David

Czerniewicz, L. and Cronin, C. (2023) Higher Education for Good : Teaching and Learning Futures. 1st ed. Cambridge, UK: Open Book Publishers.
Link: Higher Education for Good : Teaching and Learning Futures. - University of Wales Trinity Saint David 

González-Muñoz, E. and Ouariachi, T. (2024) “Unlocking Learning: The Impact of an Educational Escape Room on Energy Transition,” Electronic journal of e-Learning, 22(4), pp. 57–74. Available at: https://doi.org/10.34190/ejel.22.4.3186 
Link: Unlocking Learning: The Impact of an Educational Escape Room on Energy Transition - University of Wales Trinity Saint David

Tulloch, R., Wolfenden, H. and Sercombe, H. (2021) “Designing Alternate Reality Games for effective learning: a methodology for implementing multimodal persistent gaming in university education,” Media practice and education, 22(2), pp. 136–152. Available at: https://doi.org/10.1080/25741136.2020.1864179. 

Böhmer, A., Isso, I. and Schwab, G. (eds.) (2023) Digital Teaching and Learning in Higher Education : Culture, Language, Social Issues. 1st ed. Bielefeld: transcript Verlag. Available at: https://doi.org/10.1515/9783839462768. 



ACADEMIC POSTER TO SHOWCASE KEY ACADEMIC SKILLS 
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Leadership Skills         Collaboration Skills        Digital Literacy
1) Leadership is a very important skill, if we have good leaders we are going to succeed, 
2) Collaboration is another important academic skill / It actively and openly promotes open communication.
3) Learning to adapt and upskill your digital literacy will help us as individuals to stay current and effective in various contexts.
Conclusion:
Success in the digital era depends on the students making the most of the skills they learn, making sure they do their best to fully take in and build on the academic skills provided.
Reference List for My above Academic Poster: 
Adair, J.E. and Institute of Personnel and Development . (1997) Leadership skills. London: Institute of Personnel and Development.
Link: Leadership skills - University of Wales Trinity Saint David 
Ávila, J. (ed.) (2021) Critical digital literacies : boundary-crossing practices. Leiden ; Brill.
Link: Critical digital literacies : boundary-crossing practices - University of Wales Trinity Saint David
Bikard, M., Vakili, K. and Teodoridis, F. (2019) “When Collaboration Bridges Institutions: The Impact of University–Industry Collaboration on Academic Productivity,” Organization science (Providence, R.I.), 30(2), pp. 426–445. Available at: https://doi.org/10.1287/orsc.2018.1235 
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