[image: ]

A Critical Evaluation of The Role of Digital Innovation in Professional Practice
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Kurtis Bray (1401437)

Introduction
For this assignment I am going to explore the use of digital innovation and critically evaluate the role that it plays in relation to teaching and learning. I have created and designed my own digital lesson through the use of the online teaching tool Mentimeter. In this report I will show evidence of myself using the tool in the classroom and I will be reflecting on its usefulness with the help of feedback I have been given from the students that took part in it. 
I had developed a short interactive lesson on the platform Mentimeter. I was not able to use the tool on my placement so instead I used it in my PCET class, teaching my peers in the context of a film degree, as my placement is on the BA Film & TV course at Dynevor Campus in Swansea. A film degree is a very technical one where you must develop a vast array of skills to graduate. So interactive media and teaching tools are great forms of formative assessment for adult learning in this field. It is important for practitioners to keep evolving with the current times and that includes adapting teaching styles to be more successful in the students learning. This is because as technology develops and we are slowly moving away from the traditional seminar and lecture lesson structure, many teaching methods in higher education can be detrimental to the quality of student learning (Ramsden, 2003).




The Role of Creativity and Digital Innovation
The use of digital innovation in learning and teaching is becoming more prominent worldwide and it is important that practitioners adapt with these changes and become familiar with how to implement online teaching tools into lessons to keep students engaged. As a past BA New Media Production student that has now progressed to a learner training to be a teacher in higher education. I have seen digital innovation being used and how it has slowly progressed. In my first days doing my current PCET course, interactive games were used to help get the students familiar with each other and start engaging in the classroom. I would say that the growing use of digital innovation is a positive movement that is currently happening in the teaching industry. Others would argue that we are not doing enough to harness the use of technology in teaching. ‘What we are doing is not sufficient’ (Quinn, 2014, p. 30-36). Quinn expresses his frustration towards the learning and development industry, he states that the industry itself is failing due to the lack of innovation from practitioners. Quinn believes that the learning and development industry is in denial and has gotten comfortable with complacency. I would disagree with this, in my experience of learning in school to college, university and progressing to my current position of teacher training. I have witnessed first-hand the progression of digital tools being used in the classroom; I have recently done observations in classes outside of my field as part of another module. In these classes, digital tools such as Kahoot quizzes were used as a formative assessment and a way to keep reminding students about key things they have learnt so far. I have also seen similar tools being used in my PCET course and I feel as though these have not only enhanced the lessons but also helped me remember key learning points and theories. It is important to know that not all students learn the same way, it is also important to remember the science of how we learn and remember things ‘The deeper the personal significance, the more reliably something is learned - we don’t often repeat our more embarrassing mistakes’ (Shackleton-Jones, 2019, p.1-6) Shackleton talks about how it is important for students to get questions wrong in order to help them remember key things in classes. The use of interactive teaching tools helps students learn and remember things by having quizzes as forms of ongoing assessment. The teacher can use the data from these quizzes as a way of knowing what needs to be focused on in future and where students may be struggling. Shackleton also references ‘The forgetting curve’ which is a study done by Herman Ebbinghaus in 1885. The study found that there is a steep curve illustrating how information is lost from our memory, for example; We lose 60% of information our brain has learned in the last 20 minutes, and we lose 25% of information taken in from the previous 6 days. This is why it is important for teachers to almost repeat themselves and keep going over things for students to remember them effectively. Online teaching tools provide a way of doing this where it is less formal and more enjoyable for the students, by using gamification and specific questions the students may get wrong, but through repetition the students will start to learn from their incorrect answers and combat the theory of the forgetting curve. This study relates to the theory of constructivism, where students build their own understanding as opposed to passively taking in any information given to them. ‘Lecture/memorization results in superficial understanding, which is often forgotten as soon as a test has been taken’ (Daniela, 2020, p.164). The theory of constructivism and the study of the forgetting curve both arrive at the same analysis; Students that engage in their own active learning become more confident and independent and as a result they will learn better. 
As opposed to just being told something, when a student engages in a game that is competitive or time based, they are actively learning things themselves, and in relation to the constructivism theory, they will remember this information better than just being told. Active learning can be done in many forms. Through the use of digital innovation, a teacher could introduce a topic through an online teaching tool, split the class into groups and give each group a different topic to research and then present to the class. After each group has presented their findings, the teacher would then carry on with what they had prepared whilst also including what the students had found in their research. This style of teaching also gets the students to do a lot of the teachers' work for them, in a situation like this I do not see any ethical issues with this style of teaching. I think we should encourage this style of active learning and research in the classroom.
Whist I believe that digital innovation in teaching is a positive progression for the industry of learning and development, I am also aware of the role of ethics when looking at digital tools in teaching. I think it is important to harness the benefits of online teaching tools in the classroom but not completely re-design curriculums to just revolve around gamification and online learning. We live in a world where young people are familiar with lightweight, quick to learn social media apps. All of which the most popular ones have a similar graphic and interactive design. The growing normality of this can make students unprepared for higher levels of study, such as what they would have to learn in high level employment. ‘If students leaving education face precarious futures, those entering it have already been reshaped by their digital practices and connectivity’ (Beetham, 2019 p.3-6). Beetham talks about the importance of conserving conventional teaching practices when looking at digital innovation. It is important to not simply replace traditional teaching practices with digital teaching tools. Ethically, some could argue that digital innovation makes a teacher's job much easier, by handing over the reigns of a session to the class where they simply follow along a quiz or interactive game. I would disagree with this, though I can see the argument does bring up some good points especially where ethics are concerned, such as the use of digital innovation doing a lot of teachers work for them. I think that practitioners are actively engaging with digital innovation but not completely replacing all types of classes with gamifications and/or interactive multimedia type classes. I believe that the teacher still plays an important role in the classroom despite the growing use of digital teaching tools, the teacher must still use their knowledge and experience to use these tools in the most effective way. The teacher must also guide the students and keep the classroom in control.
With all the great benefits that come from digital innovation there are also a lot of dangers that should be taken into account. The use of monitored group chats is a popular way for students and teachers to keep in touch and ask questions about coursework or deadlines. It is important that these channels are monitored to prevent inappropriate talk amongst the students and/or bullying. These channels often use faculty provided email addresses for the students and teachers to prevent personal data being breached. 



It is important for practitioners to be aware of the risks that come with encouraging students to engage with these artificial chat rooms and ‘to be aware of dangers and pitfalls as well as the many benefits the technology brings’. (Daniela, 2020, p.82) It is important to not underestimate the power of digital innovation, whilst it is a great way to enhance learning and student engagement with a course, there is great risk of harassment, discrimination and bullying. I believe that it is imperative that teachers discourage students from creating unmonitored back channels to prevent such things happening.
When implementing digital teaching tools into the classroom it is important to make sure that it is fit for purpose and is not just being used because it is an easy way to plan out a lesson. There is a lot of thought and preparation that goes into creating an effective lesson, with or without digital tools being used. When using technology as part of a lesson ‘it must be imbedded as a natural part of their learning, if they are to take it seriously, and to benefit from using it’ (Laurillard, 1993, p.226-229). Laurillard outlines the importance of technology implementation addressing the entire learning process. Laurilard notes that the design and development of technology in teaching should address student's needs, target key areas of the curriculum and build on what is known. This is where I believe the strongest argument against digital innovation in teaching has a point. Ethically, some could argue that the use of digital tools is an “easy way out” for teachers to produce lessons with less substance than a traditional style lesson. I do agree with this argument, but that is where I believe it is up to the teachers to use digital tools only when it is suitable and will benefit their lessons.
In conclusion, I believe that digital innovation is a great enhancement for teachers and learners, when used appropriately. I believe it is paramount to not forget about the effectiveness of traditional teaching styles and the personal engagement between a teacher and students. I believe that it is an objective fact that digital innovation enhances learning experiences and has the potential to restructure the learning and development industry in a positive way if we do not lose touch with the traditional teaching style of learner and teacher interaction. It has been proven through studies and research that digital tools improve learners' access to educational content and learning opportunities. Digital innovation is also improving means of communication and giving feedback (Keengwe, 2023).









Selection and Justification of Appropriate Teaching Tool
When creating a lesson using my own digital tool I had to take into account my lack of experience with digital tools, this would be my first time using it. I would consider myself quite skilled in technical software with my experience in editing films so I was confident that I would be able to learn quickly and design an interactive experience that would enhance students' learning. I wanted to create something that would provoke thought in the students and get them thinking on their own. I created an interactive game in the context of creating a film. The context of the game was to get students thinking about the key things to think about before shooting their own film. I wanted to highlight the importance of pre-production and also show that a high budget does not always create a good film. I opted to use the platform Mentimeter for this. I first looked at Kahoot, but I found it quite one dimensional. To keep students engaged I would need more than a quiz with closed questions. Mentimeter is a platform where you can create a whole lesson, much like you would in Microsoft PowerPoint, but each separate slide can be a different interactive experience. For example, you could have a slide with a word cloud, then the next slide could be a poll and so on. My decision was made, I now had to think of a way to utilize all of the different types of interactive games for my lesson. It was important to me to make the use of this digital tool meaningful, and not just use it because it is available. I had to be sure that the digital tool was complimenting me and my teaching and not being a replacement for me as a practitioner. Much like how Johnston notes that when using technology in the classroom it can be ‘easy to conflate with enhancement of practice rather than a reimagining of practice’ (Johnston et al, 2018, p.71).
Through my research I found that using a tool like Mentimeter would be an innovative way for me to get students to think about the necessary steps needed to create a film. I also made a conscious effort to include forms of formative assessment in the lesson, through testing the students' knowledge on technical questions such as the order in which a script and treatment are written. It is important that I know what outcomes I wanted from this lesson, as the practitioner, it is my responsibility to design this lesson so that I meet my intended outcomes. ‘The designer should thoughtfully consider their intended outcomes and select the most appropriate medium for learning.’ (Fry, 2014, p.96.) Fry talks about how the practitioner should be aware of their intended outcomes when using different methods of “blended learning” there are many different models of blended learning, one of which is when online materials are used to supplement learning. Fry references Bloom’s taxonomy pyramid as a starting point when trying to create a fit for purpose blended learning session. Bloom’s taxonomy pyramid shows the different things to consider when trying to plan out a successful lesson, it talks about explaining ideas and concepts, justifying decisions and using information in new situations. Taking all these things into account, I thought that Mentimeter would be the perfect platform for me to use because I could do all the things mentioned in Bloom's taxonomy pyramid. For example: I could have a slide where there is a question asking, “Which of these three films had the highest budget?” I would include a low budget film that had a more iconic impact on its genre than the other two examples that had a much higher budget. And use that as a talking point to explain that the budget of a film does not define its quality, you can create a genre defining film with limited resources, much like what ‘The Blair Witch Project’ did for found footage horror films. Thus, justifying my idea that the budget of a film does not matter, you can still create a good film with a low budget and less resources.
When deciding on making an interactive game for this assignment, I used The Technological Pedagogical Content Knowledge framework, also known as (TPACK) to help me make the decision of using Mentimeter. This framework is a model that describes the collaborations between pedagogy and technology and how to integrate them together for effective learning and teaching. ‘Good teaching with technology requires a shift in existing pedagogical and content domains’ (Mishra and Koehler, 2016, p.3).
The TPACK model looks at three forms of knowledge: Content knowledge, technological knowledge and pedagogical knowledge. My justification for using Mentimeter and following this model came from looking at these three forms of knowledge and how they applied to me in this setting. Looking at content knowledge, I am experienced in making my own professional films from all aspects of pre-production, shooting both video and audio to a high standard and high-level editing. In terms of pedagogical knowledge, I have learnt a lot about teaching in the Film sector on my placement and through various teaching opportunities in my PCET course. I may not be the most experienced practitioner because I am still a learner myself, but I feel my experience of film and the things I have learnt so far have made me fit to teach a small session using Mentimeter as an interactive experience. Looking at technological knowledge, I am skilled in various editing software and very familiar with Microsoft PowerPoint. Mentimeter is very similar to PowerPoint both in its graphic design and how all the tools within it work. This is how I justified choosing Mentimeter for this assignment. 















Application of The Chosen Learning Tool
For this section I will be providing screenshots of the development process of creating the digital tool and annotating the images describing why I made certain design choices. All of the students present took part in the Interactive experience and I have provided images of it being used in practice. I will also include a lesson plan in this section that I created for this session.
In this image I am waiting for the students to access the experience via the QR code before starting. Some students at the back of the room had to get up and get closer to the screen to scan the code. I learnt at this point that it would be useful for me to make the QR code larger or have the access code visible on screen so those students would not have to leave their seat.[image: ]
[image: ]Once everyone had accessed the experience I moved to the second slide. The second slide is a word cloud, with the question asking what is necessary to create a film, I decided to start with a word cloud as I thought it would be a good way to ease students into the experience and get them thinking about film production before moving onto more difficult questions. I have always opted for a more minimalistic graphic design in most things I do, and I felt it was appropriate here to not overload each screen with too many visuals to distract from the lesson and points being addressed.
[image: ]In the image above, I show that I progressed from a word cloud to a multiple-choice question, as a form of formative assessment to see where students' knowledge is at with the order in which to approach pre-production. If this were my own class that I would be teaching throughout a semester, I would know whether I would need to go over pre-production again in future lessons if the majority of the class got this question wrong.
[image: ]In this image, I used a ‘Select answer’ slide, this would trigger a quiz, where after each question a leaderboard would show up tracking students' progress and who is winning the quiz, this made the experience less formal and fun as the students started to joke amongst themselves about who was winning or losing.



[image: ][image: ]
The images above show 2 ‘select answer’ slides where the questions are getting more technical, I used these as talking points. When the answer is revealed, I would describe each piece of audio equipment, going over it again. I would do this because of what I learned about ‘The forgetting curve’ that I mentioned previously in this assignment. It is important to repeat things for students to remember them effectively.





[image: ]In this image, I am standing in front of one of the quiz leaderboards slides that would trigger after every ’select answer’ slide, discussing who is in the lead and who is close behind.
[image: ]This is another ’select answer’ slide as art of the competitive quiz, students would get points on how quickly they answered. I decided to have a lot of questions for the quiz to give students the opportunity to make a comeback if they were losing. After each answer was revealed, I would go through the answers explaining them for the students that got them wrong.



[image: ]In this image I am discussing answers with a student, explaining how a film's budget does not define its quality. The quiz concluded after this slide, following me answering various questions about budget and film production. This was my goal for this lesson, I wanted each slide to trigger talking points that would initiate learning for the students. The digital tool enhances the lesson and provides taking points in which I could go over important information about film production.












[image: ][image: ]Above are images of the slides that came after the final quiz leaderboard concluding the quiz section of this experience. I used the ’open ended’ style slide for these questions. My reasoning for this is because multiple answers can be displayed on screen and students can answer as many times as they like. I used this style of question to keep the experience varied with different styles of slides throughout.







[image: ]This is the slide that follows the open-ended questions, I again used a different style of interactive experience. With this one I had three different statements displayed on screen and the students would choose which one they agreed with most, this would then trigger a discussion about why certain people agreed or disagreed with certain statements.
[image: ]This is the final slide of the interactive experience. I ended it with another open-ended question. The purpose of this slide was to get the students thinking about everything we had gone over through this experience and apply it to the question asked. This is where the students would use what we had just gone over about pre-production and equipment needed on a shoot to then apply it to the importance of budgeting a film before shooting.




                                                 
Lesson Plan
 
	Topic: Shooting your own film
	Class: BA Film Students. 1st Year.
 

	Date:20/11/2024
 
	Length of lesson: 30 Minutes
	Number of students: 8

	Resources required:
• Access to the internet to use an online digital tool
• Each student needs a phone to access the experience
 
 
 

	Aim of Lesson
• Create a fun interactive experience that the students will take part in
• Get the students into a position where they would be confident in starting to shoot their own film, by knowing the correct steps to be taken in the correct order
 
 
 
 

	Learning Outcomes – The Learners Should Be Able To:
• Identify the correct order in which the different steps of pre-production are made
• Identify different pieces of video equipment correctly
• Identify different pieces of audio equipment correctly
 
 
 
 
 
 
 

	Previous student knowledge required for the session:
• Technical knowledge of camera and audio equipment
• Brief knowledge of production
• Brief knowledge of pre-production
 
 
 
 

	Anticipated difficulties (if applicable):
• A student not being able to access the online experience. – I will offer them my phone to use if they are unable to access it with their own. Or I could pair the student(s) with another student that is able to access the experience.
 
 
 
 

	Professional Standards (where are these being met within the session)
• Plan and deliver effective learning, teaching and assessment: By preparing an interactive experience that will enhance student learning, with points of formative assessment throughout so I am able to track students’ progress and knowledge.
• Maintain and update knowledge of my subject and how to best teach and assess them: By using my extensive knowledge of film production to better enhance this interactive experience and make it so that the experience will trigger talking points in which I can educate students on various parts of film production.
 
 
 
 
 
 
 
 

	
	
	
	


 
 
 
 
 
 
 
 
 
 
 
 
 
Lesson Detail:
 
	 
Stage 
	 
Focus
	 
Strategy 
	 
Time 
 

	Introduction
 
 
 
 
 
 
Development 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Plenary/conclusion
 
 
 
 
	Get students thinking about film production and discussing it.
 
 
 
 
Get students to identify the correct order in which different parts of pre-production takes place.
 
Get students to identify what software is used to create a script.
 
Get students to identify the correct software used for editing films.
 
Get students to identify correct pieces of audio equipment.
 
Get students to identify the difference between high budget and low budget films. Using examples of block buster low budget films to show that you can still make a successful film with limited resources.
 
Get students to identify correct editing techniques.
 
Thank students for taking part in the experience and leave room for any questions they may have.
 
	Word Cloud via Mentimeter
 
 
 
 
 
 

Multiple choice question via Mentimeter
 
 
 
 
 
Interactive quiz game via Mentimeter
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Open ended question via Mentimeter
	5 minutes
 
 
 
 
 
 
 
5 minutes
 
 
 
 


10 minutes
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 




5 minutes
 


5 minutes


 
 
 
	Assessment Strategies: when and how are they included within the lesson?
• Providing Q & A’s throughout, answering questions as the experience happens.
• Formative assessment being done through the specific questions asked in the experience.
 
 
 
 
 
 


 
	Informal reflection (to be completed after the session)
The session went well and there were no technical difficulties.
I think in future I will try to implement more ways for assessment strategies instead of just assessing students through the questions asked in the interactive experience I created.
I could have maybe experimented with the more complex experiences that Mentimeter has to offer.




 Evaluation and Reflection
Reflecting on my experience of learning about technological implementation with pedagogy, I have learnt a lot of things that I will carry with me on my journey of being a professional practitioner. I have learnt about the importance of distinguishing digital tools from the traditional teaching style of teacher and student interaction. Through my research and critical analysis of theories and texts I have become aware of the importance of ethics involved with digital technology in teaching and how to steer students away from potentially harmful artificial back channels such as unmonitored group chats. Through using Mentimeter as a digital tool I have learnt that it takes time to develop a digital experience that is consistently immersive. I feel that when I was presenting the class using the digital tool, it did get repetitive when it got to the interactive quiz section. In future I will combat this by fusing the use of the digital tool more with my actual teaching in the class, for example: In the future if I am getting the students to do a quiz again, halfway through the quiz I could cut to a Q & A, to not make the quiz feel as long and repetitive. 
I gathered some feedback from the students via email that I will include and annotate how I will use the feedback to better myself in future practices.
[image: ]I agree with this feedback. I definitely could have tried to implement more assessment strategies and different types of opportunities for learning. One of the main strategies for learning I implemented was the use of trigger points that would start a discussion, so it is nice to see here that the student recognizes that, that shows me that I succeeded in this. It is also motivational for me to hear that this student felt that this was a good way to display what is needed for a film.     



[image: ]
The student notes here that they enjoyed the collaborative aspects that I engaged with. What they are referencing here is when I mentioned that if they are struggling with resources for shooting a film such as actors, they could explore possible collaborations with acting students that would usually do acting roles for free as they are trying to build up portfolios whilst they are studying. This shows me that I kept the students engaged as they can recall specific points I talked about. The student says in the feedback here that I came across as confident, this shows me that I am progressing as a practitioner because in the past I have been nervous when teaching. The student says here that they thought I kept a good balance of tool and personal interaction, this shows to me that the research I have done prior to developing this tool has benefitted me. One of the main things I discussed in the first section of this assignment was the importance of blending the use of a digital tool with personal student interaction, and not having the digital tools completely replace the role of the teacher. In this feedback the student mentions how they struggled to read and answer the questions quick enough, during the session they made me aware of this, so I then allowed more time for them to answer. In future I will ask the students if they are done answering before continuing with the quiz. Something that I have taken from this feedback is how I could have included some Welsh actors and/or films in the experience. This would have met with the professional standard of promoting Welsh culture. In future I will implement Welsh talent where possible and include Welsh subtitles for Welsh speakers in the class.  

I have been given some great feedback here. The student recognizes the use of thematic imagery that I included in the experience, I knew that a minimalistic visual design would have worked best for this situation. I made the questions at the start of the experience easier on purpose, it is good to see here that the student can identify why I did this. The student mentions here how it could have been useful for me to continually check in with students to see if they have caught up with the slideshow. I could definitely improve the pacing of my future lessons and allow more time for answering. I think that doing more test runs prior to using the tool would have helped me develop correct timings for the quiz section of the experience so in future I will do more test runs to avoid problems like this happening again. One of my main goals was to keep the students engaged and interested in what we are learning, the students say here that they enjoyed it, and they could see that the other students were engaged. Overall, I feel like this session was a success and everything I have learnt in practice and through the feedback given to me will help me better myself as a practitioner and enhance my professional development.    [image: ]                                                                                         
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