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Digital Innovation 

Introduction

[bookmark: _Int_B9TQi22p]This assignment explores how digital innovation can enhance teaching and learning within the BA Illustration program by focusing on the use of alternative digital tools. It aims to design and evaluate digital teaching resources that encourages active student engagement and provides a means of assessment. aligning with the UK professional standards (Bond, L. 2000). Additionally, the assignment involves critical reflection on how digital technologies can be integrated into educational practice to support both the learning process and professional development in Illustration. ‘Even the basic technologies of writing were innovations once.’ (Beetham and Sharpe, 2020) Although Adobe Photoshop and procreate are commonly utilised digital tools in the creative industry. This assignment will explore alternative digital tools and resources that can provide students with new perspectives and approaches to their practice. These tools may include interactive learning platforms, web-based resources, or multimedia tools that support illustration techniques and theories in innovative ways. By integrating these alternatives into teaching, students can diversify their learning experience. 
[bookmark: _Int_jeZywyMl]Technology plays a multifaceted role in education: it is integrated into the curriculum, serves as a delivery system, supports educational structures and enhances the overall learning process. Due to technological advancements, education has evolved from being passive and reactive to becoming interactive and dynamic. (Parveen and Ramzan, 2024)
[bookmark: _Int_Er2HXhTA][bookmark: _Int_eOcdeStb]This assignment will critically examine how foundational pedagogical theories, such as behaviourism, cognitivism, and constructivism, remain embedded in the curriculum, even as educational practices evolve to accommodate rapid technological advancements. Do these theories still provide essential frameworks for understanding how students learn and engage with digital tools? ensuring that modern technologies enhance rather than disrupt traditional educational principles. By analysing how these theories intersect with emerging technologies, this work seeks to demonstrate how longstanding pedagogical approaches can continue to guide and inform teaching strategies in this fast-growing digital age. By exploring research into various digital tools and selecting the one most suited to the specific requirements of the BA Illustration course, this assignment aims to create a resource that bridges the gaps between theory and practice and enhances student engagement while aligning with enduring educational principles.

Chapter 1
The role of creativity and digital innovation


[bookmark: _Int_D3uCifZe]Education has undergone significant transformations, moving from teacher-centred, rote learning models to more collaborative, student-centred approaches. However, despite advancements in technology and pedagogy, many educational institutions are still grounded in traditional models (Education 1.0 and 2.0) (Keats and Schmidt,2007), which are unequipped in preparing students for the demands of the modern digital era. This part of the review explores the evolution of education from Education 1.0 to the emerging Education 4.0, arguing that a transition to transformative, technology driven models is essential for fostering personalised learning, critical thinking, and future ready skills.
Digital technologies now serve as knowledge providers, co-creator of information, mentors, and assessors. Technological advancements have made life easier for students, replacing traditional pen and paper with software and tools for creating presentations and projects. (Parveen and Ramzan, 2024)
[bookmark: _Int_9zOzKuDK][bookmark: _Int_trN18fAx]Digital technologies are more impactful than ever. (Antonopoulou et al, 2023) The contribution of creativity and digital innovation play a critical role in influencing education and learning environments. Today's students favour incorporating digital technology into every aspect of their lives, including education. While the internet is a vital part of modern learning, its initial integration is seen to be challenging, as some traditional educators perceive modern devices and technology as distractions rather than effective learning tools. (Parveen and Ramzan, 2024). As technology continues to advance, Parveen and Ramzan (2024) emphasise that digital tools and platforms offer new opportunities for enhanced engagement, faster learning, and interactive learning. These innovations encourage critical thinking and collaboration, enabling students to engage with content in dynamic and interactive ways. By integrating creativity with digital technologies, educators can foster an environment that encourages exploration, adaptability, and the development of skills necessary for success in a progressively digital world. (Parveen and Ramzan,2024) ‘The advent of digital tools and online learning platforms has precipitated a significant transformation in higher education, altering traditional pedological approaches and reshaping learning outcomes,’ (Rafiq et al, 2024). Creativity is the motivation behind problem-solving, critical thinking, and artistic expression while digital innovation provides the tools and platforms to support and enhance these processes. Together, they foster an environment where students can experiment, explore, and refine their skills in ways that were not previously possible. (Rafiq et al, 2024)
[bookmark: _Int_ArySY7gp]It allows them to explore their unique artistic voices while solving design challenges, provides students with vast creative space and an unlimited playground for imagination. through learning and practicing digital media art design, students can freely explore, express, and convey their creative ideas and thoughts. (Dong and Sang, 2024) 
[bookmark: _Int_cjSIjO0I][bookmark: _Int_WlfDxCg6][bookmark: _Int_fXglukAp]Digital innovation also plays a key role in making creativity more accessible and inclusive. ‘However, the digital divide remains challenging as not all students can access the necessary technology.’ (Asare and Waldon, 2023). According to Keats and Schmidt (2007). Over the past 15 years, advancements in information and communication technology (ICT) have given rise to a new educational landscape. This shift is further fuelled by community driven innovation, production models rooted in the principles of sharing, and legal frameworks that have gained momentum in the last four to five years. Additionally, evolving educational pedagogies and institutional structures are beginning to take shape. While these developments are well known and actively debated among experts, this emerging educational framework remains unnoticed by the majority of educators and participants in higher education worldwide. (Keats and Schmidt, 2007)
[bookmark: _Int_NQ1QNPp5][bookmark: _Int_czuTjeak]Key findings from government data (Department for Education, 2023) highlights financial constraints are the primary obstacle to incorporating technology in primary and secondary schools, with 96% of school leaders and 89% of teachers identifying limited budgets as a key issue. Additionally, 63% of school leaders and 65% of teachers highlighted the costs of continuing professional development (CPD) needed to require using technology effectively as an obstacle, particularly in primary education. Time pressures for CPD were also a significant concern, reported by 63% of leaders and 75% of teachers. While 60% of school leaders saw staff skills and confidence with technology as a challenge, only 39% of teachers shared this view. (Department for Education, 2023) These findings prompt the question: how can these barriers be controlled to equip students with the skills needed for lifelong learning and future success beyond formal education?
To understand the current state of education and its alignment with the needs of rapidly changing world, it is necessary to examine its evolution. The journey of educational technology can be categorised into four distinct phases: Education 1.0, 2.0, 3.0, and 4.0 (Gerstein, 2014), each reflecting significant shifts in teaching and learning approaches. Here is an overview of how education has evolved overtime.



The journey from education 1.0 to 3.0

[bookmark: _Int_gX6k6pnI][bookmark: _Int_s9JxsvPe][bookmark: _Int_Ty8aG0Ll]Education 1.0. Represents a traditional teacher-centred approach to learning: This phase resembles the early, one-way structure of the web, where knowledge is transmitted from professors to students through lectures, notes, handouts, textbooks and more recently, online resources. Students primarily consume information, engaging in isolated activities that rarely contribute to the larger body of knowledge. (Keats and Schmidt, 2007). This approach can be seen as essentialist, behaviourist education, (Hicks, 2016) centred around the three R’s – Receiving information by listening to the teacher, by taking notes, studying for tests, and completing worksheets, and repeating knowledge by taking the same assignments as all other students in the class. (Gerstein, 2014)
[image: ]
(Figure 1, Gerstein)

[bookmark: _Int_nGiKusnj][bookmark: _Int_4lwYCtWw]Education 2.0. Integration of web 2.0 technologies, but still primarily teacher directed: This phase integrates Web 2.0 technologies such as podcasts, blogs, and social folksonomy into traditional teaching. While these tools enhance the learning experience, they do not transform the underlying educational model, which remains embedded in the Education 1.0 framework. (Keats and Schmidt, 2007). This approach promotes greater interaction between teachers and students, students with each other, and students with content and experts. Education 2.0 has its foundations and progressive, humanistic ideals, where human aspect plays a crucial role in learning. (Mcleod) In this model, relationships between teachers and students, as well as among students, are seen as essential to the learning process. Education 2.0 emphasises the three Cs – communicating, contributing, and collaborating. (Gerstein, 2014)
[image: ][image: ]

(Figure 2, Gerstein)

[bookmark: _Int_HdXo4E4Q][bookmark: _Int_l4D6kBl9]Education 3.0. Transformation of learning with more active student involvement, personalised pathways, and social learning tools: This phase represents a transformative approach, fostering cross-institutional and cross-cultural learning. Learners actively create and share knowledge, supported by social networking and collaborative technologies. This model blurs traditional distinctions between roles, processes, and institutions, emphasising institutional adaptation to new opportunities and the breakdown of traditional boundaries between educators, students, and disciplines. (Keats and Schmidt, 2007). Education 3.0 focuses on a new set of “three Cs” – connectors, creators, and constructivists, which differ significantly from those of Education 2.0. These terms represent identities rather than actions, emphasising the shift toward learners becoming self-directed in their learning journey, rather than just engaging in learning activities guided by an educator. (Gerstein, 2014)
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(Figure 3, Gerstein)




Education 3.0 is a modern educational model designed to align learning with the demands of today's digital era. This approach emphasises personalisation, collaboration, and the integration of technology in the learning process. Keats and Schmidt (2007) explained that education has evolved through these distinct generations by its approach to teaching and learning. Education 3.0 embodies the intermigration of effective teaching and learning practices with new inputs and the demand for updated outcomes in higher education. Increasing diverse student populations and the universal need for critical thinking have transformed the educational landscape. to adapt to these changes, educators must embrace technologies that enable scalable learning solutions and provide lifelong, flexible learning opportunities to meet evolving societal expectations. (Keats and Schmidt,2007)
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(Figure 4, Keats and Schmidt, 2007) 

[bookmark: _Int_jVU73DOA][bookmark: _Int_e5MgkJfH][bookmark: _Int_JmcdkBYY][bookmark: _Int_2UfM3w6i]With that being said, it is important to reflect on where educational systems currently stand in their evolution and alignment with the demands of the modern world. Many schools are still embedded in Education 1.0, relying on traditional, teacher-centred approaches focused on rote memorisation and standardised assessments. Others have transitioned to Education 2.0, incorporating web 2.0 tools like blogs and social media to enhance interaction and collaboration while still operating within a teacher-directed framework. However, only a few institutions have made significant strides towards Education 3.0. This observation mirrors the key findings from government sources (Department for Education, 2023). Supporting this finding, Siamack Zahedi (2018) emphasises that a small number of schools have taken bold steps to significantly shift the traditional educational paradigm, moving away from rote memorisation and teacher-centred practices to embrace student-centred approaches that prioritise active, meaningful learning. In these settings. Given the rapid advancement of technology, we should ideally be comfortably working within Education 3.0 by now, as it aligns with the evolving needs of modern learning. This sets the stage for readiness in embracing the emerging Education 4.0 model. Model 3.0 places a greater emphasis on student voice and choice, encouraging learners to take ownership of their education. Some schools effectively harness the potential of the internet and advanced educational technologies to enhance interaction, collaboration, creativity, and overall student engagement. Technology transforms the learning experience, enabling possibilities that were previously unimaginable. This stage of evolution is marked by its focus on personalised, collaborative, and dynamic learning environments. Unfortunately, only a small fraction of schools has fully embraced this model. (Siamack Zahedi, 2018)
[bookmark: _Int_d7k3b3dh][bookmark: _Int_3Wbhnckv][bookmark: _Int_C5wy3q53]Reflecting on this concept and comparing it to my own observations, I see that many schools work primarily within the Education 1.0 and 2.0 frameworks. Traditional teacher-centred methods continue, often supplemented by technology, but without fundamentally changing the structure of the learning experience. While some institutions experiment with collaborative tools or digital platforms, they remain bound in older pedagogical models that emphasise content delivery over creatively and self-direction which aligns with Department for Education, (2023) findings. Looking into my own practice, although there are still glimpses of Education 1.0, we are in a transitional phase between Education 2.0 and 3.0, with brief sightings of Education 4.0 beginning to emerge. While some advantages in technology and pedagogy are visible, the shift requires more structured change, teacher training, and fair access to resources to fully embrace these models. With Education 4.0 on the horizon which offers an exciting taste into the future. Education 4.0 aligns with the fourth industrial revolution by emphasising a dynamic personalised and technology-driven approach. This model uses advanced technology to equip learners with the skills and knowledge needed to adapt to a rapidly changing world. (Monja,2023). Traditional classrooms are evolving into digital platforms, with teachers transitioning to facilitators of experimental learning. In this model, students are encouraged to explore and discover knowledge through hands-on experimentation, a concept rooted in learning by doing. (Almeida and Simoes,2019). As educators, it is our role to bridge these gaps and prepare learners not only for the present but for the rapidly evolving future in education which reflects the Digital standards 2030 vision.
Clear, nationally agreed standards for digital skills are in place to enable learners and staff to meet industry, private and public sector requirements, building on the digital competences developed during compulsory schooling. (A Digital Standards Framework for Post-16 Education in Wales Teaching & Learning Related Roles, 2020)
[bookmark: _Int_smFnhes2]As we have seen, the shift from Education 1.0 through to 4.0 reflects the ongoing transformation of the learning environment, driven by technological advancements. These evolving models do not just represent a change in tools and structures but are deeply connected to broader shifts in educational principles and teaching theories. In the next chapter, we will explore how these educational models align with, or are influenced by, key teaching theories and pedological approaches, helping us understand how learning practices and strategies have adopted over time to meet the needs of students in this increasingly digital world.

Chapter 2
How do these models align with or relate to teaching theories and pedagogical approaches?

[bookmark: _Int_FaxiBEhh][bookmark: _Int_iW5xsRbR][bookmark: _Int_mZusezJZ]The term Pedagogy has faced criticism, particularly in the context of post-compulsory education. Originating from the ancient Greek word paidagogos, which referred to a slave responsible for escorting children to school, some argue that the term is unsuitable for describing education beyond school years, where learners develop greater independence and self-direction. (Beetham and Sharpe). However, rethinking Pedagogy an era of abundance resources, opportunities, and networks, while acknowledging the inequalities within this abundance raises the question of whether, we are trying to define a new dimension or discipline within this evolving context. With the integration of digital enhancements, are we simply perpetuating outdated educational practices that may no longer be fit for purpose? (Beetham and Sharpe, 2020) According to Issroff and Scanlon (2002), educational theories have consistently shaped the development of educational technology. Even in today's era of digital advancements, learning and critical thinking remain central to those innovations. It is often assumed that digital technology helps the learning process. In modern education, digital tools are widely used not only to help and enhance learning but also as resources for information and skill development. This section explores the connection between digital technology and learning by examining key learning theories and their insights into the role of technology in education.
[bookmark: _Int_hPiGLf2U][bookmark: _Int_YMocS6We][bookmark: _Int_Yx952aoQ][bookmark: _Int_ynBUKOol]Learning theories are used as a framework in the educational curriculum. (Reports and Ireland, 2024) These theories and models help us develop and refine learning technologies, while also providing insights into how individuals interact with modern educational technologies and network systems. The influence of broader educational theories, including social and cultural perspectives, is important when analysing learning environments. In the 1950s and 1960s, behaviourism appeared as a significant learning theory, which stays relevant to the application of digital technology in education. According to Byrne (1994), behaviourism suggests that humans are conditioned to respond to stimuli, and if a behaviour is reinforced by rewards or punishments, its likely to be repeated when faced with the same stimulus again. 
[bookmark: _Int_UCIlY7Kg][bookmark: _Int_hRFLd7Kj][bookmark: _Int_bcFB9bqu][bookmark: _Int_5vmojai5]In the late 1950s, behaviourists advocated for a structured approach to teaching and instruction. (L. Paul Saettler,2004) Saettler empathises, this approach involved designing curricula into small, sequential units that emphasised observable and measurable outcomes. This method fostered a close connection between technology and behaviourist principles. One notable example was the programmed instruction system, which relied on various educational technologies for its implementation. Early examples included mechanical devices for multiple choice exercises, which represented some of the initial methods of programmed teaching (1990, p14). Skinner (1958) dedicated significant effort to designing a teaching machine grounded in the principles of operant conditioning. These machines were developed to keep students engaged in their studies by providing immediate feedback for each response. By 1963, seventy-three different teaching machines were commercially available. Early forms of computer assisted education. Such as drill-and-practice programs were heavily influenced by behaviourist theories. These tools, still in use today, are primarily employed to help learners develop basic skills, including spelling, vocabulary, and typing. Similarly, tutorial software that introduces topics and provides step by step instructions also reflects behaviourist principles. In this context, behaviourism has been fundamental to the design and evolution of instructional technology.







[image: ]

(Figure 5, Skinner,2003)
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(Figure 6, Skinner,2003)


[bookmark: _Int_NhfzyyRZ][bookmark: _Int_dmx75VPU][bookmark: _Int_7Vd3fB5X]Cognitive research offers a contrasting perspective to behaviourism, focusing on how the mind processes, organises, stores, and retrieves information. Cognitivism likens the mind to a data processor, emphasising internal mental processes over observable behaviour. This theory highlights the active role of learners in processing knowledge enhancing areas such as memory, reasoning, and problem solving (Bordwell,1989). By the late 20th century, cognitive psychologists developed conceptualising mental processes as an internal knowledge system where new information is integrated with existing cognitive structures. (Mcleod,2024) This led to the development of computer-like models featuring three key stages of information processing. Beginning in the 1960s, cognitive theories played a key role in shaping the design of technology-driven educational tools, which laid the foundation for intelligent tutoring systems. These systems are grounded in the concept of replicating human cognitive processes through computer programming, enabling tailored learning experiences. One prominent example of technology – based learning is embedded in constructivist theory. 
[image: ]

(Figure 7, Mcleod,2024)

[bookmark: _Int_y3ogqSBS]This educational approach emphasises that learners actively construct their own knowledge, with their individual experiences shaping their understanding of reality. According to constructivist principles, learners integrate new information into their existing knowledge framework as they interact with and reflect on the world around them (Brau, 2020). 
[bookmark: _Int_4psRq6Rm][bookmark: _Int_xVw9wMuc]Constructivism is a learning, educational, and design philosophy that emphasises students ability to acquire deeper understanding by constructing knowledge themselves (Reports and Ireland). A key aspect of constructionist methods is their use of technology to enhance the emotional and engaging aspects of learning. Seymore Papert (1993) highlighted this approach through his development of the logo programming language, widely implemented in schools during the 1980s. Logo enabled learners to write code that created line drawings, serving as a tool to foster children’s critical thinking and problem-solving skills. This philosophy also underpins modern educational tools, such as Minecraft, which encourages learners to explore and build digital models of complex systems. Such technologies support self-directed, exploratory learning, aligning with the principles of constructionism.




[bookmark: _Int_e2i2Sfzj]Selection and Justification of appropriate teaching tool(s)/resources



[bookmark: _Int_bceyBFZn]Initially, I struggled to decide on a suitable tool to incorporate into my lesson, as illustration is primarily a hands-on discipline that heavily relies on digital programs such as Photoshop and Procreate. While these tools are helpful to the creative process, they do not typically address the more theoretical aspects of learning. From earlier observations, I noticed that students often struggled to retain key information, particularly details from program briefs that were essential for their projects. I wanted to introduce a tool that would help with theory-based learning, something entirely different from their usual creative work and help bridge a gap between practical application and theoretical knowledge. My aim was to make this process engaging, enjoyable, and memorable.
[bookmark: _Int_GKSuA95c]Using the TPACK framework, I identified Kahoot as an ideal choice to address this challenge. From a technological knowledge (PK) perspective, Kahoot is an interactive, gamified platform that fosters collaboration and engagement, contrasting with the often-solitary experience of using illustration software. Its accessibility and ability to provide instant feedback made it a practical addition to the classroom. In addition, Kahoot's user friendly interface allowed me to seamlessly integrate it into lessons without extensive technical training or preparation.
[bookmark: _Int_2OPVjH6O]From a pedagogical Knowledge (PK) standpoint, Kahoot aligns with my goal of creating an engaging way for students to revisit and retain theoretical information, its gamified approach, combined with collaboration and competition, encourages active participation, and reinforces key concepts in a dynamic way. By designing quizzes that focus on critical areas, such as program briefs and theoretical principles, I ensured that students actively processed the material instead of passively receiving it. This approach is grounded in constructivist principle (Brau, 2020), where students build their own knowledge through interaction, problem solving and reflection.
[bookmark: _Int_tkdrOPre]From a Content Knowledge (CK) perspective, Kahoot enabled me to translate theoretical content into bite sized, interactive quiz questions that reinforced students understanding of essential concepts. For example, critical information from the program brief, such as project deadlines or key objectives, could be encouraging in engaging ways to ensure retention. This not only supports their theoretical learning but also complements their practical work by providing a clear framework for their creative process.
Additionally, Kahoot's alignment with the evolution of educational models from 1.0 to 3.0 was clear, unlike traditional, teacher centred methods associated with education 1.0, Kahoot fosters active engagement and collaboration, aligning with the participatory and interactive learning environments of education 2.0. its gamified approach not only motivates students but also provides real time feedback, allowing both students and educators to access understanding dynamically. Furthermore, adaptive learning experiences, where students can engage with material at their own pace and in their own style. This adaption prepares learners for the collaborative, digitally integrated demands of education 4.0.

Professional Standards

[bookmark: _Int_1vP8ksPu][bookmark: _Int_49Qqe1DG]By incorporating Kahoot into my illustration class, I aimed to encourage teamwork, foster a sense of shared learning, and provide students with a fun, interactive way of engaging with previously taught lessons with real time assessments. Standard: ‘Maintain and update knowledge with my subjects and how best to teach and assess them’ (Bond, L. 2000). This approach looked not only to address their struggles with retaining theoretical knowledge but also to uplift their energy and motivation, making the learning process more enjoyable and meaningful. This approach aligns with several key UK Professional Standards, particularly in relation to encouraging student engagement Standard: ‘Value and promote diversity, equality of opportunity and inclusion’. (Bond, L. 2000) and enhancing the quality of learning through innovative methods Standard: ‘Plan and deliver effective learning, teaching and assessment’. (Bond, L. 2000) By incorporating Kahoot as a dynamic learning tool, the practice promotes active learning and encourages students to apply theory to real world scenarios, supporting their development as independent learner's Standard: ‘Enable learners to share responsibility for their own learning and assessment.’ (Bond, L. 2000) Additionally, the reflection on feedback and the adjustment of teaching strategies to incorporate diverse learning preferences demonstrates a commitment to continuous professional development.














Lesson plan
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Application of the chosen learning tool(s)

Kahoot quiz in action
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Evaluation and Reflection


The introduction of Kahoot as a digital learning tool successfully enhanced student engagement, reinforcing theoretical knowledge, and offering a dynamic alternative to traditional lecture methods. Student feedback highlighted the benefits of this approach, particularly in terms of enjoyment, retention, and application of concepts. Many students valued the quiz for its interactive nature, helping them combine their understanding of topics that are relevant to the Illustration program. This showed the potential of gamified learning to make complex ideas more accessible and memorable.
[bookmark: _Int_GBDWTKWv]The insights gained from this evaluation will significantly inform future teaching practice, especially regarding the integration of digital technology. One key takeaway is the importance of designing activities that balance engagement with deeper critical thinking. For instance, scenario-based questions that encourage students to apply theory to practice. This proved effective in promoting reflective learning. Moving forward I will incorporate more targeted questions like these to foster both theoretical understanding and practical application.
The feedback revealed the need to accommodate diverse learning preferences, while many students found the competitive nature of the quiz motivating, others may benefit more from collaborative or reflective alternatives such as combining quizzes with discussion-based platforms or collaborative tasks to support inclusive learning environments. These tools will allow students to engage with content in ways that align with their personal strengths while still fostering interaction and teamwork.
[bookmark: _Int_3oEyKNwf]This experience has also reinforced the importance of integrating digital tools into professional practice. By incorporating technology thoughtfully, I can create innovative and engaging lessons that better prepare students for the demands of the creative industries. By reflecting on the effectiveness of these tools, I can continue to refine my strategies to ensure they stay purposeful and aligned with learning objectives.
This initiative has inspired me to further the role of digital technology in education, using tools like Kahoot as part of a broader strategy to enhance learning outcomes. By continually evaluating and adopting my approach, I aim to develop a flexible and forward-thinking teaching practice that meets the diverse needs of my students while keeping pace with evolving educational trends.






Feedback from students
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Table 1: Educational generations in higher education

Education 3.0

Characteristics

Education 1.0

Education 2.0

Orchestrator of collaborative knowledge creation

Primary role of
professor

Source of knowledge

Guide and source of knowledge

Free/open educational resources created and reused by

Content
arrangements

‘Traditional copyright materials

Copyright and free/open educational resources for students within
discipline, sometimes across institutions

students across multiple institutions, disciplines, nations,
supplemented by original materials created for them

Open, flexible learning activities that focus on creating room

Leaming
activities

Traditional, essays, assignments, tests, some
groupwork within classroom

‘Traditional assignment approaches transferred to more open
technologies; increasing collaboration in learning activities; still
largely confined to institutional and classroom boundarics

for student creativity; social networking outside traditional
boundaries of discipline, institution, nation

Loose institutional affiliations and relations; entry of new

Institutional
arrangements

Campus-based with fixed boundaries between
institutions; teaching, assessment, and
accreditation provided by one institution

Increasing (also international) collaboration between universities;
still one-to-one affiliation between students and universities

institutions that provide higher education services; regional
and institutional boundaries breakdown

Active, strong sense of ownership of own education, co-

Student
behaviour

Largely passive absorptive

Passive to active, emerging sense of ownership of the education
process

creation of resources and opportunities, active choice

E-learning driven from the perspective of personal

Technology

E-learning enabled through an clectronic
learning management system and limited to

E-learning collaborations involving other universities, largely
within the confines of learning management systems but integrating

distributed learning environments; consisting of a portfolio
of applications

other applications

participation within one institution
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Fig. 1. Pressey’s self-testing machine. The device directs the student to a particular item
in a multiple-choice test. The student presses the key corresponding to his choice of
answer. If his choice is correct, the device advances to the next item. Errors are totaled.

o
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Fig. 2. Student at work on a teaching machine. One frame of material is partly visible in
the left-hand window. The student writes his response on a strip of paper exposed at the
right. He then lifts a lever with his left hand, advancing his written response under a
transparent cover and uncovering the correct response in the upper corner of the frame.
If he is right, he moves the lever to the right, punching a hole alongside the response he
has called right and altering the machine so that that frame will not appear again when
he goes through the series a second time. A new frame appears when the lever is returned
to its starting position.
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Lesson Plan Template

Y Drindod Dewi Sant

Trinity Saint David

Lesson Plan

Topic: Billboard Presentation Class: level 5

Date: 21/11/2024 Length of lesson: 30 minutes presentation, | Number of students: 12
including digital quiz Kahoot. Practical
application for the rest of the day.

Resources required:

Powerpoint

Kahoot quiz

Students will need a smart device
Sketching materials

A3 sketch paper

Aim of Lesson
The aim of this lesson is to equip students with the knowledge and practical skills needed to design and
present an effective billboard for an awareness campaign of their choice. This involves building on their prior
learning, such as reportage illustration techniques and crafting impactful slogans, and applying these to
create compelling designs that raise awareness and deliver a clear, persuasive message to the target
audience. Students will focus on how to balance visuals and text to maximise engagement and ensure th
boards are both informative and visually appealing. By the end of the lesson, they should be able to
combine creativity with strategic thinking, producing designs that effectively communicate the intended
message in the content of an awareness campaign. Additionally, this lesson will incorporate Kahoot digital
quiz tool to further advance students understanding of design principles and program theories, providing a
modern interactive approach to their learning.

Learning Outcomes — The Learners Should Be Able To:

«  Design an effective billbooard. Demonstrating their ability to balance visuals and slogans to create
an impactful and engaging design.

«  Understand the principles of billboard design. Including effective use of space, colour, contrast, and
alignment to ensure clarity and visual appeal.

«  Evaluate billboard designs in relation to their purpose and audience. Assessing whether the design
aligns with the goals of the campaign.

« Differentiate between ul and Explaining how elements
font choice, colour contrast, and imagery impact the overall communication and appeal.

Previous student knowledge required for the session:

Prior to this lesson, students should have a foundational understanding of key design principles and |
This includes reportage illustration techniques for creating visuals that convey themes effectively, as well as
knowledge of typography basics, such as font selection, sizing, and spacing, to ensure readability and tone.
Students should also be proficient in crafting impactful slogans and have an awareness of how to design for
specific target audiences. Familiarity with composition principles, such as balance, alignment, and visual
hierarchy.

Anticipated difficulties (if applicable

platform.

«  Engagement variability - Not all students may find Kahoot engaging or effective for learning. Some
may view it as a distraction.

«  Time management - Integrating the Kahoot quiz with other lesson activities could consumeore time
than anticipated, leaving insufficient time for other tasks.

«  Cognitive overload - The combination of learning new design principles, engaging with Kahoot and
creating a billboard design may overwhelm students, especially those who are not as confident using
digital tools. *

« Uneven participation — Some students may dominate the kahoot session, while others remain
passive, reducing the overall benefit of collaborative learning and interaction.

«  Overemphasis on competition - The competitive nature of Kahoot may distract some students from
focusing on understanding the material, pr ing speed over thoughtful answers.
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Professional Standards (where are these being met within the session)

I have researched the topic wider to have a deeper understanding of the topic, to enhance my
own practice and continuing professional development. (Maintain and update knowledge with
my subjects and how best to teach and assess them).

T will support and guide learners through the content by asking questions and giving prompts
in addition to guiding them through the task. (Plan and deliver effective learning, teaching
and assessment).

I will use Powerpoint as a media to present this lesson, effectively to enhance the learning
process. (Enable learners to share responsibility for their own learning and assessment).

Thave created and planned the learning environment where students are active nm:_o_ﬂms_m as
individuals and as members of collaborative groups with individual and group activities. This
includes the innovation of the Kahoot digital quiz. (Value and promote diversity, equality of

opportunity and inclusion).

Lesson Detail:
Stage Focus Strategy Time
Introduction To  understand | Introduce today's lesson and
what the students | what to expect from the |2 minutes
will be learning in | presentation. Brief description
Welcome the board | of the Kahoot g
everyone  and | presentation task.
introduce about. Discussing
billboard the aims of the
presentation. lesson to
understand  how
to create an
impressive
billboard design.
Visual application to show
Development Billboard examples of creative billboards | 2 minutes
PowerPoint to assist with student’s delivery
presentation of illustrated billboards. Using
visuals to drive change
PP1-PP9
Billboard Visual application to show
PowerPoint examples of creative billboards. | 6 minutes
presentation — | Inspiration from other artists
including a short | PP10 —PP20
Youtube video.
Visual application to explain
Billboard why billboards are important | 2 minutes
PowerPoint and assistance with how to
presentation design your own billboard.
PP21 -PP24
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they have acquired during the
past few weeks of lessons.

Positive  reinforcement  and
Plenary/conclusion feedback, recap the submission
date and reiterate help and
support.

they have acquired during the
past few weeks of lessons.

Positive  reinforcement  and
Plenary/conclusion feedback, recap the submission
date and erate help and
support.

Assessment Strategies: when and how are they included within the lesson?
The assessment strategies I have implemented are:

e Drawing exercises: Students will create design four rough billboard designs to
decide to mockup for their outcomes.

* Question and answer sessions: Interactive Q&A sessions through Kahoot digital
quiz. This will help assess students understanding of billboard designs and past
lessons observations e.g program brief and submission deadline, etc.

*  Group activities: Collaborative tasks will allow students to work together, assisting
cach other on their billboard designs and ideas.





image12.png
e Group discussions: Structured discussions will enable students to share insights,
critique each others work, and reflect on how to design an impactful billboard design.

Informal reflection (to be completed after the session)

The lesson effectively engaged student's interactive activities, especially the Kahoot quiz,
which reinforced key designs principles and program theories in an engaging and
energetic manner. Visual examples in the PowerPoint provided valuable inspiration, and
the practical task allowed students to apply their knowledge immediately. Fostering
creativity and collaboration through group discussions. While the lesson successfully
achieved its aim of equiping students with essential billboard design skills, minor
challenges such as managing time effectively between activities and ensuring all students
transitioned seamlessly from theory to practice, highlighted areas for improvement.
Overall, the lesson was a success, with strong engagement and a productive learning
environment.
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‘What is Reportage llustration?
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Which colour ne i closest t the Horizon line nthis lustration? |1~ ‘What makes Billboards effective? Select the correct answer. ||~ What are 2 perspectives we have covered n previous lessons?

Guess the Artist. = Guess the Artist. = where is the vanishing point n this lustration?





image16.png
“This is a good billboard design.
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‘What makes this bilboard effective?
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When is the assignment deadiing?

Guess the Artist.

Name the artist

Whatisthe type ofink used on these bllboards called?
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“The quiz offered a fun and refreshing summary of the atists and theory work- some of the
questions tha repeated i found useful as it doubled down on what the previous similiar
question was taking abou.

For example; the multple questions about the vanishing point with photo examples provided
the answer in one question then in the next question i reiterated the answer -followed up with a
labeled image that helped distinguish the different points of interest of a perspective drawing.

The questions about the artistsdiscussed and shown over the last few weeks was 2 helpful
reminder as a few of the students do forget and ask around to find out,then we're scattering
through weeks of notes so tis was a good way Lo bring knowledge from then to now. It was
a150 9ood to put images rom the powerpoint within the quiz as it familries ourselves with the
work and the artist sde by side and doing it in the manner of a quiz slidifes 2 memory in
more involved and exciting way.

There were also questions that pushed us to think back to the bief and how 1o apply our stucy
kills o said bief as it mentioned the 7 R - which as a lass we've struggled to remember- So
o bring it up again within multple questions got us thinking of it in another way, as |
particularly found incuding the wrong answie of respet” in with the 7 R's was a useful test s it
ot me thinking of what words out of the given answers would make more sense so t soldified
the pattern of the words to me. o then ive another question with the words together mixed
with wrong answers was again, another good way to double down and let the though set deep
in our minds.

The use of Kahoot a the tool of the lessan was in tself usefulas it was a good incentive to learn,
and to bring the students together in a leaing task.
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