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Abstract 

Learner-Generated Digital Media (LGDM) has been incorporated as a tool to assess students in K-12 
and higher education in the last decade. There are frameworks developed for video making in the 
classroom that considers technical know-how and a model that incorporate pedagogies. However, there 
is the absence of a practical framework to inform academics and students on the implementation of 
digital presentations as an assessment tool in the curricula. The aim of this poster is to propose a model 
for how to design, implement and evaluate LGDM as assessment tools in tertiary education. This 
evidence-based framework considers the following elements: (1) pedagogy; (2) student training; (3) 
hosting of videos; (4) marking schemes; (5) group contribution; (6) feedback; (7) reflection, and; (8) 
evaluation. The model servers as a conduit between theory and good practice. 

Keywords: learner-generated digital presentations, storytelling, video as assessment items, digital 
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1 INTRODUCTION 

Learner-Generated Digital Media (LGDM) emerged more than a decade ago in the field of education [1] 
and had been incorporated recently into other disciplines such as science [2, 3]. Learner-generated 
content provides opportunities to improve students’ skills such as problem-solving, cooperative learning, 
critical thinking, and motivation [4]. Other skills include the development of different types of literacies 
such as digital, technological, visual and global [5]. Teachers are using these technologies as valuable 
tools for motivation, collaboration, expression, and authentic assessment [6]. Additionally, LGDM has 
been identified as having the potential to add value in hands-on experience but also through peer-driven 
learning [7].  
 

In education, the use of LGDM has focused on the reflection of pre-service teaching experiences [8], 
rather than active learning, creativity, inquiry and research approaches. Nevertheless, research on 
LGDM in higher education is considered to be under-theorised and barely sufficient [9], there is a need 
for rigorous studies to evaluate how students learn with LGDM in diverse disciplines [10]. A gap in the 
literature has been identified, a practical model to guide academics and students on the implementation 
of LGDM as an assessment tool has not been proposed. 

2 AIMS 

The aims of this research proposal are: (1) to develop and refine a theoretical framework to guide the 
implementation of digital presentations as assessment tools in tertiary learning, and; (2) to gain an in-
depth understanding of how students learn through creating digital presentations. 

3 THE LGDM FRAMEWORK 

The LGDM model has eight elements starting from pedagogy and ending the cycle with an evaluation 
to inform future improvements (Figure 1). These elements were chosen based on experience working 
in educational technology helping academics to develop assessment tasks that use innovative tools. 
Elements of the model are briefly explained below and linked to a set of questions students will need to 
understand before undertaking the assessment. For academics, the model acts as a conduit between 
theory and good practice. From the student’s perspective, the model informs how the assessment works. 
Communicating this information is to ensure students will buy into the task and have clear expectations 
of what will be required from them. 
 

mailto:jorge.reyna@uts.edu.au


 
 

Figure 1: The Learner-Generated Digital Media (LGDM) Framework. DMP stands for Digital Media 
Project. 

 

 
 
 

3.1 Pedagogy 
 
Pedagogy is driven by active learning approaches, students working in small groups and ‘learning by 
doing’. Some examples are Problem Based Learning [11]; Collaborative Learning [12],  Cooperative 
Learning [13], Peer-Assisted Learning [14], and Case Studies [15]. These pedagogies can be used to 
design LGDM assessments as they seek students engaging with technology and develop research 
skills, collaborative working, problem-solving, technology and organisational skills [16]. When designing 
LGDM assessments, it is also important to ensure subject learning objectives are aligned with graduate 
attributes, and the digital media tasks the students will undertake [17]. This element will address the 
student’s question: Why I need to learn this way? The framework begins with pedagogy as a separate 
entity but underpins each of the seven elements. The separation has been made for instructional 
proposes. 

3.2 Student training 

We identified that digital media support for students is essential. Training on how to create effective 
digital presentations needs to be planned and delivered to the students. Topics to be covered in this 
section are: (1) digital presentation types; (2) layout design; (3) colour theory; (4) typography; (5) use of 
images; (6) audio recording; (7) video quality and resolution; (8) video framing and shots; (9) 
storyboarding, and; (10) tools available to produce digital presentations [18]. Students will need to 
engage in a hands-on workshop to brainstorm their ideas with their peers and instructors and it is crucial 
for the instructor to provide feedback at this stage. This element will address the student’s question: 
How do I create a digital media project? 

3.3 Hosting of video 

The video hosting service should be determined before designing the assessments. Digital presentation 
assignments should be accessible to all the students as it will foster discussion and consideration of 
ideas. The use of Web 2.0 tools to host videos such as YouTube and Vimeo can be taken into 



consideration [19]. Creating a classroom account in those services and sharing the details with the 
students will be well suited. Students should be able to see each group’s work and comment if 
necessary. This element will address the student’s question: Where do I upload my digital media 
project? 

3.4 Marking scheme 

It is important to determine the weighting of the activity since preparation of digital media projects can 
be time-consuming. It is recommended to have at least 20% of the total subject mark devoted to this 
assignment. Additionally, the use of rubrics is highly encouraged as it will help the students to focus on 
the important elements of the task and will make the marking more objective if several tutors/instructors 
are involved in the marking process [20]. As students are receiving training in digital media, the 
assignment should not only mark the content but the application of digital media principles. This element 
will address the student’s question: How is our digital media project going to be marked? 

3.5 Group contribution 

Mechanisms to ensure all group members are contributing to the project need to be implemented. The 
best approach, in this case is self and peer-assessment [21, 22]. A contribution to group work rubric 
needs to be developed, and a peer review application used to allow students to rate each other’s 
contribution to the project. Using such a tool helps to identify free riders and non-contributors. This 
element will address the student’s question: How do you ensure that everyone contributes to the 
digital media project?  
 

3.6 Feedback 

When implementing learning designs that use innovative ways to assess students, it is critical to provide 
targeted, specific and timely feedback. The purpose of feedback aims to reduce discrepancies between 
understanding, performance and a goal [23]. In the case of a digital media project, students need 
feedback earlier on the storyboard, and then, on the tools they are planning to use. Later, feedback on 
the drafts is critical to reinforce student’s learning on the content and the digital media principles. These 
levels of feedback will allow students to produce an effective digital artefact and minimise anxiety that 
the task could produce. This element will address the student’s question: How are we going with the 
digital media project? 

3.7 Student reflection 

Research has shown that student’s perceptions of the benefits of educational technology can be 
diminished. Not until analysing the data and comparing performance, can we elucidate the benefits of 
the intervention [24]. Adding a reflection task after the assignment will help the students to rethink if they 
have gained additional knowledge by engaging in the development of a digital media project. This task 
can be implemented using a reflective journal inside the LMS and by asking the students simple 
questions such as: what do you feel you learned from this task? How could you use the skills you 
developed? This element will address the student’s question: How was the learning experience 
developing a digital media project? 

3.8 Evaluation 

Evaluation is an important part of any educational intervention. The purpose of evaluation is to produce 
data that will help to improve the activity in the next iteration. The process of evaluation involves (1) 
identifying the activity/task; (2) developing questions (for students and tutors); (3) determining the 
sources of data; (4) collection and analysis; (5) making the adjustments required, and; (6) starting again. 
Sources of data can be teacher reflection, student’s perceptions (via survey and focus groups), student’s 
assessment performance (grade attained) and student actions (group contribution) (Phillips & Gilding, 
2002). This element will address the student’s question: What could be improved on the assignment? 

 

4 WORK IN PROGRESS 

We conducted a pilot study in 2016 that included five subjects (Pharmacology, Geology, Ecology, 
Traditional Chinese Medicine and Midwifery) at the Faculty of Science, University of Technology 
Sydney. The assessment design followed the LGDM framework and we captured student’s attitude 
towards LGDM via an online survey, group work data using SPARKPlus peer review application and 
marks attained. We are currently analysing the data using methodological triangulation. So far students 



reported the task was engaging, they enjoyed group work and be creative, and they were optimistic 
about the assignment.  
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