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Introduction 

When teaching a 100-level course, particularly when technology is part of the equation, it 

is common for some students to have a high level of proficiency with the subject matter and 

others lower levels. Likewise, it is often the case that some students are very interested in the 

subject matter, while others have less interest. Liberal arts colleges and universities are designed 

to expose learners to a variety of courses to help create well-rounded students, so this 

combination of low to high proficiency and interest levels will likely always be pervasive. It is 

the 100-level courses that need to focus on engagement with student significantly more so than 

upper-level courses. Upper-level courses, in theory, the engagement should already be there, and 

it is in the 100-level courses where creating buy-in with students can potentially have dramatic 

outcomes.  

Another issue educators face is that with a multitude of technology at their fingertips, 

today’s students are more distracted than ever. Distracted students yield lower grades (Feng et 

al., 2019); yet, getting and keeping their attention is critically important. Students today are also 

accustomed to media multitasking, and they are commonly distracted by devices in class as well 

(Rogers, 2019). Furthermore, in today’s college classrooms students, often hide behind desktop 

computers, laptops, and/or tablets, constantly checking their phones, text threads, email, and 

various social media accounts instead of paying attention to class content.  

To address these concerns, this creative project is driven by a number of core questions: 

How can educators find new ways to engage students by meeting them where they are? How can 

instructors create a sense of agency among students through constructivist approaches to 

teaching and learning that recognize learners’ prior understanding and experience? How can 

educators better engage and keep students’ attention, as well as foster a sense of buy-in?  
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Several studies that have found that using video in and out of the classroom is an 

effective teaching and learning method. Today’s students have grown up inundated with 

technology, and students are accustomed to watching videos to learn. Among a long list of 

learning outcomes associated with using video in college courses are that they can be effective in 

keeping students’ attention, generating interest in class, building a connection among students 

and instructors, and they “make learning fun” (Guo, Kim & Rubin, 2009). Guo et al. also found 

that shorter videos are more engaging and that post-video assessments can motivate students to 

pay closer attention to the video content. Educators have also begun to use social media as a way 

to engage, connect, and help foster a sense of community within a class. According to one 

English instructor, “Inviting students to Tweet from their phones turns ongoing distractions into 

classroom-focused activities” (Hedge, 2012). Hedge also notes that the use of Twitter in her 

classrooms was advantageous when tweets were used by some students that didn’t feel 

comfortable speaking up verbally in class. Rather, tweeting from their phones during class made 

it easier for those students to contribute to class conversations.  

A human-centered approach to the integration of video and social media with instruction 

may hold the key to engaging students in ways that increases efficacy in learning outcomes. 

Research has shown that customized content creation is one of the best ways to engage with 

students and improve learner outcomes. “By customized training we mean tailoring content, 

instructional methods and navigation based on the needs of individual learners” (Mayer, 2017). 

Furthermore, although the foundational principles of video storytelling remain largely 

unchanged, there are a number of ways to engage learners in this subject matter. As such, this 

creative project is driven by the following guiding question: How might we better engage and 
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foster greater “buy-in” among introductory video production students in course materials through 

a learner-centered, co-created learning environment? 

To explore the questions outlined above, this project enlisted a group of entry-level visual 

communication students enrolled in a course focused on the basics of video and audio 

production, including planning, writing, shooting/recording, and editing video at Ivy Tech 

Community College in Columbus, Indiana. This course covers both theoretical and technical 

instruction, including equipment functionality and behavior, as well as hands-on videography 

and editing. To develop a learner-centered, collaborative, co-created teaching and learning 

environment, students participated in design thinking sessions at the start of the semester to 

collaboratively envision a structure for the course, as well as discuss how instructional content 

should be delivered to best meet their needs and keep them interested.  

Design thinking has been increasingly adopted by people and organizations around the 

world. Design thinking takes a user-centered approach to understanding audiences, problem 

spaces, and products through a five-step process: empathize, define, ideate, prototype, and test. A 

clear understanding (empathy) of audiences, the challenges they face, and/or user needs that can 

be more clearly defined can lead to efficacious change. According to Tim Brown – CEO of 

IDEO, a leading design thinking firm – “we can use our empathy and understanding of people to 

design experiences that create opportunities for active engagement and participation” (Brown, 

2009, p. 115). Design thinking has been implemented in a number of fields, including product 

development, strategic communication, and education, as a means for exploring a wide range of 

problem spaces.  

Design thinking sessions developed for this creative project were designed to elicit 

feedback from the students about what video content could be created by the instructor to help 
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them achieve certain learning objectives for the class, such as technical, theoretical, and practical 

skills. Students were also prompted to consider the use of a social media platform for the private 

use of the whole class and the instructor as a tool for connecting with one another, sharing 

content, and as the hub for digital library of custom-made video content and other course 

resources. Results from design thinking sessions informed the way instructional materials were 

used and delivered, and implementation of a novel platform fostered a sense of community 

among students.  

 As a result, this creative project addresses the following goals: 1) meet learners where 

they are and reinforce information delivered in class by customizing course content to meet the 

specific needs of students enrolled in a specific course; 2) create learner-centered video content 

intended to meet the specific needs of the students in this particular class through the creation of 

a video library that focuses on the course subject matter and provides customized instructions 

and tutorials on how to use specific tools and equipment available to students in the school’s 

media lab; and 3) develop a cross-platform curricular structure, co-developed with students that 

includes the aforementioned video library on a social media platform chosen by the students.  

The sections that follow provide an overview of this project, as well as results from an exit 

survey completed by students at the end of the class to discover the strengths and weaknesses of 

this approach.  

Literature Review  

 Articles focused on the effect of using video as a teaching tool are plentiful. An article 

published by Indiana University (Effectively Using Video in Teaching, 2019) discusses first 

considering “what your students will learn from the video” in order to ascertain whether the use 

of the video is appropriate. The author goes on to advocate for students to be encouraged to 
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submit their observations in real time via Twitter or another social-networking service, adding 

that if participation is graded, students will be motivated to pay closer attention to the content.  

The use of videos in the classroom has also been proven to help students with retention. 

“Multimedia auditory/verbal and visual/pictorial stimuli increase memory, comprehension, 

understanding, and deeper learning than either stimulus by itself” (Berk, 2009, p.5). Visually 

appealing images or video, along with auditory commentary, is an excellent way to engage users 

in tutorial videos. Additionally, research has shown that students engage differently with tutorial 

videos than lecture videos, and tutorial videos are often more effective (Guo et al., 2014). These 

empirical studies about multimedia use – specifically the use of video as a teaching tool – 

demonstrate that the right video with in-scope information can be a very effective aid to reaching 

positive learner outcomes. One research effort included several short video tutorials for students 

to use at the University of Illinois library for basic search and retrieval tasks (Bowles-Terry et al., 

2010). All of the videos were three minutes long. Findings indicated that some students thought 

the videos were too long if they did not contain information that was specifically germane to 

them or what they were trying to accomplish. Furthermore, study participants indicated that they 

would prefer a way to skip through the videos to more quickly get to the parts they needed or 

have shorter videos that only addressed their individual needs. However, for a school (especially 

a school of the size of the University of Illinois) to make custom videos based on what individual 

students may or may not need was out of scope for this particular research. However, it is worth 

noting that students emphasized that any and all content must be as specific as possible to meet 

their needs and motivate them to watch closely and all the way through to the end of an 

instructional video.  
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 Educators have also begun to integrate social media use into the curriculum. 

“Considering that such a high percentage of students are spending time on social networking 

sites, college faculty and administrators may benefit from integrating social media into their 

curriculum to serve as a useful tool to enhance student learning” (Abe & Jordan, 2013, p.16). 

Other research found that using social media in class is a “double-edged sword” (Chromey et al., 

2016). This study employed focus groups to determine whether social media usage is appropriate 

as a tool to incorporate into the classroom. Chromey, et al. (2016) found students’ social media 

engagement was higher when it was used for the purpose of pushing out announcements. 

However, for this study, social media was merely used as a communication tool, not a 

teaching/learning tool. There are additional studies that show favorable usage of social media as 

a teaching/learning tool. Jennie Sweet-Cushman, assistant professor of political science at 

Chatham University uses Twitter in and out of class to engage her political science students on 

political topics to establish a Personal Learning Environment (PLE). She writes, “If you expect 

students to learn, you must meet them where they are” (Sweet-Cushman, 2019, p.763). For a 

class experiment of using Twitter as a PLE, Sweet-Cushman implemented a framework proposed 

by (Dabbagh & Kitsantas, 2012) who suggest using social media to promote self-regulated 

learning in PLEs by hosting a class session (or sessions) on Twitter. Sweet-Cushman’s use of 

this framework resulted in positive outcomes in the sense the students had little trouble 

navigating information they found on Twitter regarding a political issue (in their case a federal 

budget deal being passed by Congress) and not relying on their own political biases. Rather, 

Sweet-Cushman reported that students genuinely grew a social media dialogue from information 

shard by fellow classmates. Sweet-Cushman also noted that her students’ median grade for the 
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class during this experiment was 87%; and post-class survey results indicated students were 

pleased with the delivery of the class subject matter.  

Similarly, Stephanie Hedge, an English instructor at Ball State University also used 

Twitter in undergraduate classes to turn digital distraction into an asset. According to Hedge, 

“students are invited to Tweet from their phones or tablets during class, as well as their laptops, 

and it is easy for all students to participate. Moreover, inviting students to Tweet from their 

phones turns ongoing distractions into classroom-focused activities” (Teaching With Twitter, 

2012, para. 3). Hedge also noted “Twitter helps shy or untalkative students contribute to the 

discussion and provides a means for discussion in large classes” (para. 5). She asserts that using 

a social media platform can provide a channel of communication through which students have a 

private and direct way to message a teacher. The direct messaging function via all social media 

apps can serve both students and teachers to maintain privacy due to the fact that neither party 

would have to share personal mobile phone numbers. This method also provides the convenience 

of being able to respond directly to a student/teacher in a quick and unobtrusive way.  

Another study explored the use of social media as a way to engage students in a large 

lecture hall. Researchers observed that in a large class setting, students can hide their 

smartphones and/or pretend to be taking notes on their other devices (laptops and tablets) while 

digitally distracting themselves with other things like checking email and browsing social media. 

To mitigate these concerns, Elavsky et al., (2011) implemented Twitter during and outside of the 

large class of approximately 300 students. Results showed that 47% of students either did not 

engage at all or very little (one or no posts); but of those that did engage, 81% of all of their 

Tweets for the semester, came during class. Another study explored the students’ perceptions of 

the use of Facebook as an instructional tool at a university in Malaysia (Al-Dheleai & Tasir, 
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2017). This research found in positive results specific not only to the use of Facebook as a tool 

for class, but also as a means for creating community and support among students.  

Project Design 

Design thinking (DT) was first implemented to engage students enrolled in an 

introductory video production course in an organized discussion and brainstorming session 

focused on developing compelling approaches to video production instruction. Participants 

included 14 students enrolled in a Spring 2020 (January to March 2020) Visual Communications 

course at Ivy Tech Community College in Columbus, Indiana. The class met Tuesday and 

Thursday nights from 5 to 9 p.m. for eight weeks. Students participated in two DT sessions, one 

session in week two and one session in week three of the semester.  

Normally, this course is taught in a 15-week semester. Because of the importance to 

create a holistic, pedological, student-centered approach for our learning experience and due to 

the amount of material to be covered in a much shorter time, it was critical to collaborate with 

the students to define ways to help them achieve desired learning outcomes. DT sessions 

provided a great opportunity to ascertain the potential pain points, concerns, and hopes that 

existed among students as it related to the course of record’s guidelines and expectations. Most 

of the students had very little (if any) experience with or knowledge of producing, shooting and 

editing video and/or the process of going from idea to finished product. Most students also 

indicated they lacked technical background as it related to the operation of video, TV, and film. 

The DT sessions were an effective way to not only identify the students’ apprehensions and 

desires, but to also take those results and design specific course content in order to help them 

pave their way through the learning outcomes expected by the college.  
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DT sessions began with three key requirements that students were asked to consider. 

First, they were asked to envision a multimedia experience that includes an online (web) 

element. Second, they were asked to consider how custom-made instructional videos could be 

incorporated into the course design. Third, they were asked to consider how a social media 

component could be integrated for sharing of class content, serve as a video library, and help 

foster community among the students. Additionally, any solutions were required to be 

smartphone/tablet and/or computer compatible and be free to use. The preceding requirements 

were not only to help the first-time teacher plan out the semester, but more importantly the 

requirements helped put the students first and design a course that would be best for them. 

Additionally, these requirements were identified because research has shown that today’s 

students are heavily engaged in social media as part of their daily lives, and because video 

tutorials have been found to be effective teaching tools. Thus, these necessities combine to 

address students’ daily habits and support the intentions of this course, and also established a 

framework for brainstorming that provided students with clear objectives, while allowing them 

to be creative in how they envisioned the role of these elements within a holistic learning 

experience. Results from DT sessions were then used to develop a student-centered course 

curriculum.  

The first DT session was conducted during the third class meeting of the semester. 

Prompts were designed to elicit students’ input about web and social media 

elements/tools/platforms that they would actually find useful and engaging. First, students 

brainstormed a list of platforms that would support our work. Once the list was complete, 

students voted for the platforms they liked best, and choices were narrowed down to the three 

most desirable media platforms: YouTube, GroupMe, and Discord. YouTube received four 
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votes, GroupMe and Discord each received five votes.  For each platform, a single student was 

tasked by the instructor to create a short, five-minute presentation for the next class meeting 

designed to persuade the rest of the class to vote for their platform. The students were also 

instructed to prepare for Q&A sessions after their presentations and to engage in discussion 

about their presentation of their chosen platform.  

The first presentation advocated for the creation of a private YouTube channel for the 

class, largely due to YouTube’s robust ability to handle video content, share, and comment. 

Additionally, YouTube functions well on both the mobile and desktop platforms and 

notifications can be set however the user decides. The student pitched YouTube to the class, but 

it was clear he was only thinking about how it would function primarily as a video sharing 

platform, and he did not indicate how it could be used socially or how the instructor could post 

non-video content. YouTube does not support the posting of messages or notifications for class, 

nor does it easily allow for class discussions when media is not the main component. Questions 

from classmates and the instructor about how the logistics could work to use for the class 

highlighted that YouTube is mainly for video distribution. For those reasons, YouTube received 

fewer votes after all the presentations concluded.  

The second student’s presentation focused on GroupMe, which is a text thread 

application. The presentation highlighted the strong group and one-on-one communication 

features that GroupMe would provide within the context of a class. It also allows users to set 

notifications settings so they are alerted when new information is shared via the platform similar 

to texting on a smartphone. Additionally, the GroupMe mobile app and desktop variations 

function identically and are both easy to use. However, GroupMe is lacking in terms of the 

ability to upload media content, as it has a file limit size of only 5MB, which for the sharing of 
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video content will most certainly be an issue. The only way to get around this limitation is by 

posting video links to content hosted elsewhere. The class discussed the workaround in a 

collaborative way in a manner to try to test what could be done with GroupMe. For example, we 

could have uploaded YouTube video links to a GroupMe message thread however, the media 

would not play inside GroupMe. Instead, it would force-open either the YouTube app (phone or 

tablet) or force a web browser to open and go to YouTube. Immediately upon those discoveries, 

several of the students indicated that this dynamic was undesirable.     

The third student’s presentation focused on Discord, a platform primarily used by gamers 

for social sharing and communicating within groups of people. His presentation explained in 

detail Discord’s robust ability to hold embed links to or upload content of many kinds, including 

videos, still images, documents, embedding of links to content without file size limitations. As 

you will also see later in this paper, the student created a server for the class and had a working 

prototype to show the class how the website and app work. He had a link to a video embedded in 

one of the channels, had fake announcements and a few fake users to show how communication 

between the group and individuals worked.  

Unlike GroupMe, when clicking on the link of an embedded video in Discord, the video 

plays within the app, keeping the user in the app or on the website. Additionally, the student 

demonstrated how social commentary and group and direct messaging worked. He also showed 

step by step how to set up a profile and where users could adjust their notification settings to 

ensure control over how someone could set their level of connectivity to the app or website.  

In Discord, an administrator creates what is called a server and then, the administrator(s) 

sends out invites to whomever they want to join. Once someone receives an invite (via email for 

new members or notifications if someone has already signed up for Discord), they can accept the 
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invite to become a member of the related Server. Servers can be made public or private, and the 

mobile/desktop app is free to use and can also be accessed via the web on a laptop or desktop 

computer.  

Discord is also capable of blasting out messages to “@everyone” in the group, or 

individuals can communicate via private message “@personX.” As with any mobile app, 

notifications can be set so users can be notified immediately for any/all messages or new content 

shared. A drawback for a few students as they indicated in the discussion that followed this 

presentation was that they were apprehensive about having to learn another platform. The same 

group of students also talked about how they felt like Discord was too complicated and 

confusing to use. Hearing those concerns, the student who lead the presentation gave assurances 

to classmates (and the instructor) that if Discord was chosen, he would always be available (via 

direct message, phone, text or email) to help anyone with any user experience issues in Discord.  

Following all three presentations, students voted to indicate which of the three presented 

social media platforms they preferred. Discord won with 11 votes. In fact, even the student that 

pitched YouTube, voted for Discord after he saw its capabilities. Three students voted for 

GroupMe and no one voted for YouTube.   

A second DT session was conducted during the fifth class meeting. This session was 

designed to elicit ideas about course content from the students. During this session, students 

requested short how-to video tutorials, like the ones they find on YouTube. A number of 
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additional topics emerged from this DT session. The following topics were selected by the 

students as areas they felt they needed more in-depth instruction.  

• What is the difference between high-definition and ultra high-definition? 

• How do aperture, ISO, and shutter speed work together?  

• What is white balancing? 

• How to write scripts (and other items related to scripts, i.e., loglines and treatments)? 

• How to effectively use the video and audio equipment from the media lab (camera, 

tripod, audio recorder, lights, microphones, etc.)? 

• How to transfer media from the camera and audio recorder to an external hard drive? 

• How to open Adobe Premiere and begin a project? 

• How to edit in Premiere, best practices while editing? 

• How to export finished videos from Premiere? 

Based on students’ input, these topics then became the focus of a series of instructional videos 

for the class. This information was first delivered in the form of an in-class lecture, through of 

hands-on demonstration. Then, after class the instructor either created a custom-made video, or 

the instructor located an existing high-quality video and distributed them to the class. All video 

content was embedded in the #Tutorials Discord channel for easy access. When the instructor 

posted content in this server, he tagged “@everyone” so that all students would receive a 

notification that something new has been posted. Table 1 summarizes the videos that were 

integrated into the course. 

Videos made by Instructor Videos already made by others 

The Nikon D90 and Preparation 
This video focused on the basics, i.e., loading and 

unloading a battery, hot to insert and format an SD card, 

Nikon D90 Made Easy 
By Elite Video. A good video but it made a lot of 

assumptions of basic camera knowledge which some 

students didn’t have at this time.  
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how to mount to the tripod that the students had access 

to from the media lab.  

Transferring Media 1 
Part 1 of 2, This video explained the process of 

transferring footage from the SD card used in a camera 

to an external hard drive.  

Nikon D90 – White Balance 
By Elite Video. This is a clear and concise video of 

how to effectively white balance the D90 which was 

not covered in the above D90 video.  

Transferring Media 2 
Part 2 of 2, This video explained the process of 

transferring audio files and checking to make sure all 

media has transferred, and properly ejecting media cards 

prior to opening editing software. 

White Balance Basics 
By Science Filmmaking Tips. This is a fantastic video 

to understand white balancing. It has great visual 

examples of how and why white balancing is a critical 

operation when shooting video.  

Premiere Part 1 
A reinforcement video of what the class participated in 

with a hands-on demonstration. During a class everyone 

had access to a computer, and we opened Premiere and 

started a project together. I had planned to record more 

Premiere videos (thus the “part 1”), but we decided as a 

class to do more in-class editing so I was on hand to 

help when necessary. 

ISO, Shutter Speed & Aperture Explained 
By B&H Photo Video. Geared towards beginners, this 

video does a really nice job of explaining these three 

critical components of photography and video 

shooting.  

 
More videos regarding other model DSLR cameras from 

the school’s media lab were recorded, however, due to 

those cameras lacking some important video features, 

the videos were not posted and the instructor asked the 

students not to use the other model cameras.  

Zoom H4n Tutorial 
By Pro Audio EXP. This video explains how to 

quickly and easily get the Zoom H4n audio recorder 

up and running. The H4n is the audio recording 

device the media lab had available for students to 

check out and use. Excellent content and easily 

understandable even if you’re unfamiliar with audio 

recording.   

Table 1. Both instructor-generated and existing videos were integrated into the course and 

posted to the Discord community for students to access.  

 

 Most of the tutorials developed by the instructor were predominantly comprised of close-

up shots of manipulation of settings on a camera body. In some tutorials, it was not necessary for 

the instructor to be seen on camera at all. For example, when the tutorial video was based on 

computer operation, the video showed the instructor’s computer screen with the instructor’s 

voice guiding the actions. In the Nikon D90 tutorial made by the instructor, most of the content 

includes tight shots of the camera body with the instructor covering basic operations (i.e., how to 

take off the lens and clean it, how to eject and insert a new battery, how to insert and format a 

media card, how to set the DSLR into video mode, how to adjust basic settings like ISO, 
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aperture, and shutter speed). Figure 1 provides several screen shots of one of the videos to 

demonstrate aesthetics and style. 

 

Figure 1. Screen grabs from the Nikon D90 instructional video include the title screen, the 

on-camera introduction, preparing for lens cleaning, battery replacement, SD card 

inserting and formatting, choosing settings with the dial & buttons. 
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Figure 2. The tutorials server in Discord was home to the video library of student-

requested content. This image shows a library of videos that focus on computer functions 

like transferring media properly and how to open Adobe Premiere and begin a project. 

Discord in Use 

 Discord was used specifically to build community within the class and was in direct 

response to how the students wanted to communicate with one another and the instructor. Again, 

part of the constraints of the design thinking sessions were to elicit students’ input about web and 
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social media elements/tools/platforms that they would find useful and engaging. The student who 

originally pitched Discord also set up a server for the class with the Ivy Tech logo to give the 

server an identifier in the upper left part of the screen (see Figure 3). This student also remained 

as an administrator on the account to assist with technical questions anyone might have. The 

instructor was added as an administrator as well.  

 

Figure 3. This image illustrates the opening screen of the web version of Discord for this 

class. This screen shot is from a laptop accessing via discordapp.com. 
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All Discord content was broken down by Channels with sub-channels and used as such: 

• Important Information channel 

o General – General information for 

everyone that was not time 

sensitive and/or did not belong in 

any other channel was posted here. 

o Announcements – Important 

information was posted here to get 

attention of all, either as reminders 

of a change or new addition, or to 

simply pass time-sensitive info along to all students.  

o Order of Operations – This post was a timeline of due dates for most 

assignments and catalogued separately as a quick and easy resource for students 

to access.  

o Get Help – This channel was for classmates to rely on fellow students for tech 

support with the use of Discord.  

o Technical Resources – As the second DT session revealed, the students asked the 

instructor for a server to post material related to in-person lectures as reminders 

and an easy way to find technical information to study for the quiz toward the end 

of the semester.  

o Tutorials – This server housed both video content that the instructor found that 

was related to specific pieces of equipment the students had access to and the 

custom-created content the instructor made for the students per the students’ 

Figure 4. Important information channel 
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request. For example, how to properly transfer footage from the media card from 

the camera to a hard drive or how to open the editing software and start a new 

project.  

For example, in #announcements, messages were pushed out to everyone by starting a post with 

“@everyone.” This method proved to be effective to communicate reminders or updates to the 

students. The instructor would ask students to confirm they read the notification by responding 

with an emoji, which proved to be effective.  

 

Figure 5. Students were often asked to reply to time-sensitive notifications in the 

Announcements server with an emoji, indicating they had seen the announcement. 

• Assignments channel 

o Logline and Mini Treatments – The 

instructor posted a kick-starter idea 

and asked the students to write and 

post corresponding assignments in 

this server.  

o Treatments – Students were asked to 

post their story treatments here, and 

they were also encouraged to read 

their peers’ work to help foster ideas for those who may have been stuck. They 

were also asked to come to class ready to discuss a treatment that was not theirs.  

Figure 6. Assignments channel 
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o Outlines – Students were asked to upload outlines that corresponded with their 

treatments.  

o Scripts – This is the server where students uploaded their scripts. The instructor 

also encouraged those who were struggling with their scripts to take a look at 

some that were posted in this server to help with formatting questions or if they 

liked how someone wrote their script, they could direct message that person for 

assistance (if they felt uncomfortable going to the instructor).  

o Production Schedules – The instructor had everyone upload their shooting 

schedules and editing timelines so both the instructor and classmates could see 

when someone needed to take out equipment from the media lab. Also, the 

instructor asked the student to help each other on their productions, so with the 

schedules posted here, anyone could access when people were planning to shoot 

their projects and collaborate.  

o Storyboard – This channel was for uploading storyboards of their final projects.  

 

• Off-Topic channel:  

o Meming Around – After using 

Discord for a week, students were 

starting to post memes in the 

General channel. The instructor 

encouraged the students to continue, but in a new location so they created this 

channel just for memes and goofing around.  

Figure 7. Off-Topic channel 



 23 

o Pro Gamers Only – A few of the students used this channel for their serious 

video game playing chats and clip sharing.  

     
Figure 8. The images above provide Smartphone screenshots of the Discord community. 

The instructor grouped all school apps together on a smartphone to easily see notifications 

(left). The announcements page included an ongoing stream of information (middle). 

Similarly, the direct messaging feature implemented a feed design style (right).  
 

 The students and instructor agreed to keep notifications on so that everyone could be in 

the loop as updates would occur. Another reason for this is for communication between 

classmates and student with the instructor. The students were highly encouraged by the instructor 

to interact with one another and to help each other with class-related issues. It was also expected 

for students to help each other with their final video project and Discord became a valuable 

resource for them to communicate with one another.  

Discussion 

 Teaching this 100-level college class was the first time I had ever taught a class. To say 

that as a rookie teacher I felt a little in over my head at times would be an understatement. The 
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opportunity to “test drive” teaching at the collegiate level while being able to simultaneously 

work toward completing an advanced degree was a fortuitous situation for which I am thankful. 

For about 20 years, I have worked in the TV and video production field and also considered this 

teaching experience an opportunity to pass on my experience producing, shooting, and editing at 

a professional level to the next generation of producers, videographers, and editors. Although, as 

most teachers would corroborate, it was most certainly more work than I thought it would be.  

 To be clear, it was not the custom-made video content, the use of Discord, or the design 

thinking sessions alone that helped to engage with these students. Rather, these elements, along 

with the student-centered process employed for the development and delivery of this course, laid 

a solid foundation for fostering positive student participation, creating a sense of community 

among learners, and ultimately resulting in more buy-in among students for both the learning 

process and the course design. The process gave the students agency and even provided them 

with choice regarding course topics (to some degree), which allowed them to have input in the 

direction of the course.  

 Using design thinking (DT) as a method for learning about the students’ fears, hopes, and 

desires as they related to the class, was useful in helping me focus and design the curriculum 

around the students. This process also gave me some confidence that I could use my expertise to 

both meet them where they are and then challenge them to grow individually. As a rookie 

teacher not really knowing what I was doing, the DT strategies that I learned in the Emerging 

Media Design and Development graduate program helped me to prepare and design a class 

structure in collaboration with my students. My ultimate goal was to find out from the students, 

within the scope of the class, what they really wanted to learn about. I took their input, mixed it 

with my expertise as a video professional, and leaned heavily on my creative project as the 
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catalyst to make it all happen. I strongly believe that because of my need to complete this 

creative project and the use of DT to help design the class helped me be a better teacher than I 

would otherwise have been.   

 At the end of the semester, I created a 20-question exit survey (Appendix A) that all of 

the students in the class were required to complete. The survey centered on assessing the efficacy 

of the use of Discord for the class. Fourteen out of 20 questions were designed to elicit feedback 

about the course included a five-point Likert scale (strongly agree to strongly disagree or very 

often to never). The other five questions required open-ended responses. Students’ names were 

not collected to mitigate the concern that their grades would be affected by their responses.  

 Question 4 asked students whether they felt engaged while using Discord for this class. 

Responses to this question were overwhelmingly positive, with 10 indicating they strongly 

agree, two agree, and one neutral. One student commented in their survey that they liked being 

able to connect with classmates and teacher more efficiently, by using Discord. Another student 

wrote Discord allows for easier notifications and communication, provides a more user-friendly 

experience where we can view other classmates’ submissions, and finding helpful information 

posted by the instructor. These comments along with the positive survey results, Discord was a 

good way to keep students engaged. 

 Question 7 asked whether it was easy to find content in Discord. Again, responses were 

largely positive, with 9 students responding that they strongly agree that it was easy to find 

content in Discord; two agreed and two were neutral. A student survey revealed the fact that 

different channels that are specifically related to certain things, like Tutorials was an easy way 

to find content. Yet another student wrote each section of material was easy to find in their 

corresponding sections as part of the survey. A third response to this topic was written as, the 
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assignments and other important information was a lot easier to find due to the hashtags 

(channels) that acted like folders. Interestingly, Question 9 asked students whether they took 

advantage of the tutorials/resources the instructor posted in Discord, and only six strongly 

agreed, while three agreed and four students were neutral. Clearly, more students indicated that 

information was easy to find than those who actually used it. In the future, I would like to 

explore what effectively motivates students to return to posted tutorials and resources and/or why 

they may not. This left me wondering what I could have done differently to motivate students to 

take more advantage of accessing content posted on Discord. For example, one student made a 

suggestion on their survey to incentivize interactions between students in Discord.  

 Another positive thing that both the students and I liked about using Discord was how 

quickly and easily we could message one another through the app on our phones or via the 

desktop/web portal. Question 14 asked whether students felt more connected to the instructor as 

a result of Discord, and seven students strongly agreed, three agreed and three were neutral. The 

convenience of being able to blast out a text message to the whole class or the ability to 

communicate with just one student in a texting-like format was advantageous. This feature 

helped me feel more connected to my students; and as the exit surveys revealed, the students felt 

more connected to one another and to me as well.  However, the app was a little glitchy at times, 

as I did not always see my notifications on my phone via the app. Occasionally, I would have to 

open the app to see if I had any notifications; and other times, I would see/hear a notification 

come through via the app on my phone.  

 The more social aspects of Discord gave me the confidence to tell the students that I 

expected them to help one another on their projects and use Discord as a way to message each 

other individually or in small groups. Almost every single student mentioned the ease of being 
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able to connect with one another much quicker and simpler than in Canvas. As previously 

mentioned in this paper, the students also made a meme channel where they could goof off and 

post silly things and show their personalities which lead to rapport building amongst the class.  

As one student wrote in the exit survey, I felt more connected to my classmates and I liked that 

everybody could express themselves more so than on Canvas. Due to the connectivity between 

the students, Discord also made transferring equipment, that had been signed out from the media 

lab from one student to another much easier since they could just text each other through the app 

to be able to meet up to relinquish the gear to one another.  

Overall, using Discord as a way to interact and engage with the students worked pretty 

well, but what made engagement successful, as I stated before, was the input and buy-in from the 

students due to the learner-centered, co-creation efforts. Using Discord as our social media of 

choice for the class would not have been as effective if I came in and imposed upon them what 

platform we were going to use. The fact that the students chose, and I was the one that had to 

adapt to what they picked, really help put the engagement on a solid foundation.  

However, I could not help but to compare Discord to using Canvas as a tool. My 

experience with Canvas as a graduate student at Ball State gave me the knowledge to effectively 

use it as an instructor at Ivy Tech. Canvas is a powerful learning and teaching tool in its own 

right; however, Canvas does indeed lack the robust social components of Discord, as previously 

mentioned. It is important to note that a few students were frustrated by the use of both Canvas 

and Discord in this course design. Because I required them to submit assignments through 

Discord instead of Canvas, and they received reminders that they had not turned in assignments 

in Canvas were points of mild frustration from some of the students. Although I told the students 

not to worry and to ignore those warnings as long as I had their assignments via Discord (or 
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email in a few cases), the fact that they had to move back and forth between Discord and Canvas 

was, at times, annoying for both the students and me. A few of the students also indicated that 

they did not like that they could not view grades through Discord, and instead has to view grades 

in Canvas.  

Of course, Discord is obviously not set up as a grading tool, a feature that falls outside of 

scope for Discord. Therefore, professors who wish to use Discord (or any other social media 

platform) the way I did for this course should beware of the frustration that moving from one 

platform to another in a single course may cause for some students. Several students did 

mention, however, that they thought the Discord interface offered a better user experience than 

Canvas. In fact, 12 out of the 13 students strongly agreed that Discord was more social than 

Canvas.   

 This creative project could be useful to others seeking for ways to co-create a teaching 

and learning environment with their students. Implementation of design thinking is a great way 

to identify and explore students’ unmet needs, as well as a great tool for improving on course 

design. For example, in this 100-level video and audio production class includes a lot of 

technical instruction (i.e., the different resolutions of high-definition and ultra high-definition, 

the different frame rates of film, TV, and video, world-wide broadcasting standards, audio 

compression, white balancing, and more). I found that using design thinking was an effective 

way to how might I teach or explain various topics by engaging students in course design. In 

fact, I would go so far to say that the use of deign thinking could be used for almost any course 

design, especially when it relates to how to get the students to buy in to the class and the content.  
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Appendix A – Exit Survey of Discord – Answers provided as well. 

 

VISC-105         Questionnaire A 

Kyle Chudyk 

3/5/20 

 

Discord Questionnaire 

 

 

As part of class instruction, we used the website/app Discord and created a server specifically for 

our class, Visual Communications 105. Please answer the following questions honestly so that I 

can effectively asses the use of Discord.  

 

Please answer all of these questions in the context of using Discord as part of this class. 

 

1. The first time I used Discord for this class, it was easy for me to accomplish basic tasks.  

 

Strongly Agree - 11, Agree, Neutral – 1, Disagree, Strongly Disagree -1 

 

2. Once I learned the design of Discord, I could quickly and easily perform tasks.  

 

Strongly Agree - 11, Agree - 2, Neutral, Disagree, Strongly Disagree 

 

3. I would recommend using Discord to other students and/or classes.  

 

Strongly Agree - 8, Agree - 3, Neutral - 2, Disagree, Strongly Disagree 

 

4. I felt engaged while using Discord for this class.  

 

Strongly Agree - 10, Agree - 2, Neutral - 1, Disagree, Strongly Disagree 

 

5. I enjoyed using Discord as a part of this class. 

 

Strongly Agree - 7, Agree - 5, Neutral - 1, Disagree, Strongly Disagree 

 

6. How often did you check to see what was newly posted in Discord? 

 

Very Often - 3, Often - 3, Couple Times a Day - 4, Once a day - 3, Never 

 

7. It was easy to find content in Discord. 

 

Strongly Agree - 9, Agree - 2, Neutral - 2, Disagree, Strongly Disagree 

 

8. It was easy to find new content posted in Discord. 

 

Strongly Agree - 7, Agree - 6, Neutral, Disagree, Strongly Disagree 
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9. I took advantage of the tutorials/resources the instructor posted in Discord.  

 

Strongly Agree - 6, Agree - 3, Neutral - 4, Disagree, Strongly Disagree  

 

10. I found the original content from the instructor fulfilled a need.  

 

Strongly Agree - 7, Agree - 6, Neutral, Disagree, Strongly Disagree 

 

11. By using Discord I felt more connected to my classmates? 

 

Strongly Agree - 9, Agree - 3, Neutral - 1, Disagree, Strongly Disagree 

 

12. How often did you take a look at some of the work your classmates posted in Discord?  

 

Very Often - 1, Often - 6, Occasionally - 3, Rarely - 2, Never - 1  

 

13. Work posted by my classmates was inspirational. 

 

Strongly Agree - 1, Agree - 5, Neutral - 6, Disagree - 1, Strongly Disagree 

 

14. By using Discord did you feel more connected to your instructor?  

 

Strongly Agree - 7, Agree - 3, Neutral - 3, Disagree, Strongly Disagree 

 

15. In comparison to Canvas, what does Discord do that is (please list examples for both and 

explain);  

A. Better:  

 

 

B. Not as good:  

 

 

16. I found Discord to be more social than using Canvas?  

 

Strongly Agree - 12, Agree - 1, Neutral, Disagree, Strongly Disagree 

 

17. Knowing what you know now about using Discord, how might an instructor and/or 

students use Discord differently to improve the learning experience for students in the 

future?  

 

 

 

18. What was your favorite thing about using Discord? (please explain) 
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19. What was the thing you liked least about using Discord? (please explain)  

 

 

 

20. Is there anything that hasn’t been asked about in relation to using Discord that you would 

like to share?  

 

 

 

 

 

 


