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Desired Learning Outcomes

 Help students to understand common groupwork issues

 Practise the skill of groupwork

 Address tutor requirements – media literacy and presentation 
skills

 Create student led activity

 Lockdown: Promote online interaction



Our journey

 Drawing on personal group 

work experiences had been problematic.

 Creating solutions to scenarios was positive 

and engaging for the group.

 Developed innovative classroom video 

production activity.

 Roleplay – performance element.



Groupwork scenarios
Adapted from questionnaire data

 One of our group tries to 

dominate every meeting and the 

rest of us don’t really have an 

opportunity to contribute.

 We have a team member who 

keeps turning up to meetings late, 

hungover and is disruptive 

in every meeting.

 Our ideas are not getting 

recorded, we keep forgetting 

what we need to do!

 There's a lot of tension in our group 

and we argue over little details

 Everyone has lots of good ideas, 
but we can't decide which ones 

to do!



Information on Kaltura Interactive Path Tool:

https://corp.kaltura.com/video-content-management-system/kaltura-interactive-video-paths/



Solutions we tried 

 Focused on planning / creating a narrative

 Defining a problem and adding images to develop solutions to scenarios

 Students explain these in more detail

 Developing these notes into a radio script



Translating workshop to 

‘online’

 Dispelling the listening / talking 
expectation

 Group dynamics without 
established relationships

 Opportunity to remain invisible
and passive

 Sharing mics & cameras



Our solutions

 Synchronous virtual classroom and Padlet

http://bit.ly/GroupWorkActivity

Group 1 – uses text and images Group 2 – focused on the students writing a 

radio script.

http://bit.ly/GroupWorkActivity


Let’s have a go! 

Padlet Group Links:

Please provide your feedback:

bit.ly/SessionReflections

5. bit.ly/ScriptExerciseG5

6. bit.ly/ScriptExerciseG6

7. bit.ly/ScriptExerciseG7

8. bit.ly/ScriptExerciseG8

1. bit.ly/ScriptExerciseG1

2. bit.ly/ScriptExerciseG2

3. bit.ly/ScriptExerciseG3

4. bit.ly/ScriptExerciseG4



Benefits of the activity

Stimulates imagination

Students discuss and 

negotiate individual 

contributions

Time limited activity focuses 

the group on a single goal

Feedback prompts 

students to further develop 

ideas

Working in small groups 

fosters community spirit

Practice presenting in 

front of others

Learn new creative skills, 

video / script writing

Negotiate roles

Peer review

Encourages respect for 

listening to others

Planning / writing Performance Common to both

Students design positive 

outcomes for difficult 

group scenarios

Team / community 

building

Breaks-down cultural 

barriers

Students can articulate 

their experiences 

creatively

Positive feedback from 

Faculty staff builds trust 

with us



Feedback

from online

workshops

• At beginning was a bit awkward as no one knew 

each other … but after one person spoke 

everyone started to engage.

• The feedback from L4 and L5 was brilliant. Students 

found the session very engaging.

• Our group could have engaged more by sharing 

our cameras.

• I personally think it is really useful

• Actually made us think more positively about 

group work

• Very inspirational session



Classroom vs Online

Classroom-based 

 Possible to develop media 
literacies through filming 
scenarios.

 Student engagement was 
good with positive feedback.

 Easy to identify engagement 
and address issues due to 
visibility of students.

 Students understood and 
communicated group work 
issues.

 Student led activities worked 
well for different cohorts

Online

 Engagement was more active 

in break-out groups than main 

room.

 Some students preferred to 

use chat function rather than 

share cameras and audio.

 A few group members did not 

engage – passive.

 Students practiced 

presentation skills

 Students understood 

and communicated group 

work issues.

 Online interaction promoted, 

student led activity created

Similarities

 Scenarios prompted creative 

engagement.

 Student led activities were 

more engaging than 

traditional content.

 Students were able to 

negotiate roles and produce 

media content or scripts.

 Both staff and student fed 

back that the exercise 

helped with their 

understanding of group work 

issues.

 Both approaches developed 

digital literacies.



Where we are

 We now have solutions for both 
classroom and online sessions 
which engage students in group 
work by using scenarios.

 Both sessions require students to 
develop their own narratives.

 Still difficult to replicate the 
collaborative nature of acting 
and video production 



Reflections and impact

 Academic tutors have seen different 
approaches from us

 An LD/LT partnership broadens 
horizons, provides the possibility of 
reframing how students can practice 
skills and experiment with tools. 

 Together we can critically evaluate 
how technologies work in teaching 
practice through creative solutions

 We have started to create a bank of 
learning materials in partnership with 
students

 Students have had the opportunity to 
practise group work skills without being 
assessed

 Students learned about key 
groupwork strategies and overcoming 
barriers

 A good way for students who hadn’t 
met in person to get to know each 
other

 Gave students a voice in virtual 
classrooms through storytelling  
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