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In this keynote, we will investigate how teaching practice has changed, how we might understand the realities that we are facing in light of a global pandemic that’s shifting the way we would normally deliver our practice and consider how we can use technology to our advantage to do our creative work rather than feeling restricted by it. The restrictions we may feel can be connected to the newness of the technologies we are engaging with, or as a consequence of our lack of familiarity with a particular type of technology.

If we are to engage with the possibilities and challenges of evolving our practices using the technologies we have available, there are a few things we need to admit:

1. How to engage with technology is not knowledge we are born with.

Universities and schools are expecting teachers from all manner of disciplines to know how to navigate new online classroom-based technologies and practices, and it is not always easy to adapt, transfer, translate and update our pedagogical strategies to fit online platforms we are not familiar with. This process also depends on how we feel about technology, what our relationship has been with technology, for example, does it make us stressed? Do we enjoy it? Do we actively seek out new knowledge in technology because we are interested in it or do we use it now because we have no choice? These different reactions and interactions are important when thinking about our relationship with technology before adapting methodologies to work online. We must consider our limits and not feel we have to suddenly embrace all the new technologies that are available to us. It is essential then to think about what is familiar to us, what we feel comfortable with because often what we feel comfortable with, we feel confident delivering therefore when we engage through those media, we will be more self-assured working with our students in that particular way. 

2. Even those born in the era of digital natives may not be digital natives.

Another important consideration relates to assumptions we may make about the community, participants, or students we are working with in connection to their experience of the technology having been born in the era of the digital native, who we may also refer to as ‘millennials’. They may in fact not be digital natives as defined by Marc Prensky as ‘“native speakers” of the digital language of computers, video games and the Internet’ (2001:1). They may in fact fall into the category of digital immigrants, who have had to learn technology and have not grown up with the same level of interaction with digital devices. The result of this is a more stressful relationship with shifting technological landscapes and less intuitive tacit knowledge of how to engage with new innovations in the digital realm. Despite their assumed exposure to technological advancements at home and access to pocket technological devices like smart phones, those who fall into the era of digital native may not have the level of competence and understanding we might expect. This can be due to a number of socio-economic and cultural factors that should not be discounted if we are to truly understand our students’ needs. Positing that millennials are digital natives and find technology intuitive is based on a position of privilege where people may have access to technology because their parents can afford to purchase it. Similarly, we expect that most people have access to the internet, but there are still a significant number of people who do not have the internet in their homes or who do not have a laptop or device for everybody in the house. In this case, Prensky’s proposal that digital natives have access to new technologies can be read as an exclusive statement. Since our students fall into the category of digital native, we need to think carefully about movement to e-learning and flipped classroom models when affordability of technology at home is a factor that needs to be considered, similarly context in families is important. For example, some households may not want to immerse children in technology and thus access to devices that can accommodate e-learning may not be readily available. 

Another perspective we may want to unpack is the change of expertise that happens when we interact with technology with young people who are digital natives. Sometimes it can also be an interesting shift of power when you engage with technology as a teacher and the students you are used to imparting knowledge to and sharing learning with become the experts who are more adept at interacting with the very technologies we have suddenly become reliant upon for their learning. When students hold a higher level of expertise than us, as their teachers, this scenario may feel unfamiliar and uncomfortable. However, what I have discovered in the last semester is that this expected level of expertise from the cohort has not been present for most of the student body. There were certainly a few students who had a clear interest in the use of technologies and who are vaguely familiar with the platforms we had to suddenly move to in addition to having experience with some of the apps we might want to creatively engage with, but for a majority of the term, we were collaboratively learning together and embracing that shared learning is important. 

3. Not all technology is inclusive – sometimes there are more basic technologies we can use.

We need to consider the accessibility that technology affords us through closed captions that automatically appear on platforms like YouTube, though the accuracy is debatable at points. However, this type of auto-captioning software built into video sharing platforms provides a point of access that would be more challenging to achieve in real time in the classroom. Though this is clearly a useful function, it is important to recognise that not all technology is inclusive. We know that for the UK, there are new compliance guidelines for accessibility for the use of hyperlinks or hypertext, the use of alternative text for images to improve access for screen readers. These guidelines appear rather new for teaching, but they are imperative to provide strategies for us to enable technology to be accessible, but we shouldn’t assume that just because it is new and digital it is unquestionably accessible. There is clearly further work to do to enable access across new platforms we need to pay attention to this factor in our digital teaching practice. This may sound like a basic point to make, but sometimes there is an assumption that technology is inclusive, and that can make us feel like our practice is limited or that just because we do something digitally that means that everyone in the virtual room is going to firstly, enjoy it, and secondly, benefit from it. This expectation may not be the case, so we need to think critically about the technologies that we are using. 

4. It’s not ideal having to teach from your: lounge, bed kitchen, landing, corridor or bathroom but there is a way through it.

These are not ideal locations to teach from, but they are sometimes a necessity to see our screens, to find a quiet space to work or reach Wi-Fi signals. Similarly, for our students, who are living in shared housing, these are places where they can also reach a signal with enough bandwidth to access a lecture, or if parents are working from home too, it is not always the case that everyone has got acceptable broadband access. There are also homes that do not have access to fibre or broadband so then access is based on the speed of your internet and how many devices are using it to determine the quality of interaction you can achieve no matter what you are able to provide as a teacher the other end. We should also admit that it is not ideal to teach from a home space, it brings work home with us and changes our work/life balance because our work is not usually in our own personal space. This situation is not always comfortable or easy and I hope that this keynote will provide you with tips about ways to engage with this new teaching reality, and ways to navigate this situation creatively to change the space. 

5. The points raised in this keynote apply to all pedagogues and disciplines which consider who holistic learning approaches.

Whether you are a language teacher, or you consider yourself a drama teacher or a teacher of multiple subjects, I hope to provide you with a range of tools you can use in your teaching to think about how creativity and drama education tools you may have been engaging with before do not have to be lost just because we are working online. I will address this by predominantly focussing on a few examples of software, one of which is Zoom, and another is Twine, which is open-source interactive storytelling software. I will give you some other tips and hints as we progress that I hope will be useful for you to apply to your own creative teaching practice. 

6. It is important to support forgive, learn and advance.

It is essential when we are teaching, training, attending conferences or learning from others, to be supportive. It is important to forgive and to learn and to advance. By this I am referring to those awkward moments when WIFI networks drop out. We must remember that we are not technicians in charge of the way the internet works. Sometimes WIFI drops out because everyone in your building is online, however in these moments, we can harbour a tendency not to support each other, and we can get frustrated about technology because it holds us up or hinders our activities. However, if we think about the time it takes to settle a class in a live classroom and compare that to the time it takes to admit people into a Zoom call, it is likely faster to do this digitally through Zoom than it is in the physical space. Perhaps then we should be more patient with technology and ourselves and each other, for example, nobody wants audio to drop out, no one wants to lose WIFI connection, no one wants the picture to blur. No wants those things to happen, that we can assume is a given but when they happen it can feel upsetting for you as the pedagogue in the virtual classroom and you can feel responsible for the technology, but you are not. You are responsible for the design, the interaction, and the material but what happens over the connection is not your fault. With this in mind, please be forgiving to yourself and those in the position of central pedagogue in shared learning spaces. I say this to my students too by noting that if something goes wrong, we will use it as a learning point. For example, I recently ran a facilitation training session with students and my WIFI cut out and suddenly my Zoom session shut down in the middle of my class. I wasn’t sure what to do at that time and whether or not the call would end for everyone, or if I could re-enter to Zoom session. But I was able to integrate back into the session by simply restarting it from the desktop app without any problems and the class were all still in the session waiting for me to return. We used this moment as a learning point to reflect on this incident noting that if you suddenly lost connection in a Zoom session, which you were hosting, the host role simply passes to someone else in the class until you return. This enabled the class to feel calmer about this happening in their own workshops with communities. This strategy worked for our classes throughout the term to help us to learn, forgive, and advance together.  

The App Generation

We are currently in a situation where we and our students are becoming what Katie Davis and Howard Gardner (2014) refer to as the ‘app generation’. This is because we are becoming more reliant on apps for many things for example GPS for mapping locations, we may also use an app to take, edit and send a photograph or video, to Tweet, to answer an e-mail, to keep in contact with loved ones and to order online deliveries of various kinds. A majority of our entertainment is likely delivered and hosted through apps on smart devices. For the first time, technology is not just limited to our screen, it is everywhere around us. Think about Alexa, Cortana and Siri, which are digital assistants who can hear us talking, they pick up on what we are saying and they can interact and make decisions on our behalf or interact with our appliances and turn the lights on and off. There are two different ways to view the app generation that are useful to note in terms of how they may impact upon our pedagogical approach to classroom practice in this online era as Davis and Gardner describe:

Apps can make you lazy, discourage the development of new skills, limit you to mimicry or tiny trivial tweaks or tweets – or they can open up whole new worlds for imagining, creating, producing, remixing, even forging new identities and enabling rich forms of intimacy (Davis & Gardner, 2014:33).

Thinking about how we engage with the world, we might share a campaign online and think that by reposting this tweet or Facebook post we are suddenly active in a campaign, but perhaps we can think more critically about this as an action of support and suggest this is merely passive and just recreates the initial image in addition to fronting our political position. Similarly, we may reduce our navigation skills by becoming increasingly reliant upon mapping apps to help us to navigate to various places, and of course this is useful and enabling, but it may also prevent us from learning how to get home if our phone battery dies. These are rather critical ways of reading the integration of apps into our lives and the falsehoods and missed opportunities they may well lead to. 

However, we must not forget to think about the benefits of the applications we can engage with that may enable our creativity to flourish and provide opportunities to advance our knowledge as a result of this more ‘reachable’ access provided by phone applications. Apps can enable us to be more innovative in our ideas and allow us to produce digital artefacts with ease that a few years ago would require expensive equipment and years of training, for example video editing. We can now remix digital objects to create something new, we can also forge new identities and connections forming interesting forms of intimacy with our collaborators and support networks. Thinking about how we build connections is essential to consider and engage with to build our classroom cultures online and find new ways to offer pastoral support to our students that doesn’t compromise on care because we are having to operate in a digital space. Thus, we need to build trust and support and find creative routes to move through our practice to engage with our communities whether these are artistic, classroom based or a combination of both. 

Drama in Education

If we take forwards the positive reading of the app generation, our next step is to consider how we translate these ideas to established methodologies in our practice to avoid compromising and instead find new ways to realise our practice in a digital form. We can begin this process of translation by taking key elements of Drama in Education as examples of how we might engage with apps to enable us to continue to deliver this type of practice with full participation for our students. In this section, I will outline priorities that we need to think about to fully integrate practical methodologies into digital forms.

1. Maintain MoE (Mantle of the Expert)

MoE is an innovation from Dorothy Heathcote, which advocates putting the participant in role as an expert and decision-maker within a fictional frame that requires the input of the participant to resolve a conflict or raise questions within a narrative. We need to consider how to enable this level of interaction, autonomy and participation through digital forms to offer the same level of engagement for participants. This can be achieved easily through Zoom, for example, by offering points of interaction on multiple levels that are enabled by the app. There is a chat function that can be used for questions, debate and discussion, there is live polling that you can build to reach your participants if you are working in big groups and need to enable the group to make choices in the drama, there are also ways to customise your name to play a character. We will investigate some of these approaches later in this keynote to think about how you can adapt this to the software you have available at the moment that is in general use for your classes.

2. Continue making Process Drama

Process Dramas are interactive stories where there is again decision-making, there is also usually some type of moral or political or social frame that we are looking at or investigating or trying to make an understanding or judgement about. Translating Process Dramas to happen online was a key consideration that I explored last semester with my students because they are familiar with the in-person iteration of this methodology and it is popular in the cohort as an approach to practice they would likely use within their own community projects. Enabling this translation to a digital form whilst maintaining the engaging edutainment approach this methodology offers participants was a major concern for me in the redesign of this technique. I will share insights into how you may like to think about this transition later in the keynote.

3. Create liminal spaces

World building or creating liminal spaces, is a central element of building Process Drama and Mantle of the Expert. How we achieve this when we are very aware we are sat in our lounge, and still enable participants to feel immersed in a fictional space is a question that I hope to address for you to help you with this process within your own practice.

4. Immerse participants in interactive worlds

Once we have created a fictional space through the technology available to us, we need to work through how we might we generate the same urgency to participate that we may strive to embody within a physical workshop space through virtual technology. 

5. Create connections that transcend physical boundaries through the digital

A vital part of drama in education is about finding ways to create connections within our workshops, this often forms the safe space required to enable more challenging conversations to happen and learning to take place with support. This may not be able to happen within 2metres from each other, but in a way that transcends physical boundaries that might separate us. For example, I’m sure many classes are in a similar situation, a lot of our students have returned to their home countries, so at the moment I have students across several continents on the other side of the world who want to feel engaged and connected with their peers in a virtual world. This is where digital technology can assist you to bring people together, whereas normally this would present major challenges to enable. 

6. We need to be careful not to be overwhelmed by all the ‘sudden’ technologies that have emerged

There is a tendency for institutions to leap at the chance to buy the next new innovative piece of software and forget about the older more reliable programmes we may use more frequently and feel familiar with. For example, you may well be using Microsoft Teams rather than Zoom or you may be thinking ‘why do I need to make animations? I don’t want to look at Adobe Animator, it’s too complicated for me, so what can I use instead as a close equivalent?’ In this case, you can return to PowerPoint, this software is likely very familiar to us and there are many brilliant accessible tutorials on YouTube that show you how to animate through this software. This approach doesn’t feel overwhelming because it’s familiar and it does not require coding knowledge, and you can make animations very quickly and easily that are effective for your classes. 

7. Create a sense of community and connection

We need to find ways to create connections between ourselves and our students, to create trust, an interactive level of opportunity that allows people to feel they have a relationship with their group where they can progress and advance their practice. 

8. Not feel limited by technology

To achieve this, we need to inhabit a mindset where we don’t feel restricted by technology and instead we look at the opportunities that it presents. If we remain in a place where we look for limits in technology, we will prevent ourselves from learning. To do this, we need to find ways to make the technology work for us rather than looking for the ideal piece of technology that does everything we want it to do, that’s another mindset that can help you overcome those blocks and obstacles. 

How do we begin to achieve the goals and address the questions set out above to provide an engaging and thoughtful approach to drama in education? An approach I have developed with my students this term we have coined the phrase #TheWaterMethodology to describe the model of thinking we have adopted to meet the challenge of translating in person work into digital forms. This approach considers the flexibility of water to navigate complex terrain as a metaphor to comprehend how creative pedagogy needs to work in this moment of time. Cecilia Chen et al. (2013) and Astrida Neimanis (2017) discuss the malleability of water as a model of thinking that is not dictated by anthropocentrism. Chen et al. posit that when water is not being commoditized and controlled, water has the capacity to connect and combine. I am suggesting that we all apply this methodology to our pedagogical thinking because as creative teachers you already have these skills. Think about what you know, for example, you know how to adapt, you know how to improvise, you know how to find ways to engage with the world. Consider then how you can use those creative abilities and skills you have already to think about divergence as a strategy to traverse the digital learning terrain we are moving towards. #TheWaterMethodology may help us to understand how to rethink rigidly planned projects and interventions to exercise lateral divergent thinking as a prerequisite to creativity’ (Robinson, 2010). Contemplating how we may act more fluidly in our online classroom practice to follow the natural flow of water can enable us to work with rather than against new technologies and applications to embed them in our practice. As an illustration of this strategy in motion, I would like to present to you a project I have conducted with students in an acute dialysis ward that invites patients to collaborate to create a shared film. This practice happens predominantly in person with one-to-one bedside-based practice to support patients to engage in idea exchanges across a ward with their fellow patients. Usually, this would result in the students helping patients to curate a narrative for their film, then independently filming, editing and premiering the film on the ward. To adapt to the changing circumstances we have faced this term, students were unable to film in the locations originally planned, so we adapted and decided instead to use the safe spaces available to record the film as a radio drama in a recording studio with small groups of people. However, whilst we rearranged our planning, our campus closed to avoid the spread of COVID-19 and we had to adapt once more to continue to fulfil our promise to the patients. To follow water in this sense, we used WhatsApp to record each line of dialogue for individual actors separately and edited them together to form the entire radio drama, which was then e-mailed to the ward staff who were able to safely deliver the work to patients. This project provides insights into the possibilities to adapt and meet the changing circumstances of a context, it also taught me and my students how to think laterally about completing the project. This experience meant that we were able to see past the limits of the situation and embrace the possibilities for a solution that technology provided.

World-building in Zoom

Earlier I mentioned that it has become normalised to work from our homes and teach from our personal space. For example, when delivering this keynote and the associated workshops, I was located in my lounge at home throughout. It is a common challenge that we face as teachers which is complex. For some people they are in shared accommodation, meaning that some tutors are teaching from a blank wall in their bedroom trying not to bring any indication that they are in their personal space into the camera view. Similarly, as I have previously noted, students in shared houses struggle to get WIFI in communal spaces and instead have to learn from their bathrooms or other uncomfortable places, which can of course impact their feeling of immersion within the worlds we might want to build in a Process Drama. In person, in a physical room to indicate the reality we want to traverse, which we would carefully set up the world we wanted to create with signifiers within the space, which we cannot do in the same way in a virtual location. Though this is clearly the preferred way of working, we are not limited. There are interesting features available in Zoom that allow us to move beyond the confines of our bathrooms to enter the fictional spaces we want to create. Though of course this will depend on the generation of the device you are using and your WIFI strength. If you can send a video, background, or backdrop to your students ahead of their class, then they can upload it and use it as a background to their main videos to bring them into the world you have created. To do this, you can use the virtual background feature on Zoom, which allows you to change location in an instant. There are some pre-set images and animations you can use in Zoom that are useful as a beginning. For example, there is an image of San Francisco, the garden, another planet, and an animation of the Northern Lights. If you move your hands outside of your main image whilst using this feature, you will see that the green screen that Zoom places behind you is less accurate at tracking your movements, but if you gesture in front of your own image or use a real green screen behind you the image greatly improves and maintains the illusion of being present in another location. The pre-set images are very useful as a starting point but the advantage of using Zoom is that you can create your own looped low resolution MP4 videos as animated backgrounds to help you create a more bespoke set of locations to suit the requirements for your Process Drama session. This feature in Zoom provides the least problematic way of generating an immersive space for your workshops. 

Once you have established a virtual background to cover your actual live location, and shared this with your students as far as possible, the next phase is to generate parallel elements of drama in education using Zoom features. The following list provides a set of guidelines to show you how to create equivalent possibilities for your class:

1. Once you have designed your virtual background images or looped videos, upload them to your Zoom account ahead of your class. This will save you time and allow you to move seamlessly between locations in your workshop.
2. If you are asking participants to move around, ask them to check the safety of their space e.g. check for trip hazards, and that there is room to move around. As a precaution, plan alternative seated exercises for anyone who does not have a safe environment to move within.
3. Check devices and visibility of others for each participant. Some devices do not show chat or only show on person at a time in Speaker View rather than Gallery View. To help, e-mail or post task information ahead of time to each participant to enable them to successfully access your session.
4. Use the chat function to give your participants instructions or reminders. You can also privately message any member of the group with secret missions or additional info to help to support them as needed.
5. Log into Zoom ahead of your session to create group polls to vote on key points or ideas within the process drama. You can then simply click on the polling tool and select the poll you want to use seamlessly in your session.
6. Ask participants to have ready to use any pens, paper, foil, cardboard, cups, and other items that can be easily located at home to play any making activities you have planned.
7. Ask participants to send you their character names ahead of the workshop then change them on the ‘Manage Participants’ list. Participants can also change their names autonomously if appropriate.
8. Ask participants to bring costume and props to suit the world they will be explore. 

Avatars as Co-facilitators and Difficultators

Another challenge you may face is the isolation of teaching solo without interactions or team-teaching with peers. A solution to this that I have found useful is the creation and integration of avatars into classes. I have used avatars with both undergraduate and postgraduate students, which has heightened their engagement and managed to reduce anxiety through the role the avatar plays within classroom practice. Within my classes, my avatar, ‘Lou’ has taken on the role of the ‘difficultator’, who ‘undermin[es] easy judgements, reinforcing our grasp of the complexity of a situation, but not letting that complexity get in the way of action or frighten[ing] us into submission or inactivity’ (Jackson in Boal 1995:xix).  In this instance, the avatar acts as a problematiser to add a question or point of clarity to simplify complex theoretical ideas and recognise that a new idea might be challenging to comprehend. This provides a moment of pause for the class to breathe and check-in to engage with a form of edutainment that can reduce stress in students by ‘lightening’ the tone of a lecture as a moment of comic relief for students. The avatar as difficultator calls for examples and alternative explanations of concepts to help add additional layers of accessibility to the class through ‘real world’ examples that apply theory to practice, for example, to illustrate ideas for the class. Avatars can also double-up as additional characters on screen to add to Process Dramas, they can be created with the app ‘My Talking Avatar Lite’. The app enables you to create different ethnicities for the characters telling the story with you, you can also record and lip-sync voices to create alternative personalities for the characters and pre-record their actions to play on the animation schedule of a PowerPoint presentation to help you work flexibly without timed responses and trigger the avatar when your group are ready for the next part of the narrative you are presenting. Your class can create their own characters and because of the flexible design elements within the app, students can easily customise characters to represent themselves or any other character they would like to play within the liminal space. Another rationale for the use of avatars is that it can be quite exposing to ask questions or request clarity in a virtual classroom since all screens are visible. There is of course the option of private messaging however this is not always a preferred option for students. IN this instance, the avatar can question you as teacher, which you can pre-record to happen whenever you are introducing a new piece of vocab or a new term. For example, Lou will break down new ideas for the class to make it more palatable and memorable. Lou can also contradict the points I’m making in class to present a different position on a topic to offer a more pluralistic debate about a topic such as, for example, neoliberalism, which can help broaden the scope of the discussion for students. This approach also breaks down the power dynamic between the teacher, the avatar and the class by shifting authority and offering alternative entry points in the session for new ideas and interpretations. Strategically providing complex debate means that in class I am also able to demonstrate a key assessment criterion for our students, which is the uncertainty of knowledge, an area students would normally struggle to grasp made simple by the aesthetic of the avatar and lecturer online.

Trusting Judgement Support and Direction Ideal Model

Part of the process of enabling student engagement whether this is with a Process Drama, or more conventional classroom session, is providing a productive balance of support and direction to enable students to feel autonomy in their learning journey, particularly when engaging with new technologies. Borrowing from Lucy Atkinson’s (2004) model of intuition to offer an insight into how we can provide students with high support to train them in the new tools they have available in this climate of uncertainty, and offer low direction to allow students to explore and learn kinaesthetically through experimentation and discovery as a pedagogical approach. We could illustrate what this looks like in practice by thinking about a task that has been given to students to complete, with associated skills training, but the task is open to interpretation to provide creative freedom for students to interpret the task in a way they find most useful. This approach ensures that the support provided is focussed on the use and result of the student’s own judgement of the technology and the task so they have some creative licence and agency to play, experiment and to try out ideas, but there is also some room to fail. We know that failure can be productive for learning, therefore setting up high support that means that it is okay if one fails, means that it is possible to revisit the initial idea and try it again another way based on an iterative approach to learning and finding new ways to invent and explore ideas. In this way, the need for outside direction diminishes because students learn when they fail, they learn when they achieve, and they learn because they have had low direction so they can experiment and try new ideas. This may mean testing out new vocabulary in conversation, it may be trying a different strategy for engaging with a topic, it might be presenting, it might be simply engaging with new technologies for the first time or finding a way to volunteer and share ideas. When this stage has been completed, students will hopefully have developed the ability to trust their judgements. This may enable students to be more intuitive in the way they work together, or allow them to worry less about risk when they are embracing new ways of working. 

Twine

Another piece of software that may be useful for this type of planning or creative learning you may want to explore is open-source software called ‘Twine’. It is a simple programme that allows you to design your own story through hyperlinks to create a ‘choose your own narrative’ way of working more divergently in your practice. This tool does involve coding, but this is very basic and simple to learn through YouTube tutorials or the supportive online Twine community who are quick to respond to queries. Quite simply, this software allows you to create a narrative with options that the audience can select to take them to the next part of the story they want to follow providing autonomy to all in the session that can be voted on in Zoom and traced through a screen share of the Twine in action, for example. This can additionally be useful to learn new vocabulary or apply knowledge to scenario-based learning or test out writing strategies to bring in new vocabulary in practice. This software is in essence an interactive, shareable, playable game that you can easily make together or separately. To apply the concepts of high support and low direction to this scenario, we could suggest that the high support is the learning process involved in gaining basic coding skills to learn how to use the software and the low direction is the task of making content to creatively play with the software in action. It can be completely text based or you can add more complex elements such as videos, sound effects and images if you are interested in developing student skills further.

Key Learning

To summarise the main points from this keynote, we have engaged with the following ideas:

1. The App Generation can be creative, imaginative and playful when engaging with new technologies
2. Technology can enable connection and support across physical barriers
3. High support and low direction are ideal approaches to use in combination to pedagogically enable online creative engagement and experimentation in new digital environments.
4. Avatars can be useful difficultators to reduce neurostressers released in stressful learning scenarios
5. #TheWaterMethodology may call upon our creative approaches to think like water to find new ways to do creative work looking at opportunities in digital innovations rather than blocks

The above summary will, I hope, provide key points of thought to integrate into your own classrooms. Now is the time people need connection and our duty as practitioners is to find ways to enable imaginations to fly, students to succeed and feel excited about their digital learning and we need to remember to play. If we start from a position of play and creativity, there are boundless possibilities of what we can achieve together. 
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understand the realities that we are facing in light of a global pandemic that’s 


shifting


 


the way 


we would normally deliver our practice and 


consider how we can use technology to our 


advantage to do our creativ


e work rather than feeling restr


icted by


 


it


. The restrictions we may 


feel can be connected to the newness of the technologies we are engaging with, or 


as a 


consequence of


 


our lack of familiarity with a particular type of technology.


 


 


If we are to engage wit


h the possibilities and challeng


es of evolving our practices using the 


technologies we have available, there are a few things we need to admit:


 


 


1.


 


How to engage with t


echnology 


is not


 


knowledge we are born with.


 


 


U


niversities and sc


hools are expecting teachers


 


fro


m all manner of


 


discipline


s


 


to 


know how to 


navigate new online 


classroom


-


based


 


technologies and practices


, and it is not always easy to 


adapt, transfer, translate and update our pedagogical strategies to fit online platform


s


 


we 


are 


not


 


familiar with. 


This pr


ocess also depends on how we feel about technology, what our 


relationship has been with technology


, for example, does it make us stressed? Do we enjoy it? 


Do we actively seek out new knowledge in technology because we are i


nterested 


in it 


or do we 


use it now bec


ause we have no 


choice?


 


These different reactions and interactions are 


important when thinking about 


our


 


relationship with technology before 


adapting 


methodologies to work onlin


e


.


 


We


 


must co


nsider our limits and not 


feel we have to suddenly 


embrace all the new technologies that are available to us. 


It is


 


essential then to think about 


what is familiar to us, what we feel comfortable with 


because often what we feel comfortable 


with, we feel conf


ident 


deliver


ing


 


therefore w


hen we engage through those 


media,


 


we will be 


more self


-


assured


 


working with our students in that particular way. 


 


 


2.


 


Even those born in the era of digital natives may not be digital natives.


 


 


Another important consideration relates to 


assu


mptions we may make about t


he community, 


participants


,


 


or students we are working with in connection to their experience of the


 


technology having been born in the era of the digital native


, who we may also refer to as 


‘


millennials


’


. 


They may in fact not b


e digital natives as define


d by Marc Prensky


 


as


 


‘


“native 


speakers” of the digital language of computers, video games and the Internet


’ 


(2001:1). 


They 


may in fact fall into the categ


ory of digital immigrant


s, who have had to learn technology 


and


 


ha


ve not gr


own up 


with


 


the same level of interaction with digital devices


. The result of this is 


a more 


stressful


 


relation


s


hip with shifting technological landscape


s and less intuitive tacit 


knowledge of how to 


e


ngage with new innovations in the digital 


realm


.


 


D


espite their assumed 


expos


ure to technolog


ical advancements


 


at home and access to pocket technological d


evices 


like 


smart 


phones


, those w


ho fall into the era of digital native may not have the level of 


competence


 


and 


understand


ing


 


we might expect


. This can 


be due to a number of socio


-
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