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How should pedagogical innovation be designed in
order to contribute to the creatfion of motivating
learning for students and teachers in a hybrid
synchronous video-mediated learning

environmente

This  design-based  research  project
investigated the elements, methods,
processes and practices that could
confribute to the creation of reflected,
innovative and motivating learning designs
for teachers and students in a hybrid
synchronous video-mediated teaching
confext, with a focus on how to create

motivating learning for the students.

This was done by examining the three
actors in  the educatfional institution
(students, teachers and the surrounding

organisation) individually and relationally.

The  design-based research  project
developed knowledge in co-design
processes with the three actors about how

design and learning processes can support

continuous pedagogical innovation anc

competence development.

The objective of the learning designs was fc
create motivating learning experiences for the
students in the hybrid synchronous video-
mediated learning environment, fo which enc
it experimented with gamified learning designs.
This involved the students designing digita
games while implementing learning goals fromr

their curriculum.

The project thus created knowledge aboul
which learning designs and competence
development models were possible in  fthis
environment, which learning designs emergec

and where difficulties were experienced.



