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1. Introduction  
 

Human impact assessment  

 

Human Impact Assessment (HuIA) offers a ‘tool’ to assess technology use from the human perspective. It 
is not restricted to any particular technological application or field of implementation. Related methods 
have been applied, for instance, to assess employees’ competence and orientation needs for technology 
use in care work (Melkas, 2011). HuIA has common roots with environmental impact assessment (EIA) 
and belongs to the same “assessment family” that has in recent years been advocated by the European 
Commission, as well as national authorities in some countries, e.g. Finland. HuIA is often seen to describe 
an integrated process including both Health Impact Assessment (HIA) and Social Impact Assessment (SIA). 
It is a user-centred approach that clarifies the impacts of different actions and options, providing 
information for decision-making and helping to deal with conflicts (Kauppinen and Nelimarkka, 2004). 
According to earlier research, regular human impact assessment of new technologies at individual and 
community levels may stimulate their adoption by various groups of people (Melkas, 2011).  

Information technology usage is a multi-faceted process, in which both internal and external factors 
should be taken into account. Infrastructure and training of the personnel, for example, may be defined 
as significant external factors in technology integration, whereas internal factors refer to characteristics 
of the personnel and the educational organization. (Tearle, 2003; Ertmer, 2005; Davis et al., 2009; Sangrá 
& González-Sanmamed, 2010). Students’ perceptions and experiences of the integration of information 
technology into education have not received extensive research attention, even though those are crucial 
internal factors in development processes (Hyypiä, Parjanen & Melkas, 2019). However, there are also 
other stakeholders involved, and HuIA has the potential to make various relevant groups’ perspectives 
visible. Identifying and caring about impacts is a key in operating in a socially sustainable way (Melkas, 
2017). 

 

User involvement  

 

End-user participation in innovation and development activities is one of the basic principles of user-
centred methods. Early and ongoing user involvement and participatory methods have been recognised 
as being particularly important in information technology (Cresswell and Sheikh, 2013; Martikainen et al., 
2014). There is also a consensus about the valuable input of users in early phases of innovation processes 
– especially in incremental innovations (Alam, 2002; Lettl et al., 2006; see also Wikström, 1995; 
Magnusson, 2009). Users’ participation and acclimation are crucial in implementing disruptive 
technologies because the introduction of new technologies and innovative practices entails more than 
mere adoption. Users also must integrate novelties into their practices, organisations and routines (Geels, 
2002).  

Increased information technology usage in education may also be considered from the point of view of 
socio-technical transition (e.g., Geels, 2002). In socio-technical transition studies, user habits and patterns 
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are often seen as barriers for change (Schot et al., 2016). Confrontations between technologies and 
practices often exist due, for example, to technical incompatibilities between technologies; professional 
identities and roles; usability and accessibility problems; the hard pace of work; various fears; lack of 
orientation, training and systemic thinking; entry of new actors in the field; the meaning of services vs. 
technology; the wide variety of technology available; ethical problematics; and obscure responsibilities 
(Pekkarinen and Melkas, 2019). Such issues, for instance, may be surfaced with the help of HuIA.  

 

HuIA in the ViSuAL project  

 

HuIA offers a tool to assess the impacts of interactive learning tools used in the ViSuAL project. Various 
groups of people with different roles use the technologies in question in different ways. Impact 
assessment methods and results generally receive meagre academic attention despite their important 
societal role. In business life, corporate social responsibility, for instance, has led to this direction, but as 
a concept/ approach, impact assessment is still often overlooked or misunderstood; evaluation is much 
better known (Melkas, 2017).  

Through the present assessment, application of HuIA is demonstrated in a new, topical field. HuIA is 
utilised in the ViSuAL project to assess the impacts resulting from implementation of videos in education 
from the point of view of all the groups concerned. HuIA in the ViSuAL context may include, for example, 
linkage of technology (interactive learning tools) to social effects, such as trust and commitment, time 
usage, information flows and feelings of participation, and to pedagogical effects such as learning and 
professional development of educational professionals. Through identification of early impacts, 
information suitable for orientation and future planning may also be produced; thus, the co-evolution of 
technology and service innovations may be facilitated (Figures 1 & 2).   

 

Figure 1. Human Impact Assessment looks at people (Melkas, 2017). 
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Figure 2. A typical impact assessment process (Melkas, 2017). 
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2. Methods 
 

Data for the assessment 

 

In general, all the data collected in the ViSuAL project may be used for HuIA, depending on their availability 
(timing, language). According to the plan, the data included the following:  

Research report on state of the art 

- Based on a review of scientific and professional literature in European Context, a report has been prepared 
containing shared evidence-based knowledge on the state-of-the-art of 1) pedagogical models for 
facilitation of professional development via video-supported collaborative learning and 2) co-creation 
partnership models. 

Need analysis  

- Based on the state-of-the-art analysis and data from experimenter and lead user interviews, a need 
analysis (building on the work started in the preparation phase) has been conducted. The need analysis 
identifies the competence and pedagogical methodology gaps in the facilitation of professional 
development via video-supported collaborative learning. The need analysis guides the development of 
experimentation designs and uptake training sessions. 

Pre-experimentation interview data 

- Technology experimenters have been interviewed before the start of the experiments to determine 
existing pedagogical practices and the motivation and expectations for technology uptake, and to identify 
gaps in technical competence and practices for collaborative learning.  

- 3 pre-experimenters’ interviews 

Lead-user analysis  

- Lead-users are early adopters of video-supported collaborative learning. The needs and choices of lead 
users usually foretell the needs and choices of the general users – in this case teachers, and provide 
significant opportunities for introduction of innovative pedagogical methods. Lead-users have been 
identified based on companies’ contacts and inclusion criteria established for determining what 
constitutes video-supported collaborative learning. Lead-users of the video-supported professional 
development and social sharing have been interviewed.  

- 11 lead users’ interviews 

Appreciative interview data 

- The experimenters were interviewed after both of the experimentations based on the appreciative inquiry 
method. The appreciative inquiry interviews discovered positive attributes and possibilities of a collective 
community. The interviews focused on finding the good practices and envisioning the next steps in 
sustaining the positive practices as pedagogical models and making further improvements. 
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- 25 interviews after the experiment: 7 from Finland, 7 from The Netherlands, 4 from Estonia, 6 from 
Portugal, 1 from Switzerland 

Video storyboards before the experiments 

- The experimentation design format includes a storyboard that illustrates the sequence of events and 
interactions during the learning process to allow analysis of key events as well as instruction. 

- 14 video storyboards: 4 from Finland, 3 from Portugal, 2 from The Netherlands, 1 from Switzerland and 4 
from Estonia 

Video-ethnographies during the experiments 

- The video ethnography documents observations of the class flow and can also be used to record 
reflections and experiences of the teachers and students. The format can be video interview, personal 
reflection or event coverage.  

- 12 video-ethnographies: 1 from Finland, 3 from The Netherlands, 4 from Estonia, 1 from Switzerland, 3 
from Portugal 

Video-blogs after the experiments 

- The experimentation design format includes a video-blog that illustrates the sequence of events and 
interactions after the experiments. The V-blogs allow teachers and students to analyse and reflect on the 
obstacles and success accounted in the experiment. The V-blogs are also public recordings. 

- 13 V-blogs: 6 from Estonia, 3 from Finland, 1 from Portugal, 1 from Switzerland, 2 from The Netherlands  

Case studies 

- The case study introduces the theoretical principles, implementation and data collection of the 
experiment. In addition, it presents the preliminary results of the experiment. Especially, the focus is to 
describe how the experiment evaluated the impact of video-supported collaborative learning on 
professional development and conceptual learning (based on the knowledge building approach). 

- 10 case studies: 4 from Finland, 1 from Estonia, 3 from The Netherlands, 2 from Switzerland 

Education technology companies’ interviews  

- The purpose of the company interviews was to define the elements of the successful collaboration 
between education technology companies and higher education institutions. 

- 6 company interviews: 3 from Finland, 1 from Portugal, 1 from Switzerland, 1 from the UK 

In addition, the following data sources were used:  

- Minutes of team meetings and the steering committee (5 Experimentation Team and 7 Quality Team 
meetings) 

- Observation of meetings and workshops e.g., all team meetings are recorded; 6 meetings in the Finnish 
UAS.   

This final report is based on the data that were available by 30 November 2020.  
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Structure for the assessment 

 

Various impact types have initially been identified for the HuIA framework for ViSuAL (see Chapter 3). 
Definitions or explanations are included - in the following list - where appropriate; but a general idea in 
the assessment is to maintain a certain openness also in concepts.  

Collaborative learning: According to Dillenburg (1999), “the broadest (but unsatisfactory) definition of 
'collaborative learning' is that it is a situation in which two or more people learn or attempt to learn 
something together”; he then concludes that “the words 'collaborative learning' describe a situation in 
which particular forms of interaction among people are expected to occur, which would trigger learning 
mechanisms, but there is no guarantee that the expected interactions will actually occur”.  

Pedagogical strategies can be defined as general instructional designs, designs applied to a 
teaching/learning unit (e.g., a lesson or a course module) and pedagogic methods that are part of a wider 
design (e.g., of a pedagogic strategy as defined here). Effective course designs (or teachers) may make use 
of different teaching strategies or methods. (http://edutechwiki.unige.ch/en/Pedagogic_strategy#Links) 

Motivation is defined as the process to make a start, guide, and maintain goal-oriented behaviours. It 
leads individuals to take action to achieve a goal or to fulfil a need or expectation. (Gopalan, Bakar, Zulkifli, 
Alwi & Mat, 2017.)  

Learning outcomes are statements of what a student should know, understand and/or be able to 
demonstrate after completion of a process of learning. Learning outcomes may be “official”, related to a 
certain course, or more general, such as improved working life skills and management (e.g., video 
production as a rising working life competence). 

Teacher professional learning is a complex process, which requires cognitive and emotional involvement 
of teachers individually and collectively, the capacity and willingness to examine where each one stands 
in terms of convictions and beliefs, and the perusal and enactment of appropriate alternatives for 
improvement or change. (Avalos, 2011.) 

Collaboration is the situation of two or more people working together to create or achieve the same thing 
(https://dictionary.cambridge.org/dictionary/english/collaboration).  

Ethical and practical issues: Different online platforms and learning applications provide a fictitious 
agency scenario involving multiple ethical and practice dilemmas for learners and teachers in higher 
education (Knowles et al., 2016). These may take several forms within the wide ViSuAL community’s 
activities. 

Time management: Impacts on time use of teachers and others; the use of videos in teaching may 
demand more time than more traditional teaching, particularly during the first time of utilisation. The 
reasons and ways to use videos need to be considered carefully in the planning, as well as how the use of 
videos supports pedagogy. The role of videos in teaching and learning needs to be explained to students, 
whose attitudes are not necessary positive. Students’ time use is also affected. On the other hand, use of 
videos may make long teaching days lighter for teachers and students and help scheduling. (Hyypiä, 
Parjanen & Melkas, 2019.) 

http://edutechwiki.unige.ch/en/Pedagogic_strategy#Links
https://dictionary.cambridge.org/dictionary/english/collaboration
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Conceptual thinking has been defined as referring “to a specific type of thought that involves abstraction 
and reflection, as well as creative thinking and problem solving. It is a term that encompasses many types 
of thought, which all relate to thinking in abstract and intuitive ways”. 
(https://www.theclassroom.com/definition-conceptual-reasoning-8528237.html) 

Problem-solving skills refer to skills in problem solving that is “the process of identifying a problem, 
developing possible solution paths, and taking the appropriate course of action” 
(https://ccmit.mit.edu/problem-solving/). 

Teaching (or other work) load: workload is “the amount of work to be done, especially by a particular 
person or machine in a period of time” (https://dictionary.cambridge.org/dictionary/english/workload).  

“Other issues” within the HuIA framework concern other possible outcomes of the ViSuAL project 
activities from the point of view of the different groups involved.   

https://www.theclassroom.com/definition-conceptual-reasoning-8528237.html
https://ccmit.mit.edu/problem-solving/
https://dictionary.cambridge.org/dictionary/english/workload
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3. Assessment framework  
 

An assessment framework has been drafted on the basis of HuIA practices, as adapted to the needs of the 
ViSuAL project (Table 1). Impact assessment is simple as such – it is also a way of thinking (Melkas, 2017), 
not mere methods. By focusing on the human perspective in a general sense, the aim of the assessment 
is to utilise the data comprehensively and from all work packages of the project. The in-depth focus on a 
few theoretical concepts is an essential part of ViSuAL in the other tasks. HuIA, on the other hand, is 
designed to combine diverse levels as well as experiences, outcomes and perceptions/feelings from all 
participants and partners within the project. Its aim is to compile and give a human-oriented birds-eye 
view of the whole, including all the different groups of people and different impact types.  

The framework is flexible by nature; the assessment is open-ended and strongly data-driven. Various 
“weak signals” identified from the data will be considered, in addition to the more obvious impacts.   

Initially, a table per experiment was planned to be filled in by the LUT researchers, if sufficient data are 
available. That was not the case during the project, but in general, tables may be compiled, as appropriate. 
At such a stage, refinements may be made according to the very different subjects that are taught. 
Importantly, both positive, negative and neutral impacts as well as both expected and unexpected 
impacts are to be identified (Figure 3). In practice, impacts and actions are easily mixed. It is also important 
to distinguish co-impacts, as far as possible. All the cells in Table 1 do not necessarily apply to all the 
affected groups.  

 

 

Figure 3. Identification of different types of impact: a simple starting point (Melkas, 2017).
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Table 1. The HuIA framework designed for use in ViSuAL. 

Impacts on… 

Positive (+), negative (-), 
neutral (0) 

Expected (E), unexpected (U) 

The affected groups 

Teacher 
educators
/ teachers 
(*) 

Experimen
ters (in 
project 
roles) 

Teachers’ 
supervisors 

Students Company 
representatives 

 

Educational 
technology 
personnel 

Others? 
(E.g. 
students’ 
mentors; to 
be 
specified) 

Collaborative learning        

Pedagogical strategies and 
practices 

       

Conceptual thinking        

Problem-solving skills        

Teaching (or other work) 
load 

       

Motivation        

Learning outcomes        

Teacher (or other 
professional) learning  

       

Teacher (or other) 
professional development 

       

Professional practice quality        

Collaboration, trust and 
commitment, feelings of 
participation  

       

Ethical issues        

Time management        

Information flows         

Needs for 
training/orientation 

       

Other practical issues        

Other issues?        
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Notes: (*) May be divided into higher education, vocational education and primary education. This also concerns 
the students and the other groups, if appropriate.  

Other notes:  

- When the results are compiled after an assessment, visualisations such as different layers can be utilised. 

- The affected groups may be different, depending on the context. It is usually beneficial to disaggregate 
the groups into subgroups to be able to identify the various impacts as comprehensively as possible.  
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4. Results  
 

The results are described in several free-form chapters according to the source(s). The initial main table 
format (Table 1) is not used in order to maintain better readability, on the one hand, and utilise the 
richness of the data, on the other.  

 

Literature review 

 

This section contains a brief overview of the literature review of ViSuAL. According to the literature review 
(see the separate report), challenges related to video use, from different perspectives, are as follows:  

- Teaching load is a barrier to multiple kinds of video use (Christ, Arya, & Chiu, 2017). 

- Smart phones apps provides a fictitious agency scenario involving multiple ethical and practice dilemmas 
for learners (Knowles et al., 2016). 

Benefits, again, have been found as follows:  

- The most significant benefits are heightened motivation, optimized cognition, and improved classroom 
practices (Gaudin & Chaliès, 2015). 

- Participating in a video club was found to influence the teachers’ professional vision (Gamoran Dherin & 
Van Es, 2009).  

- Video can be used for teachers’ collaborative exploration of the central activities of teaching (Borko, 
Koeller, Jacobs & Seago, 2011). 

- Video clubs (opportunity to open up classroom and share practices) can promote teachers’ ability of their 
professional practice (Cockburn, 2010). 

- Empirical studies on teacher training show that teachers’ cognitive skills can be purposefully enhanced 
with video cases (Goeze, Zottmann, Vogel, Fischer & Schrader, 2014). 

- The problem solving cycle model uses video as a tool for providing positive and valuable individual 
conditions for teacher changes of classroom practices (Borko, 2012). 

- We found that teachers changed how they regarded their students at the same time as they were 
beginning to see themselves differently as practitioners. Video engages teachers in collaboratively and 
individually observing, analysing, and reflectively applying feedback to teaching practices. (Lebak & 
Tinsley, 2010) 

 

On the other hand, it has been found that little is known about the specific effects of various types of 
videos on teachers’ cognitive, emotional, and motivational processes (Kleinknecht & Schneider, 2013). 
Impact assessments, such as this one in ViSuAL, thus have an important role to play, also with regard to 
the different groups of people involved.  
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Data analysis  

 

According to the results, the use of videos has impacts on different stakeholder groups. The most obvious 
groups are teachers, students/pupils and representatives of the education technology companies. In 
addition, in the higher education institutions, the use of videos has impacts on the leadership. Leaders 
have an essential role in supporting the teachers’ possibility to use videos in teaching and learning (for 
example, teachers’ time schedule, their workload, technology access). In the data, also education planners 
and IT specialists in higher education institutions, university researchers and parents of the pupils are 
mentioned. Figure 4 presents the various stakeholder groups in video-supported teaching and learning. 

 

 

 

 

Figure 4. Identified stakeholder groups. 

 

The results in this chapter are divided according to the group in question, and according to whether the 
impacts are positive, negative or neutral. The quotations have been anonymised with regard to individual 
people’s names and company names. The information on the experimenters (organisations) has not been 
removed. For example, the quotations with the source “Tartu” are taken from the summaries of the 
interviews conducted in Estonia. In addition to the University of Tartu (Estonia), experiments have been 
implemented at the Jyväskylä University of Applied Sciences JAMK (Finland), Aeres University of Applied 
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Sciences Wageningen (The Netherlands), Universidade de Evora (Portugal) and Swiss Federal Institute for 
Vocational Education and Training SFIVET (Switzerland). The quotations with the source “Need Analysis” 
are taken from the appendix of the Need Analysis report, in which there are direct quotations from lead 
user and pre-experimenter interviews. There may be differences between the titles below and the 
formulations used in Table 1.    

 

Impacts on teachers 

Positive impacts on teachers 
Collaboration with other teachers 

The collaboration between the teachers has increased, firstly, because they need help with technical 
issues, and secondly, because the willingness to discuss pedagogical issues has increased collaboration (or 
at least willingness to collaborate). In some courses at JAMK, teachers have divided the roles so that one 
teacher is responsible for videotaping and the others concentrate on teaching. Descriptive quotations 
concerning collaboration among teachers are as follows: 

“… a former colleague [name of the colleague] was supposed to use this technology, so I asked him 
whether he knew more than me about it and if he could teach me.” (App. interviews, Tartu) 

“It definitely has enhanced the collaboration between teachers.” (Need analysis) 

The non-functionality of videos emphasises the importance of peer support. (JAMK experimenters’ 
meeting, 20.3.2019) 

 

Collaboration with other professions/ departments/ companies 

Collaboration with IT specialists and practical support from them was emphasised, as follows: 

“We definitely needed help from the IT specialist of our institute.” (App. interviews, Tartu) 

“We contacted the [company] online customer support (in chat box) many times.” (App. interviews, Tartu) 

“I learned from [company representative], we had a 20-minute session via Skype. A couple of times I had 
to ask via email, but it was fast.” (App. interviews, Tartu) 

“We had a tutorial with [company representative] and no more. I talked to [project manager] and 
[technical support person] (IT guy), it was mostly learning within our team.” (App. interviews, Tartu)  

“This is teamwork. It has to be the technology provider along with teachers and the university. For me, the 
university helped a lot by making the bridge between teachers and the technology provider.” (App. 
interviews, Evora) 

“The support I felt from the university of Évora team was really important. Without them, I wouldn’t be 
able to create the video or to conduct the experiment the way I did. In terms of technical support, the 
involvement and support of the university was crucial.” (App. interviews, Evora) 
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“It [collaboration with other teachers] was important since we’ve ended up collaborating a lot between 
us and it was fruitful sharing ideas and knowledge.” (App. interviews, Evora) 

 

Teacher competence 

Teachers’ attitudes towards using videos were generally positive, to start with, although many of them 
may have been somewhat skeptical before the courses. Quotations are as follows:  

”It has raised my awareness and understanding that videos are useful for teaching.” (App. interviews, 
Tartu) 

“I'm even more confident that videos need to be used to make future teachers more daring to use videos 
on their own in the future.” (App. interviews, Tartu) 

“When you re-watch something afterwards, you see more thoroughly and more concretely what you 
should have paid attention to. It gives more information about what to emphasise in teaching, what should 
be taught differently. It gives the opportunity to delve deeply, more peacefully in a peaceful environment.” 
(App. interviews, Tartu) 

“Having said that, there are collaborative observation sessions that multiple colleagues would analyse one 
classroom recording. However, we are seeing this change and that teachers who work with partners are 
now also open to sharing their recording with more than just their partner. Another achievement I think 
it’s that almost all of our teachers are now over the scare phase.” (Need Analysis) 

“Students reacted positively to using videos in their teacher training and felt that there was increased 
support at the workplace while using the [company’s] solution. Previously, students’ feedback has been 
more towards the lack of support and this very positive outcome, and hopefully, this continues.” (App. 
interviews, AERES) 

“Using videos enhanced my professional competence, because it is interactive and dynamic and helps to 
connect students with their real life.” (App. interview, Evora) 

“In fact, using video allowed me to see a new way to approach teaching. It helped my professional 
development.” (App. interview, Evora) 

“… my attitude has positively changed (not that I was ever opposed), but it is reassuring to know that, on 
a technical level, there is trust related to the tool.” (App. interviews, SFIVET) 

  

Teaching 

As to the impacts on teaching, the respondents emphasised, for instance, flexibility of teaching. It is not 
obligatory to be physically present; videos can be used on other courses, too; and videos may especially 
enhance learning of various skills. The following quotations contain interesting perspectives:  

“Using videos in teaching is very effective.” (App. interviews, Tartu) 

“This was a great way of not having to be in each class physically and for the teachers to feel comfortable 
uploading a part or the entire class recording and asking me to observe and use the comment section to 
give them feedback.” (Need Analysis) 
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“The video recorded material is very versatile and can be used and reused in a variety of pedagogical 
scenarios.” (Need Analysis) 

“Students need some guidance on how and where to film (some shots were filmed in the dark), how to 
make a storyboard (sequence of frames), how to attract the viewer.” (App. interviews, Tartu) 

“Helps fix the topic, opens people's creativity. I gave my students free hands – they could make exactly the 
kind of video they wanted. Students like it, if they have a little bit of freedom.” (App. interviews, Tartu) 

“When we use reflection, of course, we gain much more information.” (Need Analysis) 

“The issue started when I realised that video alone was not enough anymore. This is when I was introduced 
to the [company’s] software. You cannot bring the profession in the classroom, but can bring a video with 
extra material in the classroom, to integrate it in a variety of tools that encompass a didactic scenario.” 
(Need Analysis) 

“I think the videos helped a lot, especially with the accuracy of the evaluation.”  (App. interviews, Tartu) 

  

Time management 

There was one comment on time management, which is quite often brought up in research studies in the 
context of digital tools (as a negative impact):  

“If I hadn't used the video, I should have travelled to observe and give feedback on the spot. This solution 
allows me not to have to drive there – it saves time.” (App. interviews, Tartu) 

  

Learning outcomes 

Quite positive responses were given concerning learning outcomes; as follows:  

“They could see how they interact with the child, how they ask questions, how to better analyse the child's 
speech, the child's interactions, her own interaction with the child, and language use. I think it's very useful. 
The videos are an important learning opportunity.” (App. interviews, Tartu) 

“I like challenges and innovation, and I like videos’ immediacy in bringing the profession in the classroom, 
especially when I have to explain tailoring procedures that are hard to imagine but easy to understand 
with videos.” (Need Analysis) 

“The power of watching and re-watching themselves is crucial both for students and teachers. You have a 
feeling of how you are doing, but if you don’t see it, you cannot close the circle of understanding and 
learning. Teachers are, however, more resistant than students when it comes to recording their own 
activity and reflect on it. (Need Analysis) 

“But being able to able to visualise, analyse and reflect on one’s own errors humanises the teaching and 
learning activity. The video-recorded material is very versatile and can be used and reused in a variety of 
pedagogical scenarios. (Need Analysis) 

“Definitely. I find extremely useful when the students are in charge of the process of creating a video from 
scratch, collaboratively, in small group settings. In this context, the learning gains are remarkable.” (Need 
Analysis) 
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Negative impacts on teachers 
Health and wellbeing 

Various concerns were mentioned. They were related to additional stress caused by different reasons.  

”Some teachers might still be afraid of using ICT, or some even might think that if they video record their 
lessons, they are no longer needed.” (Need Analysis) 

“Teachers are still reluctant when it comes to video recording themselves and their lessons, and the idea 
of having a peer or instructor to analyse and comment on those videos creates a feeling of vulnerability 
that makes teachers resistant towards video tools.” (Need Analysis) 

Non-functionality or complexity of videos in teaching may cause stress and sleepless nights for teachers. 
Teachers may be worried about how students react to the use of videos on the course. (JAMK 
experimenters’ meeting 7.2.2019; 20.3.2019) 

  

Teachers’ workload 

An increase in workload was brought up by the respondents.  

”My workload is not normal when using videos. There is more work for me if no limits are set, e.g. for the 
length of the videos (one student made 25 minutes long videos).” (App. interviews, Tartu) 

“The complexity of using a program increases a teacher’s workload.” (JAMK experimenters’ meeting 
20.3.2019) 

Fear concerning increased workload of experimenters. (Project meeting in Slovenia, 14.11.2018)  

However, it is not obvious whether the increase of the workload would be caused by using videos or by 
various project-related tasks such as surveys and interviews.  

“High workload, therefore it feels ‘unnecessary’ extra work to learn the technology.” (App. interviews, 
AERES) 

“The KnowledgeForum was needed beside the [company], because reflection and discussion was only 
allowed in a linear comment mode, which does not facilitate the purpose well.” (App. interviews, AERES) 

  

Time management 

A few negative issues were brought up concerning time management:  

Need for technical support, and on the other hand, time use of the person who gives technical support. 
(JAMK experimenters’ meeting, 13.12.2018) 

Challenges in time use (JAMK experimenters’ meeting, 13.12.2018) 
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Teaching/ Teaching outcomes 

A number of technical challenges were brought up with regard to teaching or teaching outcomes; as 
follows:  

“Technology [name] seriously frustrated the students, they asked several times if they could use any other 
environment to make their videos. It's definitely worth using videos, but not this”. (App. interviews, Tartu) 

According to preliminary results of the first experiment, utilising videos from the learning platform in both 
teaching and studying has been challenging, particularly due to technical problems, such as logging in if 
password is forgotten; organising commenting; sound quality. (Experimentation team meeting, 
20.3.2019)  

“The biggest challenges are related to the hardware and software: ‘to facilitate the proper and functional 
use of the technologies in a worthwhile and functional manner’”. (App. interviews, AERES) 

“The [company solution] is fairly simple to use but, on the other hand, sometimes the simplicity is limiting.” 
(App. interviews, AERES) 

“What can be positive about the scenario that did not imply the use of videos, is the fact [that] the teachers 
visited their colleagues in their own class, and were able to experience firsthand the atmosphere of a 
certain didactical situation.” (App. interviews, SFIVET) 

 

Neutral impacts on teachers 
 

A number of notes that can be considered as neutral are as follows. 

Attitudes to using videos 

“I think it hasn't changed, I still feel positively, just like I did before [the experiment].” (App. interviews, 
Tartu) 

“We didn’t use the [company solution] in the best way possible, because our students did not make videos 
collaboratively.” (App. interviews, AERES) 

“They [the attitudes to using videos] didn’t change much. I’ve already had several different small 
experiences with video, and I understood that, somehow, although I had no big epiphany regarding using 
videos, I’ve thought about different ways of making use of videos in the classroom and with other school 
years’ students also.” (App. interviews, Evora) 

 

Collaboration with other teachers 

Collaboration with other teachers was related to technical issues, for instance.  

“We just discussed whether it [the in-ear-monitor, saving the videos] worked okay or not.” (App. 
interviews, Tartu) 
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Impacts on students 

Positive impacts on students 
Teaching and learning 

Several positive impacts on students, from the perspectives of teaching and learning, were expressed:  

“… that the students are bolder. At first, they were hesitant when they spoke, they were more reserved. 
Over time, they started covering more topics and did it more thoughtlessly (a positive thing in this case), 
spontaneous topics came in. They could talk about all their thoughts.” (App. interview, Tartu) 

“The students said that they understood that watching others is very useful and that watching yourself is 
very useful. They appreciated the fact that they were able to go to other teachers' lessons through these 
videos, it was important for them. Getting feedback from different people is very progressive.” (App. 
interviews, Tartu) 

With the help of videos, it is possible to create new experience in online learning, with which it might be 
possible to impact students’ feeling of participation (a presupposition). (JAMK experimenters’ meeting 
7.2.2019) 

“Feeling of increased ‘support’ at the workplace.” (App. interviews, AERES) 

“Via [name of the technology] students are sharing and reflecting more and further than they are showing 
on their videos. It is good that there is another platform available for knowledge building. Teacher students 
are using it together in groups and between the different groups.” (App. interviews, AERES) 

“Positive about the pedagogical value of the video technology and the opportunity of high quality 
reflection.” (App. interviews, AERES) 

“Engagement by connecting the student’s real life to school. Helps to develop creativity for regular 
students but also for students with learning disabilities.” (App. interviews, Evora) 

“The use of videos makes learning more appealing. The image is a very stimulating element, especially for 
this age group that is used to watching videos on the internet very regularly.” (App. interviews, Evora) 

“The experimentation showed that the joint workshops, dialogic discussions, sharing experiences and 
making reflections based on the video-recordings supported collaborative learning among the 
participants.” (Case study, JAMK) 

  

Students’ professional competence/ Learning outcomes 

Students’ professional competence was also increased, according to the respondents:  

“They could see how they interact with the child, how they ask questions, how to better analyse the child's 
speech, the child's interactions, her own interaction with the child, and language use. I think it's very useful. 
The videos are important learning opportunities. How else do you learn if no one gives you feedback?” 
(App. interviews, Tartu) 
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“Videos help us connect the theoretical with practical. The videos that my students did were very simple, 
but they confirmed what comes from the theory. They turned their knowledge into something practical.” 
(App. interviews, Tartu) 

“Students have said that they have become more courageous, they dare to stand in front of the camera 
and they also see ways to use videos themselves in the future as teachers.” (App. interviews, Tartu) 

“Students were able to reflect on their skills and identify their strengths and areas of improvement, which 
again supports their professional development and reflection skills.” (Case study, JAMK) 

“… the collaborative work on the videos – watching their own video and the videos of their peers, the self-
analysis and peer analysis and the feedback session – helped students identify various aspects that are 
important in facilitating learning as well as the areas they want to focus on in the future to build their 
pedagogical expertise.” (Case study, JAMK) 

“… deployment of video-based technologies can give an opportunity to improve self-analysis and peer-
analysis in music teaching. It also supported reflection and knowledge sharing in the group that created 
new insights and solutions”. (Case study, JAMK) 

“… this really enhances students’ soft skills and professional development goals.” (Case study, JAMK) 

“Video allows the students to be creative in other ways, puts the students in the centre of action in an 
active role, building their own knowledge, engaging them much more in sharing their knowledge.” (App. 
interviews, Evora) 

 

Motivation 

There are naturally several perspectives related to motivation. A number of aspects were brought up, as 
follows:  

“I had experience of students working on their own videos at home, during their free time, and that speaks 
about the motivation that such tool elicits.” (Need Analysis) 

Motivation has an impact on how the students are willing to use the videos during the course. The essential 
thing is that they understand why videos are used in the teaching. It may also be so that the video use is 
understood, but it is not understood why a certain program is used, especially if it is difficult to use and 
there would be alternative programs available. (JAMK experimenters’ meeting 20.3.2019) 

The use of videos impacts the students in two ways: some get enthusiastic and want to use videos more 
widely, too, whereas others question the use. (JAMK experimenters’ meeting 20.3.2019) 

“The [company solution] is easy to use, and it is helpful that their technology allows students to use 
familiar/ own cameras for recording.” (App. interviews, AERES) 

“The amount of students’ effort varied in the beginning of the experiment, but later on, they considered 
collaborative learning motivating them to do their best.” (Case study, JAMK) 
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Collaborative knowledge building and learning 

It appears that collaborative knowledge building was increased:  

“They were in groups of 2 or 3 who certainly had to work together collaboratively. Maybe they did watch 
the videos together, because they had to analyse together.” (App. interviews, Tartu) 

“[Company’s solution] definitely strengthened it, its main purpose is to make videos together.” (App. 
interviews, Tartu) 

“The experimentation showed that the joint workshops, dialogic discussions and sharing experiences as 
well as reflections based on video-recordings, all together, supported collaborative learning.” (Case study, 
JAMK) 

“Being given the opportunity to work in an enriched environment and to have very close support from their 
peers, tutors and supervisors proved to be a great experience with a good probability of high impact on 
teaching practice and collaborative learning.” (Video ethnography, Evora) 

 

Time management 

The following positive impacts regarding time management were recognised:  

“Video-observation in music education was conceived as a powerful tool to offer the music students 
possibilities for time and place independent collaboration.” (Case study, JAMK) 

“Students pointed out that the advantage of the video diary compared to a written one is the less time it 
takes to do it because no extra time is spent on linguistic correctness of sentences, rereading and editing 
the text.” (Case study, JAMK) 

 

Negative impacts on students 
Learning 

Various technical problems or alike were brought up that can be seen as negative impacts on learning.  

“[Company solution] seriously frustrated the students, they asked several times if they could use any other 
environment to make their videos. It's definitely worth using videos, but not in [the solution].” (App. 
interviews, Tartu). 

In this experiment, the solution was not considered appropriate, but the teacher had still seen that it had 
strengthened collaborative knowledge building.  

The fussing about using a program (the difficulties) leads to a negative attitude and impacts the group’s 
activities. The deeper meaning of using videos remains inexperienced. (JAMK experimenters’ meeting 
20.3.2019) 

The quotation above shows that impacts on learning caused by inappropriate (not well-chosen) 
technology may be negative. Other quotations are as follows:    



26 

“Obstacles were related to the [name of the technology]. Students experienced the platform as an extra 
work and find it really hard to create new knowledge about their teaching and cooperative learning.” (App. 
interviews, AERES) 

There were some problems with [company solution]: passwords did not work properly and uploading 
videos was time consuming, some of the problems were related to the internet connection speed. (App. 
interviews, AERES) 

Students required extra lesson with [name of the technology] due to the non-functional buttons on the 
platform. (App. interviews, AERES) 

 

Motivation 

A number of concerns were brought up concerning motivation, as follows:  

Students’ motivation to use videos is low. (Experimentation team meeting, 5.12.2018) 

“Teacher students confronted problems recording videos in their training with pupils due to the European 
privacy laws.” (App. interviews, AERES) 

“… less positive about the implementation of the [company] technology; students would prefer more 
structure in utilising video technologies.” (App. interviews, AERES) 

“… found many difficulties since it [the platform] was not working properly anymore. Then they got 
frustrated and were not able to achieve their goals. Even the group dynamic fell apart. The fact [that] they 
realized [that] there won’t be an output led to the loss of confidence, the dynamic and their motivation.” 
(App. interview, Evora) 

“The digital platform must function smoothly, otherwise students don’t use it and loose motivation.” (Case 
Study, AERES) 

 

Time management 

A number of challenges related to students’ time management were identified.  

“Managers [students] find videos interesting but challenging and time-consuming, particularly at first with 
minor prior experience with videos.” (Case study, JAMK) 

“As practical results, video utilisation in a supported way was not an easy process and may succeed as a 
tool for reflections, if and only if, there is enough support accessible and time to spend to facilitate the 
utilisation. In this pilot, we still recognised the need for even more time for discussions and support, as 
making videos was challenging despite the easy app.” (Case study, JAMK) 

“But working with two different platforms [names of the platforms] is quite difficult. Students need time 
to understand the platforms, also different goals of use, and there is not always so much time.” (Case 
Study, AERES) 

 

  



27 

Health and wellbeing 

Tiredness and fatigue were experienced by some students.  

“Some of the students involved in our experimentation reported feeling tired and fatigue due to the 
amount of activities that required to be completed using a computer throughout the day.” (Case Study, 
SFIVET) 

 

Technical and security issues 

There were certain technical as well as safety and security related shortcomings or challenges.  

“Students said that when using any kind of technology some problems might occur. There were a few cases 
related to phone memory card and internet connection.” (Case study, Tartu) 

“One student had concerns about possible video dissemination (even if the videos were password 
protected)”. (Case study, Tartu) 

“From the beginning, there has been the stipulation of a very strong pedagogical contract. However, some 
participants did not agree to give their consent for the use of their data for ViSuAL, and this may create 
more issues going forward.” (Video Ethnography, SFIVET) 

 

Impacts on companies 

The impacts on companies are related to how close their relationship is with the higher education 
institutions: do they collaborate with the education institutions, or is it only a question of a customer-
provider relationship? In the customer-provider relationship, the impacts are quite neutral. The only 
impact is the financial impact. In the collaboration, the company has a possibility to develop its products 
and services with the help of user knowledge and experience.  

 

Positive impacts on companies 
Various positive impacts on companies are presented in the following, with the help of quotations.  

 

Financial impacts 

“What we need is guarantees that we will profit from the cooperation in the future.”  (Company interview) 

“But you also have to be careful as a company … there are also some financial challenges. As I said, we 
interpret it as a sort of investment because the return on investment is the software improvement, but you 
have to take care that this investment is not too much, not too high with respect to the business and the 
financial challenges of the company itself.” (Company interview) 
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Knowledge about the users and the use of the technology 

“And the goal of the company is naturally to gain such knowledge of their own product or service that can 
be polished to even better serve those sides and people who may possibly use it in the future.” (Company 
interview) 

“From our perspective, the important factor, even though the project did not produce important 
innovations, is that we have gained valuable information on the clientele or users who make use of this 
type of products in their own lives. If we can tap into some clear signals, to dig into factors and issues that 
make their lives easier.” (Company interview) 

“And now expectations can differ in the sense that [it] is very important to understand what the final users 
[end-users], either teachers or students, understand; what they want to achieve; how they want to use the 
software, what they want the software to do for them, and to add to a full view of the narrative of their 
activity.” (Company interview) 

“Let's say, the user journey, and when it comes to how to use the product in a successful way for the best 
possible learning experience and learning outcomes.” (Company interview) 

 

Learning and understanding 

“… it can be [a question of] adopting a certain mindset from the university partner, by the people who are 
being trained or participate in training sessions, and they start to think of the different angles and 
requirements they face when learning or expanding their expertise. It is not a question of technology, per 
se, technical components or inventions, but meaning and understanding the ‘other world’. This, of course, 
reflects on the technology that they need to produce.” (Company interview) 

“And from our side, as a constantly learning organisation, to really be able to understand what works well 
and what doesn't and what can we do maybe to adapt potentially some of the features on the platform… 
but not just the features; we are really interested in developing content that will help institutions to 
embrace this way of working more easily.” (Company interview) 

“… this is another reason why working with higher education institutions in this project is really useful for 
us, because we want to understand how we can talk to the right people.” (Company interview) 

 

New products and services 

“In some companies, the goal is very concrete; they want to make an innovation or a new product that 
they can benefit from in the future.” (Company interview) 

“… that we were eager to know how to improve our product. Not from a technical point of view, but the 
user perspective point of view.” (Company interview) 

“The greatest asset of a project such as ViSuAL is that it opens doors to the different sides of Europe, and 
you are able to take a glimpse of the varying views of university-company collaboration. How they see 
education and related technology, and which kinds of methods are currently in use in Europe’s different 
countries. Respectively, companies provide different views on the direction of development. Based on this 
information, companies should be able to get insight of the many technologies and needs of education 
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professionals and students. Then we can adjust our operations and R&D to that direction.” (Company 
interview) 

“If this Heureka comes via a project like this, it will of course have an effect at the technology level. Because 
ideas often go to R&D, and after a project like this, it is easier for the R&D people to benefit from and 
cooperate with an academic partner who has also been involved in the project. If you get an idea, and the 
academic partner has some expertise or technology related to your idea, then the cooperation is possible 
after the project is over… continue to do some testing or studies that will push the idea forward.” (Company 
interview) 

“I think that we have the opportunity to create something that would add something new in the overall 
teaching practice, which would hopefully really lead to much wider implementation. And therefore, a much 
stronger impact on teaching and learning, which we … believe in.” (Company interview) 

 

Networking 

“Cooperation projects help creating networks on the basis of the project, and they, in turn, enable further 
exploitation at a later stage. And that is what is crucial.” (Company interview) 

“The [partner names] partners have sent us messages that it would pay us to contact this and that 
organisation, and that is a good signal. Then it is very much up to us how we can benefit from that.” 
(Company interview) 

“But then, … those kind of complementary services and products, by also other companies, and also by 
higher education institutions, would be good to add to our core product, and based on the knowledge that 
universities have, it would be very good to hear this kind of feedback.” (Company interview) 

 

Negative impacts on companies 
 

Negative impacts are related to the problem that the technology is not fully used in the organisations 
because of problems inside the organisations. In addition, too big expectations may cause problems (e.g. 
time management). These are shown by the following quotations:  

“The problems lie in the relation between the IT department and the educators, the people who are really 
doing the most important [educating] work. The teaching staff may say that they need this and that tool 
or software, but the IT people say that you can’t have it, it just won’t do. … And the teachers were quite 
helpless there and said that the piloted software would then be quite useless.” (Company interview) 

“And if we talk about software, it may be a big thing for you, but then a small thing for us, or vice versa, a 
small change for you but would require a month of coding from us.” (Company interview) 

“… not all the requests made by the educational institution could be satisfied immediately. Not all of them, 
please. Also, this has to be clear for the customer (as I use now this term), because otherwise the risk is 
that they expect us to modify the software whenever they want, but this cannot be done, for the stability 
of the company and for the software itself.” (Company interview) 
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Neutral impacts on companies 
 

Certain neutral impacts on companies were also brought up:  

“There are some services that we offer just like customer-provider relationships, and that's it, it's normal 
also to offer 20 per cent service for maintenance or customer problems, and that's it. So you pay and we 
offer, that's the basics for business.” (Company interview) 

“When the customer learns to use the software efficiently, they don’t need us anymore.” (Company 
interview) 

 

Other interesting issues arising from the assessment  

 

There were a number of other interesting (more general) issues that could be identified from the data. 
For example, a “pedagogical video culture” was called for. The corresponding quotations are listed 
separately, as follows.   

“The most important gaps are: 1) Ethics and security issues – 2) technical issues (it has to be easy!)“ (Need 
Analysis) 

“So, the privacy agreement with parents play a bigger role than the current technology.” (Need Analysis) 

“Overall with this particular technology, if we are aiming at getting people to use it, we need to focus more 
on their mindset than technology. Creating a collaborative space seems to help a lot more. [Company 
solution] has helped us with not having to physically be present for a class lesson observation, and yet for 
our school, we are now going to emphasise more on sharing recordings with each other. Some other 
schools might use it the other way around. One thing to be mindful of the way it’s set up. It is challenging 
to travel with the kit to different classes without missing a big part of your dedicated hours. We have now 
set up a room with the kit that we book when we want to record instead of traveling with the case. Though 
now that we have more devices, I think this should help us”. (Need Analysis) 

“For the moment, my answer is NO. It is a matter of development of a pedagogical video culture. I don’t 
think the problem is a lack of teachers’ technical competence – it is much more video as a rather new 
pedagogical competence: what do we [do to] connect video with professional teaching and teachers’ 
everyday life? It is a matter of culture, most of all”. (Need Analysis) 

Technical problems of the program, and particularly how quickly the company can fix the problem, impact 
the building of trust between the educational organisation and the company. (JAMK experimenters’ 
meeting 7.2.2019) 

The independent decisions made by the technical support do not necessarily support pedagogy. (JAMK 
experimenters’ meeting 7.2.2019) 
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Using videos in teaching leads to wider impacts, too. When there are courses that are implemented in 
collaboration with companies, it needs to be negotiated with the companies involved – already when 
planning the course – if and how videotaping is allowed in their premises (permissions to videotape). It is 
forbidden to videotape in many companies, and it is difficult for a student to make a video on her/his own 
work, for instance. Nowadays, a student is also left alone in such situations. (JAMK experimenters’ meeting 
20.3.2019) 

“I think, as a teacher, that perhaps the obstacles [the name of the technology] was not the technology 
itself. I think the teacher students were not ready yet to create new knowledge by themselves during their 
first year of studies.” (V-blog, AERES) 

“Interesting that the students felt that they needed more structure in learning and starting to use the video 
technologies. However, when asked if the video utilisation would be more structured from the beginning, 
the students stated that they could be then less eager to try the technologies themselves.” (V-blog, AERES) 

“Students said that, compared to written diaries, video enables to pass on genuine emotions they feel 
during their very first school practice. Written reflections were often more polished and less emotional. 
Also, watching videos from fellow students gave viewers positive emotions”. (Case study, JAMK) 

“Due to the COVID-19 pandemic, students had to adapt their approach to teaching. In order to do that, 
they've decided to create videos which they shared with their own students to help them learn and engage 
with their learning process”. (Video Ethnography, Evora)  
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5. Concluding remarks 
 

This report contains background information on Human Impact Assessment, the framework that was 
designed for use in ViSuAL, and the results of the assessment on the basis of the data that were available. 
The timetable of the data collection in ViSuAL varied across the countries and organisations. The HuIA 
framework designed for ViSuAL gave a good basis for the assessment of both the early project data and 
the later data. Multiple positive, negative and neutral impacts were identified. This information can be 
utilised in future planning in both higher education institutions and companies, and, if necessary, various 
corrective actions in video-supported collaborative learning. 
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