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The rise of digital transformation in education has introduced multimedia learning environments that integrate
interactive technologies such as SMART Boards and digital platforms. Sri Lanka also using the innovative systems like
student information platforms, learning management tools, however, it is still new to the application of creative arts
like Drama and Theatre in the higher education institutions. Application through a personalized learning approach,
the research explores how SMART Boards foster deeper understanding, increased engagement, and enhanced self-
regulated learning among students with a focus on their application in Drama and Theatre education degree program
in the Open and Distance Learning environment. The study reported upon in this paper was based on a Bachelor
of Education Honours in Drama and Theatre degree program Level 5 students on their Activity Based Assignment
Day-school evaluation process. The paper focuses on the following research question on “how multimedia learning
environments enhance understanding, engagement, and self-regulated learning in teaching drama and theatre
through personalized, interactive learning methods? Data were collected from 34 students-teachers from their
feedback forms and classroom observations. Findings reveal that multimedia tools bridge theoretical concepts with
practical applications, promote active learning, and empower learners to take ownership of their educational journeys.
Challenges, such as digital literacy gaps and limited access to devices, are also discussed with recommendations for
equitable implementation.

Keywords: Digital transformation; multimedia learning environments; interactive technologies; SMART Boards;
personalized learning; self-regulated learning; higher education; Sri Lanka.

INTRODUCTION

Educators today face the pressing challenge of student disengagement, a factor that can significantly impact learning
outcomes and student satisfaction (Fredricks, Blumenfeld, & Paris, 2004). To address this issue, teachers are advocating
for enhanced professional development with a focus on technology integration. Research shows that incorporating
technology in classrooms can revolutionize pedagogy by offering interactive tools that boost student engagement,
making learning more dynamic and personalized (Schleicher, 2018). This technology-driven approach not only enhances
students’ motivation, engagement, and teaching practices but also prepares them for success in an increasingly digital
world (Klopov etal,, 2023). Such technologies include computers, mobile devices, software applications, online resources,
and digital platforms that are reshaping educational practices globally.

As educational institutions worldwide adopt digital transformation, SMART board technology has emerged as a
promising solution to respond to learners’ diverse needs. SMART boards provide dynamic, interactive capabilities that
support multiple learning styles, encourage collaborative engagement, and make learning experiences more tangible
and relevant (Beauchamp & Kennewell, 2010).

Academics are also aware of the potential of innovative systems such as student information platforms, learning
management tools, attendance trackers, and real-time performance analysers. However, a critical question remains:
how can educational institutions integrate these advanced technologies smoothly within pre-service teacher training?
Research highlights that successful integration of technology requires tailored approaches, particularly in contexts like
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Open and Distance Learning (ODL) where adult learners may face unique challenges in maintaining motivation and
engagement (Anderson, 2008).

While many Western countries rapidly adopt digital tools to revolutionize teaching and learning, they also grapple with
a host of new challenges (Means et al., 2010). In developing countries, where digital transformation resources may be
limited, institutions like the Faculty of Education encounter particular difficulties in the ODL environment, especially
for adult learners. This article investigates the path toward digital transformation in the Bachelor of Education Honours
degree program, proposing a concise yet robust framework for modernizing digital infrastructure.

To address this gap, this study explores the role of personalized learning strategies, facilitated by SMART board
technology, in enhancing Understanding, Engagement, and Self-Regulated Learning among pre-service drama students
at the Open University of Sri Lanka (OUSL). Additionally, it investigates how creating personalized learning journeys
can empower student-teachers to co-create learning plans, promoting ownership and active involvement in their
progress. If successful, personalized learning can effectively support lower-attaining students while providing stretch
opportunities for higher achievers, thereby enriching teaching practices by fostering adaptable strategies aligned with
individual goals (Wang et al, 2014). This research contributes to a growing body of literature on technology use in
ODL settings, specifically within Drama and Theatre education, by offering insights into how these tools can support
meaningful, interactive learning and skill development aligned with real-world applications.

LITERATURE REVIEW
Personalized Learning and Interactive Technology in Education

Personalized learning tailors instructional approaches to meet the unique needs, preferences, and strengths of
individual learners, fostering a sense of belonging and ownership within the learning environment (Hopkins, 2010).
Numerous studies highlight the advantages of this approach in promoting student motivation and achievement by
aligning educational content with personal goals and interests (Fredricks, Blumenfeld, & Paris, 2004). In recent
years, personalized learning has become increasingly feasible through digital platforms that support individualized
pacing, real-time feedback, and learner autonomy (Wang et al., 2014). With advancements in technology, educational
environments now offer diverse pathways for learners, supporting an inclusive model that values both excellence and
equity (Hopkins, 2010).

Interactive technologies, including SMART boards, play a crucial role in this shift toward personalized learning,
transforming classrooms into active, student-centered spaces. Studies on interactive boards underscore their impact
on engagement, as they allow students to manipulate and interact with content visually and collaboratively, fostering
a deeper cognitive connection to the material (Beauchamp & Kennewell, 2010). SMART boards, specifically, facilitate
participatory learning environments where students engage in real-time discussions, receive immediate feedback,
and collaborate on shared tasks, enhancing both engagement and comprehension (Klopov et al,, 2023). By adapting
instructional content to each student’s pace and interests, SMART boards support an immersive learning experience
that is particularly effective in creative fields, where dynamic, hands-on engagement is vital.

Interactive Technology in Creative and Performing Arts Education

Therole ofdigital toolsin creative and performingarts education, whileless explored than in traditional academic subjects,
has shown promising outcomes. Drama and Theatre education, in particular, benefit from interactive technologies that
enhance collaborative and experiential learning, aligning well with the creative nature of these disciplines. Research
suggests that tools such as SMART boards and other interactive devices foster skill development in creative arts by
enabling students to visualize and experiment with concepts that are typically abstract (Olugbade, Dare, & Tolorunleke,
2023; Gunawardena & Mclsaac, 2004). For example, SMART boards allow drama students to simulate stage settings,
map out scenes, or animate character interactions, thereby bridging theory and practice in tangible ways.

In Drama and Theatre education, Vygotsky’s socio-cultural theory emphasizes the importance of social interaction and
shared experiences in cognitive development (Garaigordobil, 2006). The collaborative and interactive nature of digital
tools aligns with this framework, as these tools enable students to participate in group problem-solving, exploration,
and co-creation. Vygotsky’s theory supports the use of digital tools as mediators in the learning process, helping learners
construct meaning through social interactions. SMART boards, for example, can support collaborative drama projects
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by enabling students to work together on character analysis, scene visualization, and thematic exploration, thereby
deepening their understanding through active participation.

Studies specific to the performing arts also indicate that digital tools can stimulate creativity and enhance engagement
by supporting activities that involve critical thinking and problem-solving. For instance, in creative fields where self-
expression and experimentation are key, interactive technologies provide a platform for students to visualize concepts,
create digital storyboards, or design sets in real-time (Plooy, Casteleijn & Franzsen, 2024). Such tools allow students to
apply theoretical knowledge to practical tasks, thus bridging the gap between abstract ideas and concrete applications.
Furthermore, SMART boards in performing arts have been found to foster an environment where students feel
empowered to take risks and explore innovative ideas, enhancing their engagement and agency (Fitzgerald & Evans,
2024).

Enhancing Understanding through Interactive Technology

Interactive Technology learning environments significantly improve learners’ comprehension by presenting information
in dynamic, interactive, and visually appealing ways. Tools like SMART Boards and interactive digital applications make
learning more engaging and effective by enabling learners to visualize complex concepts and connect them to real-
world scenarios. Researchers like Mayer (2009) Clark and Lyons (2010) stated that interactive tools allow students to
simulate real-world applications, such as creating stage settings, visualizing character relationships, or mapping out
narratives. These activities deepen understanding by providing tangible representations of abstract concepts. Hattie
and Timperley (2007) identified that multimedia environments offer immediate feedback, helping learners identify
errors and reinforce learning through repetition. Moreover, Alisauskiene et al., (2020) and Bond and Bedenlier (2019)
mentioned that multimedia tools enable tailored instruction, adapting content to learners’ needs, paces, and interests.
This ensures that students grasp concepts thoroughly before moving forward. For example, in Drama and Theatre
education, SMART Boards allow students to create interactive storyboards, analyze character motivations, and visualize
stage designs, which enhances their comprehension of drama theory and its practical applications (Beauchamp &
Kennewell, 2010). Research also highlights that multimedia learning improves cognitive load management by combining
text, visuals, and interactivity, facilitating better retention and understanding (Mayer, 2021). Studies show that tools like
video-based simulations and 3D modeling allow students to explore complex concepts interactively, fostering a deeper
grasp of subject matter. For instance, in science education, multimedia tools have been found to improve understanding
of abstract ideas like cellular processes and chemical reactions (Lee & Tsai, 2013). Similarly, in creative disciplines,
multimedia simulations and visual mapping engage learners more effectively by allowing them to experiment with and
internalize abstract ideas (Fitzgerald & Evans, 2024).

Fostering Engagement through Interactivity and Collaboration

One of the primary challenges in education is maintaining student engagement. Multimedia learning environments
address this challenge by making learning interactive, collaborative, and personally meaningful. Tools like SMART
Boards facilitate group activities where students collaborate on tasks such as designing set plans or creating
digital storyboards. This promotes teamwork, communication, and active participation (Bond & Bedenlier,
2019). Multimedia tools connect theoretical concepts to practical tasks, making learning more meaningful. For
instance, Drama students can design stage layouts and experiment with visual storytelling in real time. Multimedia
environments allow students to make choices regarding their learning paths, fostering intrinsic motivation
and ownership of learning. Research highlights that interactive technologies increase student enthusiasm and
participation, particularly for adult learners who require dynamic approaches to sustain engagement (Katz & Assor,
2007). In creative disciplines, this approach encourages experimentation, risk-taking, and innovative thinking.

Promoting Self-Regulated Learning

Self-regulated learning empowers students to manage their own educational progress by setting goals, monitoring
outcomes, and reflecting on their learning processes. Instructional applications of digital technology have proven
particularly effective in promoting Self-Regulated Learning (Barak, 2010; Delfino et al., 2008; Denton et al. 2008; and
Geddes, 2009).

According to Wang, “the main advantage of e- Learning is that it overcomes the limits of time and space and provides
learners opportunities to perform self-directed learning” (Wang et al., 2005, p.17). This is fortunate since, as a result
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of increased autonomy, “online learners must take greater responsibility for the management and control of their own
academic progress”. (Artino, 2007). Self-regulated learning is associated with a range of individual student differences,
including level of self-efficacy, motivation and emotional control (Efklides, 2011).

Such student characteristics may be more easily accommodated in digital, as opposed to traditional, learning
environments. The student who is self-regulated continuously monitors and evaluates his/her understanding of the
task, the appropriateness of his/her personal learning goals, the effectiveness of his/her plan and the success of the
strategies implemented.

Research Context and Background Information

The Bachelor of Education Honours in Drama and Theatre Degree Programme at the Open University of Sri Lanka (OUSL)
offers a unique educational pathway for aspiring drama teachers. Since its inception in 2012, the program, developed
in collaboration with the Drama and Theatre School of the Tower Hall Theatre Foundation (THTF), has integrated both
theoretical and practical components in drama and theatre education. The program spans four years, with students
dedicating the first two years (levels 3 and 4) to studying drama theory and practical applications at the THTF. In their
third and fourth years (levels 5 and 6), students join the Department of Secondary and Tertiary Education to undertake
educational courses, thereby equipping them with essential competencies for teaching.

The main aim of this degree programme is to develop the range of competencies needed for graduates to serve as effective
Drama and Theatre teachers. During this two years they received face to face interactive sessions (traditionally called
“day-schools”) within the university, professional workshops, practical teaching sessions, presentations, guest lectures,
and field visits. These methodologies aim to provide a comprehensive, immersive learning experience, ensuring that
graduates are well-prepared to lead drama education in various settings. While traditional methods such as printed study
materials are still utilized, the program has gradually integrated digital components through the Learning Management
System (LMS) to accommodate evolving educational needs, including supplementary resources that provide real-time
updates and content distribution. No Zoom sessions at all after the COVID 19 Pandemic for this programme.

As part of the programme student-teachers undertake a six month teaching practice in a government school, teaching
the Drama & Theatre subject at any secondary-level grade. During these six months they complete a minimum of 120
planned teaching sessions. Evaluation of five of the lessons is conducted by a Master Teacher or a university academic.
After successful completion of all requirements of their Stage I Teaching Practice, the student-teachers are eligible to
undertake the Stage Il component. This is the evaluation stage for the final examination. Traditionally, Teaching Practice
Stage Il involves the evaluation of two lessons and is conducted by a visiting university lecturer in the selected school.

As a part of the assessment there are three different assignments incorporate in the programme. The amount of
assignments depends on the course credit. The assignments called, Take Home Assignment (THA), Continuous
Assignment Test (CAT), and Activity Based Assignment Day-school (ABAD). However, despite these efforts, challenges
remain, particularly concerning engagement in the ODL setting. A significant challenge identified in this context is
sustaining student engagement and motivation, especially among adult learners who may require more personalized
support and flexibility to remain motivated. The integration of SMART boards as part of this study seeks to address this
challenge, allowing for a more interactive and adaptable learning environment that aligns with the diverse needs of
adult learners in ODL.

METHODOLOGY
Research Questions

This study is framed around the primary research question: How can the use of SMART boards enhance student
engagementinteaching dramaand theatre through personalized, interactive learning methods? Additionally, a secondary
question guides the exploration of personalized learning outcomes: How can SMART boards support a personalized
learning approach that fosters creativity and autonomy in drama education?

Sample and Data Collection

The sample consists of 34 Level 5 pre-service student-teachers enrolled in the Bachelor of Education Honours in
Drama and Theatre Degree Programme for the 2023 /24 academic year. This research paper was based on the course
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STU5817—Educational Technology for Teaching Drama and Theatre, an 8-credit course that includes both theory and
practical components, with an estimated total workload of 400 hours. This course particularly related to the Teaching
practice to prepare them an effective teaching strategies and evaluation strategies in the drama classroom.

Data was collected through feedback forms and observations. Feedback forms focused on identified students’
experiences and challenges during the ABAD process and how SMART board’s impact on their learning, and the extent
to which personalized learning needs were met. Observations captured the students’ interactions with the SMART board
during instructional activities, noting how the tool facilitated collaboration, engagement, and personalized learning
experiences.

Procedure

Building on the researcher’s experience with creative teaching methods, this study aimed to enhance student
engagement through an activity-based learning environment. A five-hour ABAD session was implemented in a computer
lab equipped with SMART board technology to create an interactive and immersive experience. In the first 30 minutes
the introduction and the structure of this activity explained. Afterwards, a personalized learning approach was adopted
as an academic support strategy, allowing each student to progress according to their unique learning needs, interests,
and aspirations.

Application of the personalised learning approach, following characteristics are guided. According to the interests of the
student-teachers, they selected their own lesson and the content, teaching style and goals of the lesson plans were geared
toward the individual needs of each learner. As this is a highly collaborative approach, the session began by organizing
students into small groups of 4-5, as students with similar learning styles or interests often work together in groups;
which helps them to build great social, leadership and communication skills. Each group was tasked with selecting a
drama topic and designing a 40-minute lesson plan and activity suitable for a secondary school classroom and students
have a choice of how to learn and what to learn. The pace of instruction was adjusted according to individual student
or group. The SMART board used as personalised learning technology to accomplish the objectives of personalised
learning.

Student-teachers crafted and presented their lessons, with a focus on enhancing creativity and engagement. This setup
allowed students to explore digital tools and actively participate in a dynamic, hands-on learning process. The researcher
collaborated with a probationary lecturer to facilitate the session and ensure tailored guidance for each participant.

Analysis

A qualitative content analysis was employed to examine the data. This method combines describable procedures with
elements that rely on the researcher’s insight or intuitive actions, which can be challenging to articulate (Elo & Kyngas,
2008). To ensure validity, the researcher followed three phases: first, gathering relevant data to understand observed
behaviors; second, developing a matrix to review data for content and alignment with identified categories (Polit &
Beck, 2012); and third, describing the results based on the content of categories related to the phenomenon, using a
structured approach.

RESULTS

The main themes identified in the content analysis include engagement, collaboration, motivation, student autonomy;,
and creativity. Observations in the classroom showed that integrating SMART board technology significantly boosted
student engagement and collaboration, consistent with research on interactive technologies in education. Many students
reported feeling more motivated and connected to the coursework, as reflected in comments such as, “I'm excited to use
design in group projects” and “I feel like 'm doing something real.” Such comments and interactions indicate that SMART
boards, by making content visually engaging and interactive, encourage students to focus on quality-driven learning
rather than merely completing tasks. This shift promotes peer feedback and collaborative improvement (Alexander et
al., 2019).

SMART Boards have been shown to enhance student agency and autonomy, particularly in creative, self-directed fields
like drama. Many students initially felt uncertain and hesitant to admit their limited familiarity with this technology.
However, by adopting a personalized approach and fostering a supportive environment that did not assume prior
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expertise, student-teachers effectively helped bridge this gap. Engaging students in hands-on, group-based activities
allowed them to connect theoretical concepts with practical applications, resulting in a more immersive and authentic
learning experience. Research by Alisauskiene et al. (2020) supports this approach, noting that when students have
control over their learning through technology, they are more likely to engage meaningfully and invest in their education.
Additional studies emphasize the importance of instructional support that caters to diverse learning preferences by
offering both visual and kinaesthetic interactions, which accommodate individual strengths and needs. Katz and Assor
(2007) suggest that fostering students’ intrinsic motivation requires presenting learning activities in ways that satisfy
their needs. Teachers can support autonomy by offering students choices, allowing them to select activities, courses of
action, or contexts that resonate with their preferences. This autonomy-supportive environment, as Patall (2013) and
Patall et al. (2013) have shown, enhances students’ sense of agency and satisfaction by presenting learning activities in
autonomy-supportive ways.

Furthermore, by fostering collaboration and enabling real-time feedback, SMART boards create participatory learning
spaces where students actively construct knowledge instead of passively receiving it (Tsayang, Batane & Majuta, 2020).
Thus, SMART board activities represent a promising approach to enhancing engagement and creativity in Drama
and Theatre education, especially within Open Distance Learning (ODL) contexts, where students often face unique
challenges in maintaining motivation and connection to the learning process.

The group structure of the activity ensured that each student had an active voice, fostering a collaborative and creative
environment. As research and problem definition evolved, students gravitated toward specific challenges, forming
groups based on personal interests rather than skill levels. This structure encouraged greater personal investment,
boosting both accountability and teamwork (Gqwabaza & Maqoqa, 2024). It was apparent that the student-teachers
were putting effort into creating engaging activities. For example, Group A designed a lesson on character profiles using
traditional folk drama characters on the SMART Board. Students could drag and analyze elements to explore character
traits, motivations, relationships, and backgrounds. This approach allowed students to select characters that resonated
with their interests and reading levels. Group B used the SMART Board to create a storyboard and visual scene map
by dragging and dropping elements to plot scenes, character entrances, and stage directions. Group C developed a set
design for a scene, allowing students to visually represent their ideas and conduct historical research, blending art with
drama analysis. However, some groups’ activities lacked interactivity and did not meet the same standard.

SMART board technology introduced a new level of interactivity, which particularly benefited students with limited
digital literacy. The hands-on, visual nature of SMART boards motivated these students to engage actively, with feedback
indicating increased confidence and enthusiasm for using technology. For many students, SMART boards offered an
accessible entry into digital engagement, enabling them to participate in meaningful technology-enhanced activities.

This personalized learning approach allowed each group to approach lessons from unique perspectives aligned with
their creative strengths, enhancing engagement and critical thinking skills (Adams & Mullen, 2022). Using SMART
boards to design and present lessons tailored to diverse learning needs provided students with practical experience
in adapting content for varied learners. This experience equipped pre-service teachers with essential skills in using
technology to support personalized learning, ultimately preparing them to engage students meaningfully in their future
classrooms (Garcia & Soto, 2020).

All student-teachers requested that the school adopt this hands-on learning approach, rather than relying solely on face-
to-face sessions with PowerPoint slides led by academic staff. They expressed that such practical experiences motivated
them to use digital tools confidently and become more proficient. Out of 34 students, 8 reported lacking access to digital
devices, such as desktops or laptops.

Some challenges in digital management also emerged. During registration, each student received an official email
address, but five out of 35 student-teachers struggled to access their accounts due to forgotten passwords, as they had
not logged in since registration. With help from their peers and the lecturer, they were able to reset their accounts. A
random email inbox check, conducted with participants’ consent, revealed that most emails were promotional, mainly
from services like Uber Eats, with little academic content. Many inboxes had over a thousand unread emails, primarily
delivery promotions or commercial messages, underscoring the need for improved digital management skills and
effective academic email use (Brown & Reed, 2021).
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DISCUSSION

The findings indicate that personalized learning via SMART Board technology significantly enhances student agency and
creativity, particularly when students have opportunities to shape their educational experiences (Schwartz et al., 2022).
The SMART Board fosters this agency by enabling students to engage with course content interactively, encouraging
creative thinking and problem-solving. Through structured and collaborative activities, students explored multiple
perspectives, took ownership of their learning, and bridged connections between classroom activities and real-world
applications. This sense of autonomy and purpose is critical in promoting long-term engagement and cultivating critical
thinking skills.

For students with limited technological experience,the SMART Board provided a valuable entry point, translating complex
drama concepts into accessible and engaging formats (Bond & Bedenlier, 2019). By incorporating interactive elements
such as drag-and-drop character analysis, digital storyboarding, and visual set design, the SMART Board transformed
abstract ideas into tangible learning experiences. This approach facilitated student engagement with traditional drama
content, enhancing their understanding of key components like character motivation, narrative structure, and staging—
all essential elements in drama education.

The study also emphasizes the value of curriculum adaptation that leverages both creative and technological tools to
develop essential skills such as problem-solving, collaboration, and adaptability. These skills are increasingly critical
in preparing students for practical, real-world applications (Kang & Patel, 2023). Although the primary objective was
to engage students through Drama and Theatre, integrating Design Thinking and SMART Board technology broadened
the educational impact. This alignment with educational goals to prepare students for complex real-world challenges
highlights the broader relevance of the approach.

Through these personalized and interactive SMART Board activities, drama lessons became more dynamic, fostering
student ownership over their learning. The SMART Board supported various creative and cognitive skill levels, allowing
each student to engage meaningfully. Its interactive features encouraged students to approach content from a creative,
problem-solving standpoint, making learning experiences immersive and personally relevant. For students with
minimal digital experience, the SMART Board made technology approachable by presenting complex ideas through
visually engaging, hands-on formats (Patall, 2013).

However, these promising results also reveal challenges, particularly concerning limited access to digital resources.
With only 26 out of 34 student-teachers having access to a desktop or laptop, there is a clear gap that could impact the
broader adoption of technology-driven education. In resource-constrained environments, educators may need to adopt
additional strategies to promote equitable access, such as using mobile-friendly digital tools or shared device initiatives.
Additionally, issues with digital management emerged, as some students had not accessed their email accounts since
registration, and many were unfamiliar with using email effectively for academic purposes. This underscores the need
for foundational digital literacy alongside content-based technology training (Brown & Reed, 2021).

Future research could investigate SMART Board applications across other ODL disciplines, especially those where
interactive, visual tools could enhance learning for diverse and geographically dispersed students. Expanding on these
findings could deepen our understanding of how SMART Board technology and personalized learning approaches
address varied educational needs, ultimately contributing to more inclusive and effective technology-driven teaching
models in diverse learning environments.

CONCLUSION

The study shows that integrating SMART Board technology within drama education significantly enhances student
engagement, creativity, and agency, particularly for pre-service teachers. By fostering an interactive and hands-on
learning environment, the SMART Board empowers students to explore and connect with drama content in a dynamic,
meaningful way. This approach supports students’ autonomy and critical thinking, bridging classroom learning with
real-world applications and preparing them for practical problem-solving and collaborative skills essential for future
teaching roles.

For pre-service teachers with limited digital experience, SMART Boards offer a valuable entry point, making complex
concepts in drama, such as character analysis, storyboarding, and set design, more accessible. This hands-on engagement
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not only strengthens their understanding of content but also equips them with essential technological skills they can
apply in their future classrooms. However, the study highlights challenges, including limited access to digital devices
and a need for foundational digital literacy skills, both of which are essential for successful, broader implementation.
Addressing these gaps through strategies like shared resources, mobile-friendly tools, and digital literacy support will
be critical.

In drama education, particularly for pre-service teachers, this study suggests that interactive, technology-enhanced
approaches can enrich learning experiences, support personalized engagement, and better prepare students for real-
world teaching environments. Expanding the application of SMART Boards across educational contexts could further
demonstrate their value in developing inclusive, adaptable, and effective teaching models that meet the diverse needs
of future educators.
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