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Abstract

Even before the Covid-19 pandemic, Nearpod has been one of the top-choice apps used to
supplement learning among educators and districts in the United States; thus, this descriptive
research study explores the different features of Nearpod as a revolutionary platform for online and
face-to-face learning and investigates what Filipino college students feel about using this app. In
regard to this, we surveyed 224 college students who had at least 4 months of Nearpod experience
through Google Forms with poll and open-ended inquiries. We employed the mixed method and
conducted a thematic analysis of the qualitative data with the aid of the MAXQDA 2022 software.
We found out that students chose social motivation, creative expression, and personalization as key
reasons that there was high student engagement when Nearpod was used in the classroom. Results
showed further that 96% of the students said “they sometimes or often interact with other students
in a way that helps them learn”; 99.5% felt that “their teacher knows how they are doing with the
material some or most of the time”; 95% said that “someone will see the work they do”; 96% felt
that “they can express themselves sometimes or often creatively”; 99% felt that “the quality of work
they make is good or higher”; and 0.4% (1 person) indicated that” they are not interested in the
topics presented on Nearpod”. Hence, this research validates that the use of Nearpod for both
educators and learners has paved the way to transformative education because motivated students
engage themselves in a variety of interactive lessons and activities, and according to Anwar (2019)
and Javed and Odhabi (2018), learner’s motivation, student engagement, and academic achievement
are positively correlated.
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Introduction

The proliferation of online tools and resources in meeting the needs of college students due
to the recent popularity of distance learning or online education paradigm. It opened the path for
educators working in a university to become creative in their instructional pedagogies wherein
student engagement is maximized to produce more satisfying teaching and learning outcomes.



Nearpod, which is a web-based interactive tool and environment that works on both
personal computers and smartphones, has made teaching easier for teachers through interactive
lessons and activities for instructions conducted whether online or face-to-face and whether
synchronously or asynchronously. With mitigated data-privacy risks for all users, Nearpod offers a
range of opportunities for more efficient and effective academic experiences that have become
indispensable for learners, educators, and learning environments. The use of Nearpod, coupled with
the appropriate teaching strategies would be effective when projected into an educational model that
looks at motivation, usability, engagement, and technological acceptability in the teaching and
learning realms of both teachers and students. (Quezada, Rivera, Delgadillo, and Cajo, 2021). Hence,
the use of this online platform for both educators and learners has paved the way to transformative
education because motivated students engage themselves in a variety of interactive lessons and
activities, and according to Anwar (2019) and Javed and Odhabi (2018), student motivation and
engagement have a positive correlation with academic achievement.

A recent study shows that there are positive perceptions towards Nearpod use among
students in the university when it comes to distance education in other countries (Musa & Al
Momani, 2022). In connection to this, the researchers aim to investigate what the majority of college
students who used Nearpod in their classes feel about Nearpod and what percentage of the
respondents believe it is the case. The researchers also intend to explore the perceptions of students
about their experience with Nearpod and which features or elements of Nearpod they consider
favorite.

Statement of The Problem

This study aims to investigate the perception of and experiences of college students who
used Nearpod as an online learning tool.

1. How do college students who used Nearpod in their classes feel about Nearpod in terms
of:

a. social motivation,
b. creativity, and
c. personalization?

2. How do students describe their experience with Nearpod?
3. What are the students’ favorite things about working with Nearpod?

Significance of the Study

● Teachers and students

To provide awareness that Nearpod is a great tool for every student to be engaged in
classroom activities, collaborate with peers and the instructor, and also learn in fun, interactive,
and creative ways.

● School

For the school board to consider in their administrative decisions and initiatives to further
their higher education programs which may entail mobilizing teachers to use Nearpod for more



meaningful classroom learning experiences whether in a face-to-face, online, or blended
classroom environment.

● Future researchers

To serve as theoretical framework reference in conducting future related studies

● Nearpod company

Feedback from the perspectives of college students in the Philippine context so the company
will know the most-loved features of Nearpod and what students feel about them. This way,
Nearpod will have a basis should they work on improving the current features and adding more
for more revolutionized classroom experiences.

Scope and Delimitations

Our respondents were taken from groups of college students who had used Nearpod in their
classes through face-to-face, online, or blended instruction at a respected university in Valenzuela
City, Philippines as of Dec 23, 2022.

Moreover, this study:

● focused on the 3 out of 5 variables that make educational technology good as described
by Havens (2014);

● described the perceptions of students about their experience with Nearpod when it was
being used both as a learning tool and as a learning environment by their teachers and
when they used it to present a class project or presentation;

● did not discriminate the perceptions of students according to the type of learning
environment (i.e., physical, virtual, or blended) for which they used Nearpod; and

● did not investigate issues concerning user data privacy, but the researchers are aware
about the Nearpod and the California Consumer Privacy Act that discusses the rights of
the users and explains the disclosure statement on personal information collected which
can be viewed and read on the Nearpod’s website.

Learnings from Distance Learning

Fidalgo et al. (2020) found that the students’ primary concerns regarding taking distance
education courses were time management, motivation, and English language skills as they were
non-English natives. A study on distance learning approaches (Armstrong-Mensah et al., 2020)
revealed that students were still motivated to learn and to complete their assessments and
assignments on time.

Simorangkir (2018) stated that online learning triggers students to be more active in seeking
and understanding the concept of each material being studied. The abrupt and numerous changes
necessitated modification in the curriculum development process particularly in the implementation
phase, teaching pedagogy, learning experiences, and evaluation which affected the lives of the
students who were coaxed to adapt to the new normal Salazar, De Leon and Legaspi (2021).



Teachers have become habitual to traditional methods of teaching in the form of
face-to-face lectures, and therefore, they hesitate in accepting any change. Amidst the crisis, adapting
to the dynamic situation and accepting the change is an alternative. The students who do not have
access to all online technology were less affluent and belong to less tech-savvy families with financial
resources restrictions and may lose out when classes occur online. They may lose out because of the
heavy costs associated with digital devices and internet data plans. This digital divide may widen the
gaps of inequality (Dhawan, 2020).

Wong (2020) showed that the basic learning needs of autonomy and competence were met
through online learning but not the need of relatedness. Autonomy was found to have a direct
relationship with competence but not relatedness nor was there any relationship between motivation
and other learning needs. It was so found that positive and adequate negative arousal could serve as
a catalyst to facilitate effective online learning. Online learning was found to be advantageous as it
provided flexibility and convenience for the learners. Students preferred well-structured content with
recorded videos uploaded in university websites. They also indicated the need for interactive sessions
with quizzes and assignments at the end of each class to optimize the learning experience
(Muthuprasad, Aiswarya, Aditya and Jha, 2021).

Scanlon (2021) identified personalization as one of rising present-day trends in research
concerning educational technology. Personalized learning modalities cater to the diverse skills and
demands of students, and current studies (Jorno et al, 2022; Daruwala et al., 2020; Prihar et al., 2022)
suggest that there is a need to re-evaluate the ideal of personalization and to innovate and refine
technology-enabled personalization systems for maximum efficiency in delivering instruction to
students with different learning profiles.

Influence of Blended Learning on 21st Century Skills and Motivation of Students

Hidiyanto, Fallasofah, Armiwati, Abrar and Thabran (2021) mentioned the different level of
21st century skills practices between conventional and blended learning class. The ability for
implementation to provide more opportunity to practice skills. Students are able to explore ideas,
discuss, learn strategies, ask questions and give feedback, using ICT to communicate, and solve
problems. Also, the practice of soft and hard skills has become more frequent and has great impact
on the expected abilities, including academic achievement.

Dakhi, Jama, Irfan, Ambiryar and Ishak (2020) stated that Model Blended Learning (MBL) is
one of the new ways to improve the learning process of teaching. The learning that is present at all
times is the potential, opportunity, and challenge in learning. According to Hashemi (2020) blended
learning can substantially enhance the student experience if it is implemented "appropriately".

Rahim (2019) concluded that the blended learning approach is an integration of online
education with traditional methods which can be applied effectively for EFL education
enhancements. It provides a flexible learning platform, endorses EFL learners’ motivation toward
authentic language learning practices, and leads to better academic achievement. There was an
influence of students learning with a blended learning and project- based learning. Students who



advance their academic skills through blended learning and project- based learning can improve
student’s HOTS rather than blended learning only (Eliyasni, 2019).

Rafiola (2020) mentioned that there are indicators that show an emerging need to integrate
technology into face-to-face language classes. The new generation is equipped with a digital
background; thus, the mixed learning approach can be very useful because it will improve the quality
of learning and increase student access to information. Blended learning has a positive and
significant effect on students’ achievement among public high schools.

The idea of utilizing interactive educational technological tools has increasingly become
helpful in the teaching-learning process. In their study, Adlet et al (2022) disclosed that students
who were exposed to a significant amount of classroom activities asserted that interactive
technological learning modalities have helped them improve their skills and abilities in the areas of
academics, and technological literacy, as well as in their intrapersonal and interpersonal affairs.

Ghani and Taylor (2021) utilized the Community of Inquiry framework that allowed them to
consider student insights in order to understand how educators, who implement the blended
learning paradigm, promote student engagement. Focus was placed on sharpening the students’
higher-order cognitive abilities as a way of boosting an active learning classroom experience.

In their article, Serrano et al. (2019) argued that there is a need to raise higher education
professionals' knowledge of how blended courses can replace traditional face-to-face instruction in
order to improve student learning. The researchers found that if used properly, combining important
learning environment components including face-to-face, online, and student-paced learning
methods leads to better student results and experiences as well as more effective teaching and course
administration techniques. It follows that to achieve a successful outcome, a blended learning design
that is suitable, methodical, and dynamic is essential. This starts with the planning of how to
incorporate mixed aspects into a course, as well as the creation and implementation of blended
activities. For the subsequent delivery of the course, it is crucial to assess their efficacy, identify the
situations in which they perform best, and improve the blended activities created from the
viewpoints of both students and instructors.

Using interactive games to maximize student engagement and motivation in the classroom
has been an area of concern among researchers. Although philosophically intriguing, actual research
on the use of gamification in learning environments has produced contradictory findings. Using the
bibliometric analysis tool "HistCite," Luo (2021) chose 44 papers on the subject of educational
gamification in order to better grasp the problem. The efficacy of educational gamification
implementations in earlier empirical studies, how effectiveness has been quantified, and what factors
contribute to varying effectiveness results were three topics that the author looked into.

One of the issues that can arise in online learning environments is a lack of learner
motivation. Gamification might be suggested as a potential remedy for the lack of motivation in
educational settings online. Ertan and Arkün Kocadere (2022) presented a comprehensive overview
of gamification research that concentrates on motivation in distance learning and to offer helpful
advice for creating gamification. This review gave a broad overview of how gamification affects
motivation and makes recommendations for potential future applications, such as employing badges
or scores to demonstrate competence, combining collaborative and competitive elements, creating



various types of scoreboards, giving students prompt, automated feedback, assigning students
challenges that are appropriate for their skill levels, creating interactive gamification systems that
cater to various educational needs of learners, and eradicating technology-related issues.

Saleem and his team (2022) indicated that gamification is becoming more widely recognized
as a valuable tool for creating more engaging learning environments. It was discovered that points,
leaderboards, badges, and levels are the most often employed gamification components in e-learning
and have a significant impact on students.

The unique impact of gamification using points as opposed to polls utilizing two alternative
Kahoot modes was investigated. According to the findings of the study, point-based quiz mode
gamification increases reported levels of student involvement in comparison to regular lectures, but
there is no difference between this type of gamification and poll-based gamification. Nevertheless,
when compared to the poll-based gamification condition, point-based gamification that promotes
quick responses led to lower learning achievement overall; this effect was even more pronounced
when measured one week after the application of the gamification strategy (Koppitsch & Meyer,
2021).

Nearpod and Its Unforeseen Benefits

According to Xian (2021), synchronous engagement in secondary biology classrooms brings
a better classroom experience for teachers and students. Online interactive models increased their
sense of classroom participation compared to previous online education that faced cold electronic
devices and virtual teacher influence. Some students prefer asynchronous participation in the
classroom because they can control the pace of their learning and have the freedom to schedule their
study time. The timely interaction of synchronous participation can provide more opportunities for
students to communicate and collaborate. This is one of the advantages of using Nearpod
applications for online teaching and learning. Nearpod serves as a medium to provide continuous
feedback to teachers and students, a good way to collect evidence of students' cognitive and
non-cognitive achievements in online instruction, thus avoiding this situation and better-helping
students interact with each other in the classroom, creating a virtuous cycle of teacher, student, and
assessment. The Nearpod app made the class-competitive and fun.

Chiluisa and Janeth (2022) the application and training of technological tools for teachers
and students during virtual classes is an important factor in helping the learning of a second
language such as English. Students can interact in a dynamic way with their teacher, which also
benefits them during the development of their English skills such as speaking, reading, writing and
listening in an easier and faster way. Likewise, technological tools can act as a support for teachers by
attracting the students' attention and motivating them to learn.

Qandeel (2022) the study discovered what the characteristics of the given feedback are and
which level of feedback is more dominant in the online classes. The discovered characteristics or
features of online feedback were summarized as being immediate, frequent and able to increase the
students’ awareness of each other’s mistakes, able to give the students the opportunity to think
critically, balanced, and able to foster equity and establish a sense of community



Putra, Arafik and Pratiwi (2021) the use of Nearpod in learning can improve student
engagement in online learning. The use of interactive electronic applications in teaching has become
part of the teachers’ tasks, and one of these electronic applications is the Nearpod application which
may contribute positively to the achievement and effective interactive learning for students,
especially in the current era in which the world has shifted towards distance learning due to the
Corona pandemic Covid-19, to ensure a healthy and safe educational environment for everyone
(Abu Musa and Al Momani ,2022). Asadı et al. (2019) revealed that students who receive education
in an interactive education environment perform better and communicate better than those who
receive education in a traditional classroom environment. This is supported by Hakami’s (2019)
findings where he argued that the role lecturers play should shift from mere transmission of
knowledge to facilitating learning while placing value on deciding which educational tools and
platforms are appropriate in a certain academic context. Moreover, Nearpod complies with the
California Consumer Privacy Act which is in support of what Schlosser et al (2022) underscored in
their review when choosing the appropriate online educational technological tools for classroom use:
that the frame of safety, which includes mitigated privacy risks for all end-users, be given sufficient
attention.

In this direction, in this study, it is aimed to evaluate the use of interactive educational
technologies as a factor in the development of university students’ characteristics with student views.
As a result, it has been revealed that university students tend to use interactive educational
technologies. Students stated the positive effects of interactive educational technologies on
improving student characteristics and in terms of learning skills, technology skills, cognitive skills,
self-skills and social skills. In addition, university students stated unwillingness to learn, technology
addiction and cognitive difficulties as the negative effects of interactive educational technologies on
student characteristics.

Methodology

Research Design

In order to describe how college students feel about their experiences with Nearpod, the
researchers used the mixed method following the descriptive research design. Quantitative method
was employed to gather student responses to poll or survey questions, and these data were eventually
measured in the form of percentages. On another hand, answers to open-ended inquiries that were
appended to the survey were analyzed as qualitative data which entailed reading all the responses to
look for similarities and differences, and in turn come up with themes and classify them into
categories. 

Respondents of the Study

The research team used purposive, voluntary sampling and started off with identifying the
classes that had experience with Nearpod. The respondents of this study are the college students of
a selected university in Valenzuela City, whose teachers had been incorporating Nearpod in their
classes for at least four months, whether their learning environment was online, face-to-face, or
blended, during the first semester of school year 2022-2023. They voluntarily completed a survey on
Google Forms.



Out of the 224 students, 124 of them (55.4% of the respondents) were enrolled in Course 1,
78 (34.8%) in Course 2, 52 (23.2%) in Course 3, and 48 (21.4%) in Course 4. It must be noted that
there were students who took two or more of these courses at the same time and they used Nearpod
in their classes. Furthermore, the proponents did not discriminate the participants based on their
year level, gender, and type of learning environment.

Research Instrument

The researchers used a Google Form survey based on the Student Survey Instrument
(Kovalskys, 2015) which is available on the Nearpod website.
https://news.nearpod.com/pdf/student-perspectives-on-nearpod.pdf This questionnaire consists of
12 survey questions and 6 interview questions—of which 5 of these are open-ended.

Data Gathering Procedure

Voluntary responses were gathered from the targeted college students who had at least one
teacher who integrated Nearpod to facilitate his/her classroom activities. The following outlines the
steps taken by the research team to collect the data: Classes whose instructors were using Nearpod
in their instructions were identified. The groups identified were 5 Course 1 classes, 2 Course 2
classes, 2 Course 3 classes, and 4 Course 4 classes. The total number of students was about 350. A
link to the Google Form survey was sent to the official chat groups of the identified classes. The
respondents had to sign into Google with their school account to access the survey. A disclaimer
was stated notifying every participant that completing the survey is voluntary and that responses will
be kept with anonymity and confidentiality. Each respondent was asked to answer a questionnaire
with 12 survey or poll and 6 interview questions. Five of these inquiries are open-ended and
unstructured. The survey was administered from December 20-27, 2022, and it allowed only one
response from each email address. Two hundred twenty-four students participated in the survey.

Statistical Treatment of Data

● The first phase of the survey consisted of 12 poll questions where the participants answered
those queries by selecting from the options provided.

o The first poll question was aimed at measuring the percentage of the respondents
taking the specified college course. The formula used was n÷N×100, where n is the
number of votes and N is the total number of respondents. Note: Because there
were students who were enrolled in 2 or more courses at that time, the sum of the
percentages is greater than 100%. This issue, however, does not considerably affect
the purpose of the study.

o Poll questions 2 to 11 were the select-only-one type. Frequencies were translated into
percentages using the formula n÷N×100, where n is the number of votes and N is
the total number of respondents.

o Poll question 12 was the choose-any-that-apply type and was treated just like
question 1.

● The second phase of the survey was composed of at most 6 questions where the
respondents had an option whether to answer or skip each inquiry. 

https://news.nearpod.com/pdf/student-perspectives-on-nearpod.pdf


o Question 13 was a yes-no question asking if the respondent had any experience using
Nearpod in presenting a class project. This was a prerequisite for question 13a. If the
respondent replied “yes” to question 13, he/she was asked to describe what the
experience was like in question 13a. 

o For questions 13a, 14, 15, 16, and 17 which were open-ended, the researchers used
thematic analysis with the help of the MAXQDA software to create summarized
findings about the students’ thoughts and perceptions about Nearpod based on their
classroom experience.

o Only questions 13a, 14, and 15 were analyzed qualitatively for the purpose of this
research. Through thematic analysis, the research team became more acquainted with
the qualitative data that we collected from the respondents through the interview
questions. We used the inductive approach which allowed us to determine our
themes based on the data available instead of some preconceived categories. After
reading through the responses and writing down initial notes, MAXQDA 2022 was
used to create “codes'' or labels to describe the ideas or perceptions communicated
in the respondents’ answers. After generating and analyzing the codes, patterns and
similarities were identified and these codes were categorized into themes. The themes
were reviewed and named; subsequently, a report that presents the summary with
only 6 themes was created.

● Questions 16 and 17 were only looked at to better understand if there were any
vague answers or points of interest in the answers to the questions asked prior to
them.

o Question 16: What else can you tell me about your experience with Nearpod?
o Question 17: Would you like to explain any of your responses?

Ethical Considerations

The research participants were informed about the nature and purpose of the study before
they took part in the data gathering process. The respondents had the freedom to opt in or out while
participating in the survey. They also agreed and understood that their cooperation in completing
the survey meant that their responses would be given an adequate level of confidentiality and that
their privacy would be protected as respect for the respondents’ dignity and welfare was the
researchers’ priority. No names or personal information was collected and their sign-in to Google
was their only ticket to access the Google Form survey. However, the e-mail addresses and any piece
of information associated with the Google account were not collected and stored. Responses, which
are accessible only by the research team and restricted from any alterations, were privately stored on
Google form and in the researchers’ drive.

Every student who voluntarily took part in this study was free from any physical,
psychological, financial, and social harm or discomfort with very minimum to no risk. Should there
be any unforeseen, unwelcome events, the researchers ensure that the potential gains will outweigh
the risks.  

The Nearpod company is informed that the research instrument they made available on their
website was used by the researchers; Nearpod even expressed support for this research study to
come to fruition and offered an opportunity for the team to take part in the creation of a new
instrument for future research studies.



Results and Discussion

In his whitepaper, Havens (2014) identified social motivation, creativity, and personalization
as key variables that should be considered in choosing a good technological tool that maximizes
student engagement. The following summarizes the results of this study.

Social Motivation

While engaged in Nearpod activities, 96% of the students said they sometimes or often
interacted with other students in a way that helped them learn.

Figure 1: Respondents’ responses to the survey Question #4:

About 99.5% of the students felt that their teacher knew how they were doing with the
material or lesson some or most of the time while using Nearpod; 95% of the students said that
someone would see the work they did during Nearpod activities.



Figure 2: Respondents’ responses to the survey Question #6:

When compared to classroom activities that do not use Nearpod, 71% of the students
indicated that they “learn more” with Nearpod, 76.3% “participate more,” and 60.7% “work
together with peers more.” Only 10.3% indicated that “things are the same in classes where they
don’t use Nearpod.”

Creativity

Ninety-six percent (97%) of the students felt that they can express themselves sometimes or
often creatively using Nearpod. Sixty-seven percent (67%) of the students claimed that Nearpod
provided them avenues to express themselves creatively more than other classroom activities.

Figure 3: Respondents’ responses to the survey Question #3:

Personalization

When asked how challenging the respondents found Nearpod activities to be, 88% said “just
right.” A total of 99% of the students claimed that Nearpod activities are “not too hard.”
Furthermore, 62% of the students claimed that their work and participation in Nearpod activities are
the highest quality they can give.



Figure 4: Respondents’ responses to the survey Question #9:

A total of 99% felt that the quality of work they make is good or higher. About 83.6% were
frequently-if not always-interested in the topics they learned about when using Nearpod. Only 0.4%
(1 person) indicated that they were not interested.

Figure 5: Students’ responses to the survey Question #10:

The data that follow are based on the responses to the interview questions from the Google Form
survey questionnaire. For the purpose of this study, only the responses from question 13 to 15 are
considered significant, hence results will be presented in this chapter and discussed in the next.
Responses to questions 13a, 14, and 15 underwent thematic analysis with the aid of MAXQDA
2022.



● Question #13a: If your answer in #13 is YES, what was that experience like? Was it easy to
create your presentation? Do you think your fellow students enjoyed your presentation?

Response Frequency Percentage
Is fun to use 31 43.7%
Is easy to use 12 16.9%
Allows creativity 10 14.1%
Increases audience
engagement

8 11.3%

Fosters collaboration 6 8.5%
Others 4 5.6%

Table 1: Respondents’ response to Question #13a

These data in Table 1 clearly show that students felt that their Nearpod experiences were fun
and interactive. Other reasons include the following: it is also user-friendly, allows creative
expression, and fosters student engagement.

● Question #14: What is your favorite thing about working with Nearpod?

Response Frequency Percentage
Offers a variety of fun and engaging activities 147 60.7%
Provides avenue for creativity and self-expression 31 12.8%
Is easy to use 22 9.1%
Allows collaboration with teacher and peers 17 7.0%
Allows differentiation for higher educational
achievement 13 5.4%
Others 12 5.0%

Table 2: Respondents’ response to Question #14

Table 2 discloses that the top reason that students like Nearpod is the different fun and
engaging activities that it offers. Being given opportunities for creativity and self-expression and ease
of use are also among the top three reasons.

Kim et al (2020) identified student engagement as a desirable result of educational use of
mobile devices which contributed a positive effect to the students’ higher-order thinking skills,
which include creative thinking and expression. In addition, perceived ease of use was positively
correlated with student motivation, which positively influences learning satisfaction (Huang, 2021).

Asadi et al (2019) and Javed and Odhabi (2018) revealed that students in the virtual class had
more opportunities to interact and collaborate with each other and with their teacher and that, in
terms of academic performance, the students achieved more than their peers in the traditional
classroom. This paper supports what Asadi’s team found out as our data revealed that Nearpod
allowed students to collaborate with teachers and peers and gave more opportunities to learn more
effectively through differentiated instruction and activities.



Conclusions and Recommendations

Based on the results of this study, the researchers deduce that Nearpod is a revolutionary
online platform for both educators and learners as the select college students in Valenzuela City,
Philippines gave it high marks on social motivation, creative expression, and personalized learning.
Havens (2014) considered social motivation, creativity, and personalization, together with educator
engagement and interactivity, as variables for identifying tech tools that allow maximum student
engagement.

After analyzing the results of the study and having a dialogue with one of the instructors of
the respondents, the research team inferred that making Nearpod a transformative educational tool
greatly depends on the teaching methods and strategies that the educator who incorporates it in the
classroom employs.  The instructor who regularly used Nearpod in his classroom revealed the
Nearpod activities and features that he commonly used in his instruction, whether the lessons were
delivered live or student-paced, depending on his learning outcomes and teaching approach were the
following: draw-it, matching pairs, fill-in the blanks, time to climb, timed and untimed quizzes, poll,
true/false, open-ended question, virtual field trip, links to videos and interactive websites, and
collaborate board. 

The features like draw-it, poll, open-ended question, and collaborate board evidently provide
learners an opportunity to freely express themselves and showcase their creativity.  The students’
awareness that their instructor sees their work real-time, the “gallery walk” or anonymous public
display of their output after the activity but shout-outs are given to fast completers and top
achievers, the gamification and competition opportunities among students, the consistent teacher’s
feedback and feedforward on what and how they are doing make them motivated to accomplish
their assignments with the highest output quality. Doing these activities with ongoing checking for
understanding and teacher’s scaffolding or guidance while students are engaged in the activities with
opportunities to collaborate with peers, the learners generally rated their lesson as not “too hard”
and they were interested in their lessons, which communicate that they were able to personalize their
learning and make their learning experience meaningful and relevant to them. 

We recommend that the University administrative board mobilize teachers and professors to
use Nearpod or similar tools for a transformative 21st century learning experience that provide
avenues for social motivation, creative expression, and personalization among students. This will
entail investing in trainings, seminars, and workshops to prepare instructors and professors for
innovative teaching methods that integrate Nearpod in their class activities for a meaningful blended
learning experience.

Should the research instrument utilized in this study be re-used in a similar future study in an
almost similar research locale in the Philippines, we recommend that the interview questions
(especially question #15) be translated into a language that is better understood by the respondents.
Many of the responses to question #15 were invalid due to lack of comprehension on the
respondent’s end. “What could be better…” was interpreted differently that instead of suggesting
improvements, several responses stated the Nearpod features that they like better.
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