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Abstract.
This article gives an overview of the first student evaluation results from the BMBF-funded
research project Digital4Humanities. As part of this, video tutorials on digital research methods
and tools for students in the field of Humanities are being created in cooperation with lecturers
across Europe. The videos and associated materials or data already created in the project were
evaluated by lecturers and students after they had been made available. In this paper, the focus
is on the students' perspective and how they evaluated these videos as a learning resource itself
and in terms of its design. In the following, the project, the evaluation method and the first
results of the analysis are presented. The latter are based on the qualitative data obtained from
the open questions of the survey: positively and negatively rated aspects of the videos, positively and negatively rated design aspects and the general opinion on videos as learning material
in the context of courses during the study. It becomes clear that the students surveyed rated the
comprehensibility, structure, and visualization as important criteria of the viewed videos. Negative reviews result from the format itself and the composition of the themed components. This
is also reflected in the design aspects: a layout with understandable and clear visualizations as
well as carefully selected text building blocks are essential. If videos meet minimum requirements in terms of design and content, they can be seen as important formats for students and as
material in the field of Digital Humanities teaching.
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1.

Introduction

The Digital4Humanities project addresses the need for digitally based research skills in the
Humanities. It not only refers to requirements for framework conditions for future learning and
teaching (e.g., Carretero et al., 2017; Bellanca & Brandt, 2010; EC, 2017), but also for the later
work of the students on the labor market 4.0 (Centeno & Okeeffe, 2020). Within the project
video tutorials have been produced combining computational, digital-based methods and executable software for processing research topics in the Humanities context. Thematically, these
videos can be assigned to the field of Digital Humanities. They were created with lecturers in
Germany, Austria and Italy and have already been used in their teaching settings for seminars,
as online self-learning units or as courses for graduates. Since the project will run until the end
of 2022, more videos are currently being created.
So far, 11 video series with a total of 37 videos have been created in this project. Video
series consist of more than one video and are popular with the lecturers due to the high demand
for digital learning materials due to the Covid-19 pandemic and the rapid switch to completely
virtual teaching formats (Marczuk et al., 2021). Therefore, the thematic video series consist of
different video types and content: in the project, slidecasts were often used as the format for
theoretical and historical content and screencasts as the format for the practical parts, e.g., for
showing a tool or software. Screencasts and slidecasts differ in that they either focus on showing
a presentation of slides (slidecast) or visualize a process happening on the user interface (screencast) (Persike, 2019). Both types are referred to as e-lectures in the university context (ibid.).
To get an overview, the following figure shows the exemplary structure of a video series and
its components and the total number of the different video formats within the various series of
the Digital4Humanities project up to now.
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Figure 1: An exemplary structure of a video series (on the left side) and the total number of video formats within
the different series in our project so far (on the right side)

Source: Own representation

The videos produced deal with topics such as digital 3D-reconstruction for historical research
questions, the use of machine learning for literature analysis or the implementation of photogrammetry methods to create virtual exhibitions. When creating the videos, we followed existing recommendations for videos in higher education. As an example: the videos are around 20
minutes long to attract the user's attention and achieve a learning effect (e.g., FAU, 2014;
Fischer & Spannagel, 2012; Sperl, 2016). Shorter videos are better for learning, although the
asynchronous format basically makes it possible to pause a video that is too long and continue
watching it later. In addition to the length or scope, there are several aspects that videos in the
university context should fulfill in terms of structure and design to appeal to users (e.g., Schön
& Ebner, 2013). Since these requirements for videos in (Digital) Humanities education have
not yet been fully researched, we have focused on the main target group of videos and analyzed
the perspective of the students and their opinion on the videos created.

2.

Method of evaluation

After lecturers had created videos or a video series for Digital4Humanities, they conducted a
survey on their expectations and the implementation of the videos. Their point of view is essential since teaching with videos primarily depends on whether the lecturer decides to use this
media format as a learning resource. A semi-structured questionnaire was filled out by them,
giving us insights into their opinion. A semi-structured survey was also carried out to collect
the student perspective, especially opinions on the video content, the research methods presented there and the implementation of the videos. The questionnaires are still ongoing until the
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last videos of the project have been published and used in a teaching-learning scenario. In this
paper, we focus on the given text-based answers. They can be broken down into the aspects of
the videos rated positively and negatively, the design aspects rated positively and negatively,
and the general opinion on videos as learning material in higher education. In the evaluation,
we assigned these aspects to a higher-level category (inductively, according to Mayring, 2015)
and quantified the number of times they were mentioned in some figures.
Before presenting these results, it is also helpful to consider the students from the survey in
their professional context and field of study1. Those characteristics can be factors that affect the
ratings of the videos.
Figure 2: Subjects of the participated students (so far; rounded percentage values)

Source: Own representation

1

Multiple answers were possible since Bachelor students in particular study at least one major and one minor
subject.
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3.

Results

The data and the evaluation are based on 59 valid data sets that were generated by the students. In the following, the results are presented in diagrams or tables with absolute and percentage values.
3.1 Aspects of the videos rated positive and negative
The first diagram shows the positive rated aspects of the videos by the students surveyed.
Figure 3: Positive rated criteria by students (rounded percentage values)

Source: Own representation

This chart shows that the main criterion for a good video for students is the clarity of the shown
and spoken content. This feature was named 21 times by the students. It goes hand in hand with
visualization aspects, the structuring of the content, how it is explained, how long the video
lasts and whether complex correlations are presented in a simplified way for the recipients. In
addition, the speaking voice of the presenter and the possibility of repetition within the video
(e.g., by explicitly ask the students to stop and repeat the previous sequence) are also positive
qualities of a video. Criteria such as a theory-practice transfer via the presented content or that
the video should have a general informational content were also mentioned but less frequently.
Aspects such as the moderator's speaking speed or the variety of media used were mentioned
less than twice.
Negative aspects of the viewed videos were not mentioned as often as positive aspects. For this
reason, we have decided to present the named criteria in a word cloud. Aspects mentioned more
than once are shown larger in this.
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Figure 4: Aspects rated negative from the surveyed student’s perspective

Source: Own representation

The criteria of a bad sound or audio quality, a personalized greeting by an avatar as well as the
format-related inability to ask questions are mentioned as negative points. They were mentioned
twice by different students. It can also be helpful to group the negative aspects into different
main categories. This is shown below.
Figure 5: Negative rated aspects clustered to different topics

Source: Own representation
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3.2 Design aspects of the videos rated positive and negative
From the tables above, most of the negative reviews relate to video, audio, or design aspects.
Therefore, it can be useful to take a closer look at the design aspects. The following table shows
the students' explanations of their assessment of design.
Figure 6: Positive and negative rated design aspects of the watched videos

Source: Own representation

It is evident that some aspects are assessed both positively and negatively. Negative ratings
mostly refer to the videos with animation style and the avatar that guides through the video as
a kind of lecturer. In some cases, this is felt to be inappropriate or as a cognitive overload by
the surveyed students. This classification is certainly also dependent on the level of the students
and factors such as the media usage routine, because on the other hand some students rate the
animation-style positive (see left column of the table). This table shows the design aspects of
videos that are individually perceived as good and bad. In general, a clear and uniform design
as well as visually supporting elements characterize a well-designed video.
3.3 Videos as general learning materials during study
In addition to the pros and cons of our videos, we asked students what they thought of video as
an educational resource in general.
It becomes clear that students would like to watch more videos during their studies because:
 they can be generally helpful and used flexibly,
 they contribute to a better comprehension for the topic,
 because they are easier and more compact to understand and make it easier to understand
complicated applications,
 they offer the possibility of breaking large topics down into small units,
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 their format helps when noting down information,
 they therefore can be a good summary and review (also for exams),
 they offer a variety of presentation options for content,
 that is why they appeal to several senses,
 and are a good additional support for conventional learning-formats.
Another advantage the students see is that the format per se can be integrated into any course
or lecture, even if the creator is not a professional media designer. Furthermore, the aspect that
videos generally have the potential to make teaching accessible and inclusive is mentioned several times in our survey. However, this requires additional design aspects such as captions or
image descriptions.
One criterion, which is visible by the surveyed students and speaks against further videos during
their studies, is a personal preference for live calls. They enable direct communication with the
lecturer to an extent that is not possible with asynchronous formats such as videos.

4. Discussion
From our results so far, we can conclude that the requirements of the students we interviewed
for good learning videos are similar with those of other subjects. One main criticism of poor
sound or tone quality (as given in figure 4) has already been pointed out in other studies (e.g.,
Wolf, 2020). For the surveyed students structural, content and design aspects are particularly
important, which also has been shown for other subjects (e.g., Findeisen et al., 2019, Fischer &
Spannagel, 2012). The criticism that the format itself allows no direct conversation with the
lecturer is a point that speaks against video formats in general (e.g., Brehmer & Becker, 2017).
With regard to the Humanities students who watched and rated our videos, it is evident that
high investments in design aspects such as adding specially generated avatars or animated people who lead through the videos are not necessarily rated more highly than “simple” slidecasts.
The latter are very easy to produce for lecturers, e.g., by recording an existing presentation from
a lecture. In these cases, it is more important that the text-based slides are optimized and designed accordingly, for example, by emphasizing the most important words, avoiding too much
text on the slides, and carefully choosing fonts and colors. This also corresponds to a didactic
reduction of complex content. Less is more and obviously appeals more to the students surveyed
(as you can see in figure 5, column two or figure 6, column left). Due to the text, image, or
object orientation of the Humanities, it is essential for students to use the video to get an impression of the connection of texts, images or objects to a digital research method or a digital
research tool. And this is where screencasts come into play, making it possible to explain and
follow the process of these tools step by step. As can be seen in figures 3 and 6, the necessary
requirements for understanding the content are indicated by keywords such as exemplification
or simplification as well as clarity. It is necessary for the students to get an impression of what
a method or tool is really used for. This is the starting point for the next steps in understanding
the exploitation process for a research approach.
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In addition, it must also be said that videos do not always function as independent self-learning content. In most cases, videos can only serve as additional material for a synchronous seminar or lecture or a self-study unit with texts and group discussions. This is also implied by those
respondents who ranked live calls as a better way to learn. This, in turn, can indicate that the
use of and learning with videos is subject to certain prerequisites. Self-regulated learning with
videos places high demands on the (self-)learning management skills of students. Furthermore,
for videos in teaching, it is important to consider that, in many cases, they must be adapted to
be accessible and inclusive for everyone. Not all videos are published on public video platforms
where there is an option to turn on captions. For this reason, all videos produced within a teaching-learning context need captions and image descriptions. Strictly speaking, however, these
must already be introduced during production, i.e., by the lecturers. For the producers of videos,
this means a time investment that must be planned accordingly. This indicates that the time for
this is included in the preparation and follow-up time for the teaching load, which in turn should
be granted accordingly by the universities.
Overall, the surveyed students like, rather than dislike, videos as a learning resource in Humanities courses, regardless of whether they were produced professionally or less professionally. The results can only be considered preliminary as the project is still ongoing. However,
they already provide a first insight into the assessments of the students surveyed. From this
perspective videos, and especially accessible videos, can therefore be seen as a useful resource
for conveying learning content in the context of (Digital) Humanities teaching.

5. Conclusion
Videos, e-lectures, and tutorials have become a popular format as a learning resource in
higher education (Weinert et al., 2021). As part of our project, videos were produced that address digital-based research methods for students of the Humanities. So far, they can be used
by both Digital Humanities students and students with a non-digital Humanities background.
They are not only suitable for learning a digitally based method that can be used for research,
but also for getting to know different research approaches and for broadening the view of research topics in the Humanities. To address students, it is necessary that videos are professionally created and fit the context of the lecture or module in which they are used. In particular,
the summarizing function of a video, enriched with audiovisual aspects, is the reason why students like to learn with videos. For lecturers, the question of the effort involved in creating,
editing, and maintaining the videos and the additional material should also be considered (e.g.,
with a general credit to the teaching load for creating comprehensive digital materials for learning). Student appreciation for videos created alone will not be enough of an incentive to produce
them for different sessions and grades.
It will also be interesting for our project to see how the students rated further aspects, such
as the supply of the videos (via which platform) or the correspondence of their perspective and
statements made by the lecturers (e.g., referring to the conveyed competencies). This analysis
will be considered for the next period of our project and will be used, among other things, to
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create a professional concept for the organization of digital based teaching and learning formats
in the Digital Humanities.
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