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ABSTRACT 
Aim/Purpose This study designed and evaluated the impact of  using a blended course and 

Web 2.0 tools into the “Design Fundamentals and Elements” course of  a fine 
arts bachelor’s program at a Saudi Arabian university. The study also examined 
how students used Web 2.0 tools to improve their learning in the design of  a 
blended (hybrid) course following the Quality Matters TM Higher Education Ru-
bric (QMHER). 

Background Web 2.0 tools such as Voki, YouTube, Pinterest, and Instagram feature educa-
tional technology that offers resources, helps instructors submit their lesson 
plans, create presentations, and conduct online student meetings. 

Methodology The research adopted a mixed-method approach: a qualitative and quantitative 
pilot study. Data were collected through a pre-survey, pre-test, and post-test for 
one focus group, and in-depth individual interviews. 

Contribution Blended courses should be integrated with the QMHER and Web 2.0 tools into 
art and design curricula. Art and design teaching and learning should be trans-
formed through Web 2.0 tools, allowing students to explore their design capa-
bilities in the fine arts, art education, interior design, fashion design, and graphic 
design fields. 

Findings The findings revealed three themes in the data: 1) how to design blended learn-
ing best with the QMHER in an art education course, 2) Voki’s impact on learn-
ing 21st-century skills in a blended course, and 3) Voki’s impact on personal in-
teractions from students’ perspectives. 

Recommendations  
for Practitioners 

The study suggests that blended courses featuring Voki animation activities play 
an important role in art education during the Covid-19 pandemic; students’ fa-
vorite Web 2.0 tools can improve their learning, and Voki can offer a new 
method and animation tool that can be integrated into activities for art students.  
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Recommendations  
for Researchers  

Blended courses using Voki should be implemented as they can lead to im-
provements in students’ 21st-century skills (including technology literacy, crea-
tivity, decision-making, problem-solving, and collaboration and communica-
tion). 

Impact on Society The QMHER was valuable for students’ understanding of  the course require-
ments and to improve their grades. Moreover, many Web 2.0 tools were helpful 
in teaching and learning art and design concepts. The findings highlight how 
students’ 21st-century skills increased using Voki in a blended course. 

Future Research The QMHER should be applied internationally to online and blended higher 
education courses.  

Keywords blended course, Web 2.0, fine art 

INTRODUCTION 
The inclusion of  technological advancements in education has influenced learning in the 21st cen-
tury. Web 2.0 has made teaching and learning available anywhere, at any time, in contrast to tradi-
tional classroom-based knowledge instruction. Moreover, the teaching and learning process is no 
longer primarily focused on the teacher and it is now undertaken in a more interactive and collabora-
tive environment since practical communication skills are essential in the current era (Manty et al., 
2017). This research aimed to improve teaching and learning in the art and design field by encourag-
ing students to understand new technology tools and have fun during their courses. When an instruc-
tor creates a blended course for students, students can communicate and experience an online com-
munity. Art and design instructors in Saudi Arabia must develop curricula that help 21st-century stu-
dents compete with other students at the international level and achieve the country’s 2030 Vision. 

The present research aimed to improve the existing curricula in fine arts departments and inform up-
dated pedagogical methods by incorporating recently developed educational technologies. Through 
newly designed and built blended course curricula, instructors will polish students’ critical thinking 
and problem-solving skills. Thus, education will move forward, and information and communications 
technology (ICT) will be integrated into instruction, helping students become ICT-literate. 

During the Covid-19 pandemic, Saudi Arabia’s government decided to resume classes at all levels of  
education by using online and blended courses. Since then, the main gap has been that some art and 
design instructors have struggled to teach online or blended courses because they are unaccustomed 
to online education (Alghamdi, 2021). Moorhouse and Kohnke (2021) observed that the adaptations 
instructors made and the challenges they faced when adapting to the new mode of  delivery in online 
courses helped them prepare for the suspension of  on-campus classes caused by the Covid-19 pan-
demic or other health emergencies. Online learning has created challenges and opportunities for edu-
cators, educational technologists, and researchers of  educational technologies and will likely continue 
to do so for a long time (Thompson & Lodge, 2020). This need for research is extended to the local 
context, where there were no interventions in this field for using the QMHER when designing 
blended courses in arts education. The most challenging issue for lecturers is creating an effective 
plan for a blended course in art and design. The suggestion is to organize online or blended courses 
to understand the course process and avoid confusion or isolation. In the article, “Saudi University 
Students’ Perceptions towards Virtual Education During Covid-19 Pandemic: A Case Study of  Lan-
guage Learning in Blackboard,” Al-Nofaie (2020) explained the issues regarding students’ readiness 
for this mode of  education had been the main concerns in Saudi universities. One of  the issues was 
that students were not accustomed to virtual classes before Covid-19. She suggests that universities 
should set out more practical lecturers and designers of  professional development online or blended 
courses shortly.  
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Thus, the purpose of  this study was to apply the QMRHES in teaching art and design and set a plan 
and clear instructions in the “Design Fundamentals and Elements” course of  the fine arts bachelor’s 
program at a Saudi Arabian university. The study also evaluated how students used Web 2.0 tools to 
improve their learning. The researcher introduced a blended approach to solving the challenges stu-
dents faced in an online course during the Covid-19 pandemic, attempting to improve 21st-century 
students’ skills in art.  

RESEARCH QUESTION 
• How does the instructor design and evaluate a blended (hybrid) course intended to use Web 

2.0 tools in the fine arts program? 
 

LITERATURE REVIEW 

BLENDED LEARNING IN THE FLIPPED CLASSROOM 
Graham (2006) defined blended learning as a combination of  instructional modalities or methods 
involving online and face-to-face (F2F) instruction. Blended learning is an innovative approach that 
offers the advantages of  traditional teaching while incorporating ICT-supported learning to improve 
the overall learning experience. The prime advantage of  blended learning is that it gives rise to col-
laborative, computer-assisted, and constructive education (Lalima & Dangwal, 2017) and allows stu-
dents to receive immediate feedback on their efforts (Saliba et al., 2013).  

The flipped classroom is a model of  blended learning and teaching. O’Flaherty and Phillips (2015) 
highlighted that the flipped classroom improves the previous pedagogical models in higher educa-
tion. In the flipped model, the instructor allows students to use technology, such as videos, before 
the class; after that, discussion and exercises form the link between the pre-class and F2F sessions. 
The flipped model enables teachers to cultivate critical and independent thought in their students, 
builds students’ capacity for lifelong learning, and prepares future graduates for the workplace (Bish-
noi, 2020). According to O’Flaherty and Phillips (2015), the “outcomes of  implementing a successful 
flipped class approach should consider effective student learning that facilitates critical thinking, and 
importantly improves student engagement, both within and outside the class.” (p. 95). Professors can 
provide video content for students by giving them access to high-quality videos from external 
sources or creating their own (Solomon & Schrum, 2014). In this way, students can watch an explana-
tion of  a concept on their computers before class and become more responsible for their learning in 
the flipped environment. 

Instructors can use the flipped model to climb Bloom’s pyramid, a system used to classify the cogni-
tive skills achieved and used in learning. This pyramid is also known as “Bloom’s taxonomy,” as it 
groups different skills and concepts in a similar way to the biological classification of  organisms 
(Bieraugel & Neill, 2017). Bloom’s pyramid gets its name from Benjamin Bloom, an educational psy-
chologist who developed cognitive skills that students need to learn. The pyramid/taxonomy com-
prises six levels of  cognitive skills that build upon each other going up the pyramid, including 
knowledge, comprehension, application, analysis, synthesis, and evaluation (Burwash et al., 2016). 
Knowledge is located at the bottom of  the pyramid and forms the foundation of  all cognitive skills 
used in learning. Consequently, much time is dedicated to improving knowledge in school settings be-
cause it is the basis of  cognition. 

However, it is not sufficient to simply know facts and details; it is also important to understand them. 
This is the second pyramid level, which involves understanding the concepts taught in class. After 
understanding the concepts, students should apply them appropriately, which is the pyramid’s third 
“application” level. The skills become more demanding as students approach higher levels of  think-
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ing in the pyramid. At the analysis level, students should understand the different parts of  infor-
mation and interpret what they mean. In some cases, students may need to compare and contrast dif-
ferent concepts. Students must think beyond what they can see or read at the synthesis level, which 
calls for imagining situations that could arise given certain conditions (Zaidi et al., 2017). The highest 
level is evaluation, which involves developing and justifying personal opinions. 

Blended learning makes use of  both electronic and online media, as well as traditional learning ap-
proaches. In blended learning, Bloom’s pyramid can be used in various ways. First, it can guide stu-
dents’ learning process, especially in the flipped classroom (Kaya, 2015). In the flipped classroom, 
students use digital media to learn the theoretical components of  the course, then attend class to un-
dertake practical activities under the teacher’s supervision. According to Bloom’s model, in the 
flipped classroom, digital media are used for lower model levels, that is, knowledge and comprehen-
sion. In contrast, the traditional classroom is suited for the application level and upward. Bloom’s 
pyramid can also be used in the blended classroom to help improve students’ cognitive skills at all 
levels of  the pyramid (Andrade & Coutinho, 2016). Helping instructors deliver their online promise 
means providing them with a collaborative and collegial process that focuses on continuous improve-
ment. This process is designed to help instructors achieve their quality assurance goals for blended 
learning as they evolve to address all aspects of  the Online Learning Quality Process (Figure 1). 

 
Figure 1: Online Learning Quality Process 

APPLYING THE QUALITY MATTERS TM HIGHER EDUCATION RUBRIC 
The QMHER (6th edition) offers a model to help assure online and blended courses (Gregory et al., 
2020). This rubric encompasses annotations explaining how the standards should be applied, along-
side the relationship between the standards (Quality Matters, n.d.). It also provides a scoring system 
and online tools to facilitate the evaluation process. The QHEMR comprises eight general and 41 
specific standards to evaluate the design of  online and blended courses. The eight general standards 
of  this rubric are described below. 

General Standard 1: Blended course overview, introduction, and policies  
This standard briefs students on what to expect and helps them succeed from the outset. The 
blended course policies suggest methods that enable all students to access the necessary learning ma-
terials to ensure quality outcomes. The policy concerns should cover the pedagogy and technology 
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issues that underlie the program’s implementation. The policy should cover the evaluation of  the de-
livery advantage to students in terms of  their geographical location, finances, learning style, and fa-
miliarity with the technology (Wallace & Young, 2010). 

General Standard 2: Measurable learning objectives or competencies  
The second standard establishes a foundation upon which the rest of  the course is based. Bloom’s 
taxonomy provides a set of  measurable and realistic learning objectives for blended courses, outlining 
six important categories for course design that encompass the setting of  objectives, class activities, 
and the evaluation process. The six categories include the basis for imparting knowledge, comprehen-
sion, application, analysis, synthesis, and course evaluation. Specifically, it informs students what they 
should study and how they will be assessed, guides the instructor on the teaching and assessment 
strategies, and informs the instructor whether the teaching and assessment strategies applied were ef-
fective (Wallace & Young, 2010). 

General Standard 3: Assessment and measurement 
According to Minnesota State University Moorhead (2017), blended learning should entail multiple 
assessment and feedback opportunities to help gauge students’ learning progression and opportuni-
ties for re-learning. The assessment measurement should facilitate learning that fosters mastery of  
the learning objectives. The assessment techniques that could aid this process include formative, 
summative, and fixed-choice assessments. 

General Standard 4: Instructional material 
Once the course objectives and assessment criteria have been defined, the instructor should work on 
the learning materials and tools. These are the resources that will aid the students in working through 
the set assessments to meet the course objectives. Some choices to be made may include whether the 
instructor should write or record the materials or opt to incorporate other people’s work, such as arti-
cles, texts, or videos (Quality Matters, n.d.).  

General Standard 5: Activities and learner interaction 
The outcome of  any program depends largely on student engagement. Therefore, the instructor 
must work on the engagement criteria to improve students’ motivation to meet the learning chal-
lenges. The program must create an effective forum for interaction with the content, fellow students, 
and the instructor (Futch et al., 2016). 

General Standard 6: Course technology (tools)  
The technologies enabling the various tools used in the course should facilitate the learning process 
(Minnesota State University Moorhead, 2017). The tools used in the course should support the learn-
ing objectives and promote learner engagement through activities (Quality Matters, n.d.).  

General Standard 7: Learner support 
It is important to ensure that online learners know they have access to various support services. Four 
different kinds of  support services are addressed: technical support, accessibility support, academic 
services support, and student services support (Quality Matters, n.d.). 

General Standard 8: Accessibility and usability  
The course design should reflect a commitment to accessibility (ensuring all students can access all 
course content and activities) and usability (ensuring all learners can easily navigate and interact with 
the course components; Rice & Oritz, 2020). Figure 2 shows the QMHER (6th edition). 
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Figure 2: The Quality Matters TM Higher Education Rubric  

WEB 2.0 TECHNOLOGY TOOLS IN HIGHER EDUCATION 
Web 2.0 tools are digital tools that enable access to, and the production of, knowledge. Solomon and 
Schrum (2014) defined Web 2.0 as “a second generation of  the World Wide Web that focuses on the 
ability for people to collaborate and share information online.” (p. 2). Online learning has changed 
the education sector globally, and instructors must use technology tools in instructional design by 
matching the most appropriate digital tools to their pedagogy (Manning & Johnson, 2011). Keengwe 
and Agamba (2015) emphasized that Web 2.0 tools support active learning and facilitate sharing and 
communication between students and their peers and between students and instructors. Students can 
build their learning network to improve their learning and gain more experience. 

Social media is a group of  tools, including websites and applications, enabling users to create and 
share content or participate in social networking. Social media incorporates the arts of  learning, lis-
tening, and sharing information. Social media provides effective tools for people who want to meet 
others with similar interests and ideas. Several popular social networking communities are used in 
higher education and marketing (Reuben, 2008); for example, educators may use some of  the most 
popular social media websites in their teaching, such as Twitter, Instagram, LinkedIn, Tumblr, 
Google blogs, Pinterest, Snapchat, YouTube, and Facebook. 

“Visual learning” refers to the assimilation of  information from visual cues. Students understand in-
formation better in the classroom when they can see it (Rodger et al., 2009). Different visual re-
sources can be used during classes, such as images, flowcharts, diagrams, videos, simulations, graphs, 
cartoons, coloring books, posters, films, games, and flashcards (Rodger et al., 2009). Visual learning is 
an effective strategy for teaching and learning art and design. Art and design students learn more by 
seeing and doing in the classroom as visual learners (Riley, 2017). Raiyn (2016) introduced new con-
cepts to students using visual learning tools such as images, diagrams, flowcharts, and interactive sim-
ulations; the results showed that visual learning tools increased students’ higher-order thinking skills. 
Animation is one type of  visual learning or Web 2.0 tool; through animation tools, students can enjoy 
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creating their animations or images to present in the classroom (Solomon & Schrum, 2014). Voki is 
another Web 2.0 tool or animation technology tool for art and design students. Computer animation 
constitutes a creative teaching and learning method in the classroom. Teachers can use animation to 
capture students’ attention and make learning more attractive, and many animation applications offer 
new teaching and learning approaches in higher education. Mayer and Moreno (2002) defined anima-
tion as a form of  pictorial presentation that comprises computer-generated motion pictures showing 
associations between drawn elements, such as pictures, videos, and illustrations, to depict the move-
ment of  real objects. The advent of  computers has helped both teachers and students develop disci-
plines and training (Xiao, 2013). A significant improvement has been observed in students’ attitudes 
and academic achievements when using animation in education (Baglama et al., 2018). 

Educators at different levels have noted that computer animation can be critical in enhancing stu-
dents’ creativity and innovation in the classroom (Beatty et al., 2020). Educational animations can be 
displayed through a projector in the classroom (Jintapitak, 2018). Animated films can also be used in 
a classroom environment. Most students enjoy images and films; therefore, they can encourage stu-
dents to be more attracted to the topic of  study (Paik & Schraw, 2013). There are several reasons why 
professors use animations in the classroom (instead of  traditional teaching materials). Among them is 
that students find animations more interesting than traditional teaching approaches. This makes the 
professor and the students active, yielding better learning outcomes (Hamdan, 2019). 

Moreover, animations can help create a shared viewing experience that fosters collaborative efforts in 
the classroom as learners develop teamwork skills, leading to learning outcomes (Frick, 1991). Fur-
ther, animations can convey information efficiently to learners; similar to films, songs, and other 
forms of  media, instruction using animations can encourage learners to pay attention to the learning 
topic. Some companies have developed individual production platforms for animation in education. 
One example is Voki, a Web 2.0 tool that allows students to create an animated character with an au-
dio track. Voki offers vodcasts and voice-recordings that can help evaluate, analyze, and create think-
ing skills and improve peer collaboration (Cicconi, 2014). Yeşilbağ and Korkmaz (2021) used Voki in 
an English course and observed students’ test scores. Consequently, the authors recommended that 
English instructors use the Voki application in speaking activities in class. Moreover, Voki can help 
students clarify their views and engage them in the classroom. Thus, this technology could be im-
portant for arts activities, and designing animated characters can benefit teachers and students 
through increased class engagement (Cunningham, 2013). 

Based on the literature reviewed, this study focused on the different ways that students can use Web 
2.0 tools to improve their learning using Voki as a new application in a blended (hybrid) course fol-
lowing the QMHER. Voki and other Web 2.0 tools provide instructors with teaching resources, helps 
them submit their lesson plans and create presentations, and allows online communication and crea-
tivity. Thus, this type of  course effectively develops and prepares students’ 21st-century skills by 
blending F2F learning and technology in the arts environment. Although several studies have dis-
cussed using blended courses featuring Voki to improve speaking skills in English courses, they have 
failed to apply the QMHER when using Voki in class. Additionally, no studies in Saudi Arabia have 
used Voki or the QMHER when designing courses in arts education or other subjects. As such, this 
study offers critical guidance for instructors when creating blended courses on any topic with the 
QMHER. Simultaneously, it aims to help educators understand learners’ needs to assist them in their 
educational journey. 

MATERIALS AND METHODS 

RESEARCH  DESIGN 
This study adopted a pilot study to produce an in-depth description of  one small group with a spe-
cific duration and location. Before experimenting, the researcher submitted a research proposal to the 
ethics committee of  the target institution, a university in Saudi Arabia. This proposal was approved, 



A Blended Art Education Course and Web 2.0 Tools in Saudi Arabia 

32 

and the research was conducted in the Fall 2020 semester, from August 30 to December 30, on the 
main campus for female students. The research was undertaken in the Department of  fine arts at the 
university. The researcher selected learners taking the “Design Fundamentals and Elements” course, 
which is offered to undergraduate students. The case study examined the outcomes of  using Web 2.0 
as technological tools that could upgrade art and design teaching and learning in a blended (hybrid) 
course by using QHEMR. Data were collected from various sources, including a pre-survey, pre-test 
and post-test for one focus group and in-depth individual interviews. 

PARTICIPANT DEMOGRAPHICS 
In fall 2020, 25 female undergraduate students enrolled in the traditional course, but only 14 female 
undergraduate students agreed to participate in the blended course. A pre-survey collected demo-
graphic data, including participants’ gender, age, nationality, language, level of  undergraduate educa-
tion, English language skills, computer skills, email address, and cellphone numbers. All participants 
were female, between 18 and 24, of  Saudi nationality, and stated that Arabic was their native lan-
guage. The participants were at different levels of  undergraduate education: 92.8% were seniors, and 
7.14% were juniors. Moreover, the participants demonstrated different proficiency levels in the Eng-
lish language: 35.71% had basic skills, 57.14% were at the intermediate level, and 7.14% were at an 
advanced level. Finally, the participants demonstrated in Table 1 varying levels of  computer literacy: 
14.28%, 71.42%, and 14.28% had basic, intermediate, and advanced skills, respectively. 

Table 1: Demographic of  art education students 

Variable Class Number Percentage 

Gender Female 14 100% 

Age 18-24 years old 14 100% 

Nationality Saudi 14 100% 

Native language Arabic 14 100% 

Level of  Education Juniors 

Seniors 

1 

13 

7.14% 

92.8% 

English language skills Basic 

Intermediate  

Advanced 

5 

8 

1 

35.71% 

57.14% 

7.14% 

Computer skills Basic 

Intermediate  

Advanced 

2 

9 

2 

14.28% 

71.42% 

14.28% 

DATA COLLECTION TOOLS AND PROCESS 
The study’s data were obtained by implementing a pre-survey, pre-test and post-test, one focus group, 
and in-depth individual interviews. The pre-survey collected demographics to allow the researcher to 
understand the participants before the study began. Pre-test and post-test focus groups are another 
research method for collecting participants’ information using a questionnaire. The pre-test focus 
group of  14 students was asked questions before the semester began and before Web 2.0 tools were 
introduced in the blended course. After that, the post-test focus group of  the same students was 
asked the same questions at the end of  the blended course. The pre-test and post-test focus groups 
answered the same questions about using blended learning and Web 2.0 tools, such as Voki, 
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YouTube, Pinterest, Instagram, and WhatsApp in the classroom. The pre-test and post-test questions 
included two sections which were: 

First: Blended course 

1. Blended course increases the effectiveness of  the role of  the student during the learning 
process and makes her play a primary role in this process, not secondary. 

2. Blended course gives clear instructions on what students should do in both online and F2F. 
3. Blended course develops the students' skills of  self-learning and continuous learning and the 

search for knowledge. 
4. Blended Course with web 2.0 improves the skills of  learning the English language due to the 

presence of  technical tools and various sites that support this language. 
5. Blended Course with web 2.0 develops computer skills, the use of  the Internet, e-mail and 

various social media. 
6. Blended course with web 2.0 gives the learner freedom and daring to express himself  in 

online assignments. 
7. Blended course helps to integrate with the online world as a whole and to learn new things 

in art and design. 
8. Blended course fills the shortage of  equipment and laboratories in art. 
9. Blended course enables creativity in the product during the learning art process. 
10. Blended course provides opportunities for different types of  interaction (visual, verbal, and 

written). 

Second: Web 2.0 tools 

1. Web 2.0 tools entertain and motivate students between each other by using various tech-
niques, technology tools in art. 

2. Web 2.0 tools facilitate learners' participation in art courses anywhere. 
3. Web 2.0 tools increase students' visual nurturing and inspiration while designing. 
4. Web 2.0 tools encourages cooperation between learners. 
5. Web 2.0 tools reduce the costs of  purchasing materials and technical tools, and instead uses 

applications and technical tool programs in drawing and designing. 
6. Web 2.0 tools allow students to restrict access to their work. 
7. Web 2.0 tools allow students to retain sole Intellectual Property rights to the content their 

create. 
8. Web 2.0 tools are easy to use and make it easy to track student work. 

More in-depth, semi-structured interviews were then conducted with seven students selected from 
the entire sample of  14. The individual interviews contained open-ended questions and lasted 30 
minutes for each participant. The purpose of  these interviews was to allow the participants to de-
scribe their reflections on and experiences using Web 2.0 and a blended method at the end of  the 
course.  

DATA ANALYSIS PROCEDURE 
Both the focus groups and in-depth interviews were audio-recorded. SPSS software was used for 
data analysis. The interviews were first transcribed into Arabic, the students’ native language; thereaf-
ter, the transcripts were translated into English, along with the field notes. The Question was filled 
on a five point Likert scale with strongly agree rated as 5, agree with 4, somewhat agree with 3, disa-
gree with 2 and strongly disagree with 1. The scores for the participants in each group were then 
summed together and a paired t test performed.  
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RESULTS 

THEME 1: DESIGNING A BLENDED LEARNING COURSE WITH  THE 
QMHER  IN AN ART EDUCATION PROGRAM 
In this study, the QMHER (6th edition) offers a model to help researchers assure blended course 
quality design. The three-credit blended course “Design Fundamentals and Elements” began in the 
fall of  2020 and included 50% on-campus/F2F instruction and 50% online instruction using the 
Blackboard LMS and other Web 2.0 tools, including Voki Classroom 2.0, Pinterest, and YouTube. 
F2F meetings were held twice per month for two hours at a time. In each F2F meeting, meeting 
times, class activities, learning objectives or competencies, and outcomes were discussed. The mod-
ules contained instruction, materials, and work or assignments that students had to submit online be-
fore the F2F meetings. Students completed various activities in class, such as drawing and painting 
with drawing materials and tools. The course was a flipped type that followed the QMHER.  

An online Voki Classroom was introduced to the course. This technology is efficient and allows in-
structors easy access to use, create, and assign activities. Voki Classroom is designed to help instruc-
tors manage students’ work. Teachers can use this tool to assign students classwork and homework 
and review their submissions in real-time, either from a desktop or mobile device, offering a conven-
ient way to assess their knowledge. Instructors provide students with login access; therefore, students 
are not required to register or provide personal information. Voki offers three levels of  plans; the re-
searcher selected Level 1 as appropriate for the sample class of  30 students, which allowed access to 
Voki Classroom, Voki Creator, Voki Presenter, and Voki Hangouts. The researcher created a new 
online class with a Voki account to assist with the class activities and use Blackboard. Students en-
rolled in the online class by adding their names and email addresses and were then provided with 
their usernames and passwords to login to the course. The researcher assigned Voki, YouTube, Insta-
gram, Pinterest, and WhatsApp as assignments in the blended course. The following Table 2 shows 
how researcher set the schedule of  teaching modules with different subjects during the blended 
course: 

Table 2: Timeline of  the blended course modules 

Modules Period Subjects 

Module 1 Sep 2020 Introduction and definition of  
design 

Module 2 Oct 2020 The elements of  design 

Module 3 Nov 2020 The principles of  design 

Module 4 Dec 2020 Evaluation and Final Exams 

Course description 
The course aimed to study nature as a source of  design and creation and teach the elements and fun-
damentals of  design, offering training and skills development in the use of  materials, tools, and 
methods for application in various designs. The course provided students with information on the 
elements and basis of  design in preparation for studying functional form and nature and, ultimately, 
learning the aesthetics of  shape and the foundations of  its creation. It also offered training and skills 
development in using textures in design. All activities listed on the schedule and checklist were man-
datory for students and were uploaded to Blackboard. Items that required a submission were indi-
cated in the schedule. 
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Blended course modules 
The course was organized into modules. Alignment throughout such modules involves objectives or 
competencies and assessments and instructional materials, learning activities, and course tools. All 
these components must work together to support learners’ achievement of  the objectives or compe-
tencies, as demonstrated by successful course assessments. Moreover, General Standard 7 of  the 
QMHER states that learner access to institutional support services is essential to success. At the 
same time, General Standard 8 stipulates that the course design should reflect a commitment to ac-
cessibility and usability for all higher education students. The following demonstrates how the four 
modules in this blended course were organized with General Standard 1, 2, 3, 4, 5, and 6 of  the 
QMHER (Tables 3, 4, 5, and 6). 

Table 3: Module 1: Getting started: Introduction and definition of  design 

General Standard 1:  

Overview and introduction 

The module included an orientation, a wel-
come message from the instructor, the sylla-
bus, the grading policy and office hours, the 
schedule of  F2F meetings, and an opportunity 
for students to introduce themselves. 

General Standard 2: 

 Objectives or competencies 

The objectives were organized into two levels: 
1-course-level objectives. 

2-module-level objectives.  

The course-level objective was “upon comple-
tion of  this course, students will be able to un-
derstand the definition of  design, its im-
portance, design materials, and types of  de-
sign.”  

The module-level objectives were as follows: 

 1) Students will define design and art. 

 2) Students will describe the importance and 
aims of  art and design. 

3) Students will identify different materials and 
tools used in constructing design forms. 

 4) Students will identify different materials and 
tools used in constructing design forms. 

 5) Students will create a sketch for one type of  
design. 

General Standard 3:  

Assessment and measurement 

The course used both online and F2F teaching 
methods. The instructor set a pre-quiz in Black-
board, and an assignment in Voki Create in the 
online instruction. Meanwhile, the F2F was a 
group drawing workshop with a checklist. 
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General Standard 4: 

 Instructional material 

During online instruction, the instructor used 
the LMS (Blackboard), online lectures (Ultra or 
Conference in Blackboard), audio and/or video 
content (YouTube), Web 2.0 and social media 
tools (e.g., WhatsApp, Pinterest, and YouTube), 
and websites (such as the Voki Create tool). 
The F2F instruction employed textbooks, study 
guides, mini-lectures, PowerPoint presentations, 
and case studies. 

General Standard 5: 

 Activities and learner interaction  

Students read Chapter 1 from the textbook Ele-
ments and principles of  design. A great tool to learn about 
design: Designing principle guide (Wamboldt, 2021), and 
watched YouTube videos. 

General Standard 6:  

Tools 

The instructor used the LMS (Blackboard), the 
Voki Online Classroom Create tool, YouTube 
videos, WhatsApp, Pinterest, and drawing kit 
tools. 

 

Table 4: Module 2: The elements of  design 

General Standard 1:  

Overview and introduction 

The introduction included the study of  designs 
elements and training in point, line, shape, size, 
texture, value, color, space, and form. 

General Standard 2:  

Objectives or competencies 

The objectives were categorized at the course 
and module levels.  

The course-level objective was “upon comple-
tion of  this course, students will be able to ap-
ply the elements of  design and the training 
guidelines.”  

The module-level objectives were:  

1) Students will define the elements of  design. 
2) Students will describe and produce the ele-
ments of  design. 

 3) Students will identify different elements of  
design. 

4) Students will draw each element of  design 
(point, line, shape, size, texture, light, and shad-
ows, color). 

General Standard 3:  

Assessment and measurement 

The online activities included a discussion 
board (Voki Hangouts) and Quiz 1 in Black-
Board. The F2F activities included mini-lec-
tures, F2F tutorials, workshop sessions (using 
Sketch and color art kit tools), and a group 
drawing workshop with a checklist. 
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General Standard 4:  

Instructional material 

The online activities included a discussion 
board (Voki Hangouts) and Quiz 1 in Black-
board. The F2F activities included mini-lec-
tures, F2F tutorials, workshop sessions (using 
Sketch and color art kit tools), and a group 
drawing workshop with a checklist. 

 

General Standard 5:  

Activities and learner interaction 

Students read Chapter 2 from the textbook Ele-
ments and principles of  design. A great tool to learn about 
design: Designing principle guide (Wamboldt, 2021), 
watched YouTube videos, and discussed the 
content in groups both online and on campus. 

General Standard 6: Tools  These included the LMS (Blackboard), the Voki 
online classroom (Hangouts tool), YouTube 
videos, Instagram, Pinterest, and drawing kit 
tools. 

 

Table 5: Module 3: The principles of  design 

General Standard 1: 

 Overview and introduction  

The introduction covered the principles of  de-
sign, including unity, rhythm, balance, pattern, 
contrast, emphasis, scale, harmony, and variety. 

General Standard 2: Objectives or 
competencies 

The objectives were categorized into course- 
and module-level objectives. The course-level 
objective was “upon completion of  this course, 
students will be able to apply the principles of  
design and the training guidelines.” There were 
four module-level objectives, including the fol-
lowing:  

1) Students will define the principles of  design. 
2) students will describe and produce the prin-
ciples of  design. 

3) Students will identify different principles of  
design.  

4) Students will draw each principle of  design.  

General Standard 3: Assessment 
and measurement 

The online assessments included a presentation 
in Voki Present and Quiz 2 in Blackboard. The 
F2F assessments included mini-lectures, F2F 
tutorials, workshop session tools (Sketch and 
color art kit tools), and a group drawing work-
shop with a checklist. 
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General Standard 4: Instructional 
material 

The online instructional materials included the 
LMS (Blackboard), online lectures (Ultra or 
Conference in Blackboard), audio and/or video 
content (YouTube), Web 2.0 tools, social media 
(WhatsApp, Pinterest, YouTube), and the Voki 
Present tool. The F2F instructional materials 
included textbooks, study guides, mini-lectures, 
presentations, PowerPoints, and case studies. 

General Standard 5: Activities and 
learner interaction 

In this module, students read Chapter 3 from 
the textbook Elements and principles of  design. A great 
tool to learn about design: Designing principle guide (Wam-
boldt, 2021), watched YouTube videos, submit-
ted presentations, and participated in F2F 
groups. 

General Standard 6: Tools These included the LMS (Blackboard), the Voki 
Online Classroom Present tool, YouTube vid-
eos, WhatsApp, Instagram, Pinterest, and draw-
ing kit tools. 

 

Table 6: Module 4: Evaluation and Final Exams 

General Standard 1: Overview and 
introduction 

The module trained students to establish the 
foundations of  the elements and principles of  
design. 

 

General Standard 2: Objectives or 
competencies 

The objectives were categorized into course- 
and module-level objectives. The course-level 
objective was “upon completion of  this course, 
students will be able to evaluate each other’s 
artwork and research on the elements and prin-
ciples of  design.” There were four module-level 
objectives:  

1) Students will choose one element or princi-
ple of  design.  

2) Students will research one element or princi-
ple of  design. 

3) Students will give a presentation on one ele-
ment or principle of  design.  

4) Students will evaluate the artworks created by 
their peers. 

General Standard 3: Assessment 
and measurement 

This module employed only online assessment 
methods, including a research paper, final writ-
ten exam, final presentation, and final project. 

General Standard 4: Instructional 
material 

These included the final written exam, final 
presentation, and final project. 
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General Standard 5: Activities and 
learner interaction 

Students read all chapters of  the textbook, re-
viewed all posted YouTube videos, and com-
pleted the digital portfolio file. 

 

General Standard 6: Tools  These comprised the LMS (Blackboard), re-
search paper, Voki Online Classroom Present 
tool, and Voki slides. 

 

THEME 2: STUDENTS’ EVALUATION OF THE BLENDED COURSE USING WEB 
2.0 
After designing the blended course, the researcher gave students pre-test (questionnaire) to one focus 
group before the beginning of  the course. Then, after students participated the blended course by 
using Web 2.0 tools, the researcher gave the students post-test (questionnaire) to evaluate the stu-
dents experience of  a blended course and Web 2.0 tools 

Table 7: Web 2.0 and blended course normality test 

 

Table 8: Web 2.0 and blended course descriptive statistics 
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Before running the paired t test, assumptions of  t test were tested. The assumption that the observa-
tions be dependent were valid as the same participants were tested before and after the intervention. 
In addition, the assumption that the differences between pre and post scores be normally distributed 
were valid for both Web 2.0 and first blended course as evidenced by both the histograms (Figures 3 
and 4) and Shapiro Wilk test (p >.05) (Table 7). Finally, the assumption that there be no influential 
outliers in the differences between the scores was also valid as indicated by boxplots of  both Web 2.0 
and first blended course (Figures 5 and 6). With all the assumptions being valid the dependent t test 
was performed using SPSS statistical package.  

The mean for web 2.0 pretest was found to be 56.88 with a standard deviation of  2.36 while the 
mean for web 2.0 posttest was found to be 66.38 with a standard deviation of  2.45 (Table 8). On the 
other hand, the mean for pretest for first blended course was found to be 52.0 with a standard devia-
tion of  3.40 while for posttest was 68.2 with a standard deviation of  2.15. With a t (7) = 7.58, p = 
<.0001 (Table 9). This was an indication that web 2.0 test was statistically significant. Likewise, with a 
t (7) = 7.58, p = <.0001 the test for blended course was statistically significant. As such, the null hy-
pothesis were rejected for both hypothesis. Therefore, there was sufficient evidence to conclude that 
there was a positive impact of  using blended course and Web 2.0 tools into the course of  an art edu-
cation bachelor’s program at a Saudi Arabian university in the Fall 2020. 

Table 9: Web 2.0 tools and blended course paired t test output 

 
 

 
Figure 3: Differences in pre and post web 2.0 tools histogram 
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Figure 4: Differences in pre and post blended differences histogram 

 

 
Figure 5: boxplot of  blended course scores (post-pre) 
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Figure 6: Boxplot of  web 2.0 differences in scores (post-pre) 

In summary, the paper has revealed that there is a positive impact in scores after introduction of  web 
2.0 and blended courses during the Covid-19 pandemic as indicated by a higher positive score in par-
ticipant’s experiences and reflections after the intervention. The stakeholders should therefore imple-
ment the blended course and web 2.0 tools to learners at the University. 

THEME 3: THE IMPACT OF LEARNING 21ST-CENTURY SKILLS IN A 
BLENDED COURSE USING WEB 2.0 
The Fall 2020 semester was the first time that these art students had taken a blended course using 
Web 2.0 tools. The blended course was a new learning method (online and F2F instruction) for the 
university’s art education department. The students opined that the blended course was the best way 
to learn during the Covid-19 pandemic because it enhanced their learning through online and on-
campus meetings and activities. The following are four main 21st-century skills learnt in the blended 
course using Web 2.0: technology literacy, creativity, decision-making and problem-solving, and col-
laboration and communication.  

Technology literacy 
The online meetings and activities helped students use Web 2.0 tools. They reported feeling more 
comfortable (compared with online learning) meeting the instructor on campus, since the instructor 
guided them to gain the necessary skills. Additionally, on-campus meetings allowed them to practice 
drawing and sketching. Additionally, Voki, YouTube, Pinterest were the most-used Web 2.0 tools, 
with 100% of  students using them in the online course. Moreover, while 85.71% used WhatsApp, 
and 78.57% in Instagram. The following Table 10 includes the Web 2.0 tools in the blended course: 

Table 10: Web 2.0 tools in the blended course 

# Web 2.0 tools % 

1 Voki 100% 

2 YouTube 100% 
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# Web 2.0 tools % 

3 Pinterest 100% 

4 WhatsApp 85.71% 

5 Instagram 78.57% 

Creativity  
The students could choose different characters (e.g., animals and historical figures) to include in their 
assignments. Thus, they were required to be creative in their projects. Pinterest and Instagram were 
used as inspiration sources for the art students because of  their visual learning nature. The results 
showed that visual learning tools increased students’ creativity, who created their designs using social 
media as a source of  inspiration. 

Decision-making and problem-solving 
Voki tools such as Web 2.0 provided important indicators for decision-making, which was based on 
the students’ perceptions. The students chose the topic they wanted from the various design elements 
and principles and presented the desired character from the chapter. They solved any problems they 
faced by helping each other via WhatsApp. Thus, students benefited from group work as they 
thought critically and solved problems by clarifying their ideas through group discussion. Students 
engaged in online and F2F learning activities, which increased their skills and helped them gain more 
knowledge of  the course content. 

Collaboration and communication 
The students had access to different tools to communicate with each other. They liked to communi-
cate privately by using tools such as WhatsApp. They collaborated on learning activities that helped 
them interact and supported their learning. Therefore, Web 2.0 tools supported learner collaboration 
online—the groups developed the quality of  their interactions, mediated by peer critiques on their art 
and design sketches. Students developed a strong sense of  community after the instructor had built 
the structure and activities in the blended course. Group assignments required students to work to-
gether via peer reviews, group work, and discussions. Students were provided with a better learning 
experience, which produced better learning outcomes. 

THEME 4: STUDENTS’ EXPERIENCES AND INTERACTION USING WEB 2.0 IN 
BLENDED COURSE  
After the students received instruction via a blended method through the LMS (Blackboard), they 
participated in in-depth individual interviews. The students enjoyed using Web 2.0 during the blended 
course. The blended course was a new learning style with online and F2F classes in art education. Art 
students discussed that the blended course was the best way to learn during the Covid-19 pandemic 
because it enhanced their online and on-campus meetings and activities. The online meetings and ac-
tivities helped students use Web 2.0 tools in Blackboard such as Voki Online Classroom, YouTube 
videos, Pinterest, and more. In addition, on-campus meetings helped them practice drawing and 
sketching. They reported that they felt more comfortable meeting the instructor on campus, which is 
how the instructor guided them to gain the required skills, as opposed online meetings. Voki, 
YouTube, and Pinterest were the top Web 2.0 tools that art students said were useful and inspiring in 
the artwork.  

Voki Classroom  
The students enjoyed creating animations in the Voki online classroom via three essential tools: Voki 
Create, Presenter, and Hangouts. Figure 7 shows the Voki website (www.voki.com). 

http://www.voki.com/
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Figure 7: Voki website 

Voki Create 
Students had a positive experience learning with the Voki Create avatar animation tools, which al-
lowed them to create a customized talking avatar (Figure 8). Students mentioned using different char-
acters (e.g., anime characters, animals, and historical figures) in their assignments. Students also noted 
that Voki Create could add accessories, backgrounds, and voices from text or recorded by a micro-
phone to their avatars. In the individual student interviews, participants reported positive experiences 
taking a blended course with Web 2.0 tools, such as the Voki animation tool, and sharing their work 
on social media. Students also expressed a desire for all professors to include Voki in their art and de-
sign programs. For instance, one student said, “It’s a new and fun technology tool to create an ani-
mated character. It looks like Snapchat images.”  

 

Figure 8: Voki Create tool 

Voki Presenter 
Figure 9 shows the Voki Presenter tool. Students explained that this tool was accessible, efficient, and 
easy to use when creating their animated characters. Students further noted that Voki Presenter al-
lowed them to create their avatar, encouraging their peers to pay more attention to their presentation. 
They could also expand their presentation by adding slides, top characters, text, images, YouTube or 
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Vimeo videos, backgrounds, and shapes. When students used Voki in the online classroom, they pre-
ferred to use their smartphones to share links faster with the instructor and their classmates via 
WhatsApp. For instance, one student said: “I like Voki Presenter because it [helps me] acquire team-
work experience. Also, I have more interactions with my classmates.” All participants preferred using 
social media via smartphone apps and agreed that Voki captured their attention and kept them en-
gaged in the class. Students liked the animated characters because they could create, play with, edit, 
and delete their work before submitting the assignment. The tools engaged students’ learning and de-
sign innovation, and they felt connected with each other and the professor. However, some students 
argued that the application was often slow and needed improvement. 

 
Figure 9: Voki Presenter tool 

Voki Hangouts 
Students used Voki Hangouts to share their experiences with their classmates and instructor. Each 
Hangout contained teacher-defined topics on which students could comment. Students received an 
invitation from the instructor and could reply to one other. Example comments from the students 
included, “It is a learning community tool designed to encourage intelligent student conversations 
using Voki speaking avatars. I learn English art vocabulary when I use Voki.” All students paid atten-
tion to the colorful and interactive Voki website and hoped that the art education department would 
use similar technologies in the art and design curriculum. Figure 10 shows the layout of  the Voki 
Hangouts tool. 

 
Figure 10: Voki Hangouts tool 
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YouTube 
The YouTube video platform has become one of  the most popular online applications that all stu-
dents engage with in distance education. YouTube helps teachers perfect teaching methods and de-
velop curricula in their courses (Neumann & Herodotou, 2020). In this study, before the F2F class in 
the blended course, the instructor gave students YouTube tools, such as videos, for each model. Stu-
dents discussed and practiced using the link between the pre-online and F2F sessions during the se-
mester. YouTube helped students self-learn by watching videos along with the design, step by step. 
Example comments from the students included, “YouTube is the best tools for self-learning. I am 
always searching videos to figure out what I did not understand in the classroom.” Students men-
tioned that the instructor posted videos before on-campus meetings to explain and discuss art pro-
cesses in-depth. Also, it supported the researcher in designing effective teaching methods and devel-
oping a curriculum in the course (Figure 11). 

 
Figure 11: YouTube video in art and design 

Pinterest 
Pinterest is an image-sharing social service that has attracted a great deal of  attention recently and 
has become one of  the most popular social networks (Feng et al., 2013). Art is one of  the most pop-
ular and content-generating categories on this platform. It is a photo-sharing website that allows us-
ers to create and manage photo collections based on themes. The researcher gave students assign-
ments using Pinterest and searching images by art subjects. For example, the researcher created “Pin-
boards” for each module in the blended course (Figure 12), like the design elements in the module 
(2). Students enjoyed sharing images and creating new ideas for their sketches from Pinterest. Exam-
ple comments from the students included, “It is free, flexible, provides quick access, and helps me to 
generate diverse ideas.” Other students mentioned building an art “Pinboard” comprising unmissable 
ideas. It also has a tidy set of  virtual boards instead of  a mammoth file folder with ripped magazine 
pages. Interacting virtually and looking at unique content can be a great source of  inspiration for stu-
dents through visual stimulation using Pinterest. Example comments from the students included, “It 
is fun! Also, it is a source of  inspiration and innovation for our design.” 

The researcher’s role was to provide students a Pinterest tool to help them understand the subject, 
achieve the stated learning objectives about art and design step by step, and show videos explaining 
the method of  drawing and coloring in art and design. More specifically, it presented students with a 
set of  digital files for “Pinboards,” or just user boards, known as “Pinners,” saved bookmarks of  web 
content, known as “Pins,” to “Boards.” The teacher shared “Pins” among students to visualize an im-
age that summarizes what each Pin represents. The site took students to the main web page that 
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hosts the image and related content by clicking on the Pin. The researcher’s goal was to allow stu-
dents to comment and link to the image source when the Pin was created. Thus, other community 
members could “Add,” “Like,” or “Re-pin” comments. The researcher also wanted students to con-
nect with artists, designers, photographers, and other creative professionals worldwide through Pin-
terest. For instance, one student said, “It is social because classmates or friends can see what you are 
up to, comment, and share photos.”  

 
Figure 12: The elements of  design in Pinterest (module 2) 

DISCUSSION 
The result is presented in four themes according to the one research question: “How does the in-
structor design and evaluate a blended (hybrid) course designed to use Web 2.0 tools in a fine arts 
program?” During the study, the researcher changed the course instruction format from 100% tradi-
tional classroom teaching to a blended course, which seemed to be an effective learning design for 
both instructor and students during the Covid-19 pandemic. Blended or flipped courses can provide 
a new pedagogical approach to upgrade Saudi Arabian universities’ guidelines on delivering their pro-
grams. From the students’ perspective, the QMHER was useful, as it allowed them to know how to 
meet the course requirements and improve their grades. 

The four themes identified from analyzing the data were: 1) designing a blended learning course with 
the QMHER in an Art Education program, 2) students’ evaluation of  the blended course using Web 
2.0, 3) the impact of  learning 21st century skills in a blended course using Web 2.0, and 4) students’ 
experiences and interaction using Web 2.0 in blended course. 

The first theme derived from an analysis of  the 8 Standers from the QMHER was to design a 
blended course. The researcher used technology to improve access, increase efficiency, enhance pres-
ence, deepen engagement and satisfaction, and improve learning outcomes. The researcher took ad-
vantage of  technological benefits for the blended course. A noteworthy point about this research is 
that varied technological resources were incorporated in the course. First, Blackboard, a learning 
management system (LMS), was included as a part of  the technological strategy. The LMS is a hybrid 
tool that facilitates the evaluation of  students’ work, such as tests, assignments, surveys, and discus-
sion boards. It allows automatic grading with instant feedback reporting and analysis (Aljawarneh, 
2020). Thus, Dilmaç (2020) found that students argued that laboratory studies could not be con-
ducted exclusively through online courses; they need an in-person laboratory for this type of  learning 
and cannot perform their experiments at home; thus, some aspects of  art education can only be car-
ried out in a workshop environment. In other words, art and design lessons cannot be taught entirely 
through distance education because they are application-oriented, and exclusively-online lessons can 
reduce students’ creativity and self-confidence (Adedoyin & Soykan, 2020). The second technology 
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used during the blended course, Web 2.0 tools, offers students a better way to interact with each 
other and with the content. Web 2.0 tools—Voki, YouTube, Pinterest, Instagram, and WhatsApp—
supported the learning objectives and the criteria and standards for quality online education, such as 
the QMHER. The researcher chose fun and novel tools for art students and helped students achieve 
their learning objectives in the blended course. 

The second theme that emerged from the pre-test and post-test one focus group questionnaire was 
that none of  the participants had a working knowledge of  either blended courses or Voki. However, 
the results showed that all students had experience using Web 2.0 tools to enhance their learning. 
These tools were easy to learn on a smartphone because they had prior knowledge of  using mobile 
apps. Students also used other devices, such as tablets and laptops.  

Through a blended course, the third theme highlighted an improvement in students’ learning of  21st-
century skills (including technology literacy, creativity, decision-making, problem-solving, and collab-
oration and communication). Students used Web 2.0 tools to enable their learning and social interac-
tions, which helped the participants when the researcher added activities and assignments in the 
online classroom. The findings also emphasized the benefits of  using Web 2.0 tools to develop new 
teaching approaches to motivate students. The study’s results showed that, Web 2.0 tools were effec-
tive for students’ academic achievement in blended courses. There are various advantages to using 
Web 2.0 tools that can help higher education students succeed in online or blended courses and 
achieve success in their future careers. Lai and Bower (2019) expressed that learning outcomes and 
students’ behavior are a few of  the evaluation criteria for online courses. In the present study, stu-
dents’ behavior changed positively during the blended course, as the Web 2.0 tools made them feel 
happy and excited and helped them enjoy more while learning online. 

The fourth theme was supported by a descriptive analysis of  the in-depth individual interviews. Find-
ings showed that, as a new technology tool, the introduction of  Voki to the class helped the partici-
pants engage in learning. The results highlighted that students felt comfortable learning through the 
blended course using Voki. Additionally, they became self-learners responsible for their academic 
success and learned to complete their work individually or in teams. Voki offers three unique tools on 
its website: Create, Present, and Hangout. Students used the Create tool to introduce themselves in 
Module (1) of  the blended course. When students used Voki tools, they had two options to share 
their animated videos. First, they could embed a code from the Voki website to share the videos with 
the group and instructor via social media, such as Facebook, Twitter, blogs, or emails. Students also 
shared their Voki Creator animation links with their instructor and classmates in WhatsApp groups. 
Even though a few students were not proficient in English, they reported that the language used was 
easy to understand; further, the website also supports Arabic. The participants also noted that the 
professor allowed them to use both languages. 

After using Voki, students exhibited optimism, were engaged, and created animations in the online 
classroom; student learning is improved by an ebullient learning environment, which also enhances 
students’ motivation. In addition, shy students seemed to be more confident when they were learning 
via this tool because they could record different voices. Students liked Voki Present because it helped 
them acquire teamwork experience and more interactions with their classmates. In Voki Hangouts, 
students felt that everyone had equal learning opportunities as they all shared their thoughts and 
posted their animations on the same topic.  

YouTube was another Web tool that supported students’ self-learning through videos with a step-by-
step design presented before the F2F meeting in the blended course. Pinterest was also conceived as 
an inspirational tool for art and design students. In addition, students used WhatsApp as a communi-
cation tool to share their opinions and images in a private group. In contrast, students mentioned 
some downsides, such as device- and network-related problems. The Voki mobile app sometimes did 
not function correctly on their smartphones; consequently, the students preferred to use the desktop 
version of  the Voki online classroom. Furthermore, the focus group discussions highlighted issues 
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related to technology use in art and design, such as the extraction of  outdated information, loneli-
ness, and a lack of  strong relationships between students. 

CONCLUSIONS 
This study’s main focus was to design and evaluate the impact of  using a blended course and Web 2.0 
tools into the “Design Fundamentals and Elements” course of  a fine arts bachelor’s program at a 
Saudi Arabian university in Fall 2020. The study also examined how students used Web 2.0 tools to 
improve their learning in the design of  a blended (hybrid) course following the Quality Matters TM 
Higher Education Rubric (QMHER). The flipped classroom model provided a new pedagogical ap-
proach to design blended learning with the QMHER in art education. Blended courses are viable ed-
ucation modalities during the global Covid-19 pandemic, necessitating social distancing. In this con-
text, the study was answering the following question: “How does the instructor design and evaluate a 
blended (hybrid) course intended to use Web 2.0 tools in a fine arts program?” 

The study revealed four main themes: 1) designing a blended learning course with the QMHER in an 
Art Education program, 2) students’ evaluation of  the blended course using Web 2.0, 3) the impact 
of  learning 21st century skills in a blended course using Web 2.0, and 4) students’ experiences and in-
teraction using Web 2.0 in blended course. 

The QMHER was valuable for students’ understanding of  the course requirements and to improve 
their grades. Moreover, many Web 2.0 tools were helpful in teaching and learning art and design con-
cepts via a blended course to improve students’ skills. The findings highlight how students’ 21st-cen-
tury skills increased by using a blended course using Voki. 

This study had some limitations. First, its methodological approach involved using a teaching method 
that was new to both the instructor and the students. As it was their first time using Voki in a 
blended art and design course, students needed to understand the Voki classroom. Second, when 
gathering feedback from the participants, the researcher realized that some students ignored the use 
of  technology and did not respond to email requests for feedback. This problem resulted in resched-
uling the interview times and dates using online meeting platforms such as Google Hangouts. Based 
on the research findings, the following recommendations are made for higher education institutions 
that provide art and design curricula and degree programs: 

• The QMHER should be applied to both online and blended higher education courses in 
Saudi Arabia and internationally.  

• Art and design teaching and learning should be transformed through Web 2.0 tools, allowing 
students to explore their design capabilities in the fine arts, art education, interior design, 
fashion design, and graphic design fields. 
Blended courses should be integrated with the QMHER and Web 2.0 tools into art and de-
sign curricula. 
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