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Abstract: This paper examines the use of video projects as an activity-based
learning tool in a university module, with a particular focus on the integration of artificial
intelligence (Al) tools. Students were divided into three groups: the first group developed
video projects without Al, the second one relied primarily on Al-generated support, and the
third ones were hybrid groups that combined both traditional creativity and Al assistance.
Data were collected from two sources: final mark on the module and student evaluations of
the module’s effectiveness.

The results show some differences across the groups. Students who worked ib Al-
assisted projects demonstrated strong technical skills but sometimes lacked originality and
creativity, while non-Al projects demonstrated authenticity, creativity and more personal
expression. Hybrid projects presented more efficiency with creative depth. Student
feedback on the module emphasized the motivational impact of video-based learning and
expressed positive views on the role of Al, predominantly enthusiasm for its support.

The findings suggest that video projects are a powerful vehicle for activity-based
learning, and that Al, when used strategically, can improve but should not replace
student’s creativity. Implications for pedagogy include encouraging balanced integration of
Al to develop both technical and creative competencies. The paper concludes with
recommendations for designing Al-supported activity-based learning tasks in higher
education.
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1. INTRODUCTION AND LITERATURE REVIEW

Activity-based learning (ABL) has been recognized as a “pedagogical approach that
prioritizes student engagement, problem-solving, and active participation” over passive
knowledge transmission similarly to project-based learning (Yuna et al., 2025, Prince,
2013). It is based in experiential learning theory of Kolb (Kolb, 1984) and emphasizes that
tasks, collaboration, and reflection, helping students connect theoretical concepts to real-
world applications.

Within this framework, video projects have been used as an effective ABL tool.
Creating videos requires students to integrate knowledge with creativity, collaboration, and
technical skills (Kearney & Schuck, 2006). Research highlights that video-learning
develops critical thinking, enhance communication skills, and improve learner’s motivation
(Moghavvemi et al., 2018). Moreover, video projects align with the growing demand for
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interdisciplinary approach preparing students for contemporary communication
environments (Hafner, 2013) and raise the student engagement (Hidayat et al.).

The rise of artificial intelligence (Al) tools has further expanded possibilities for
project-based and activity-based learning. Al applications such as ChatGPT, image
generators, and video editing assistants can support students in brainstorming ideas,
refining scripts, and enhancing technical quality (Al-Okaily, 2025; Zawacki-Richter et al.,
2019). While studies indicate that Al can reduce workload and increase productivity,
teachers worry about overreliance on Al, noting risks such as decreased originality, ethical
concerns, and potential lack of knowledge and skills of the students (Eusebio et al., 2025,
Luckin et al., 2016; Holmes et al., 2019).

However, there is a limited empirical research on how Al integration specifically
impacts student-created video projects. Some findings suggest that Al support may
improve technical execution but does not guarantee deeper learning outcomes or
authentic creativity (Kasneci et al., 2023). This gap demonstrates the need to examine
how students use Al in activity-based learning contexts and how such integration affects
both project quality and student perceptions.

This study contributes to the literature by comparing student video projects
developed with and without Al support, and by exploring student feedback on the
pedagogical value of such assignments.

2. RESEARCH METHODOLOGY

2.1 Research Context

The study was conducted within a bachelor-level course in Marketing
Communications at Varna University of Management during the first semester of the
2024/2025 academic year. The course integrates theory with practice and emphasizes
activity-based learning, particularly through the use of video projects as a core
assignment.

2.2 Participants

A total of 33 students participated in the module. Students were divided into small
groups (3—5 members) to design and produce a short video project. The class was
intentionally structured into three categories of groups:

e Non-Al groups — students relied solely on their own creativity, research, and
technical skills without Al tools. They were allowed to use only video editor
programmes.

o Al-assisted groups — students were encouraged to make use of Al tools (e.g.,
ChatGPT, Al video editors, image generators) in generating ideas, scripts, or
visuals.

e Hybrid groups — students combined traditional creative approaches with Al support.
2.3 Task Design

Each group was assigned to develop a video project addressing a specific
communication objective (e.g., promoting a product, social campaign, or awareness
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message). They could create the advertisements for a real company or for a company that

students would like to create. The project required:
o Concept development (idea, message, target audience).
e Scriptwriting and storyboard creation.
e Video production and editing.
o Final presentation in class.
2.4 Assessment of Projects
Projects were evaluated by the lecturer using a rubric with the following criteria:
o Creativity and originality.
o Clarity of message.
o Audience targeting and relevance.
o Technical execution (editing, sound, visuals).
e Emotional impact and engagement.
Each criterion was scored on a 5-point scale (2 = very weak, 6 = excellent).
2.5 Student Evaluation of the Module

In addition to project assessment, students provided feedback on the learning
experience by completing an anonymous evaluation form. The form included both
quantitative ratings (1-5 scale on clarity, engagement, learning outcomes, use of
technology, etc.) and qualitative comments on strengths, challenges, and perceived value

of the video project task.
2.6 Data Collection
Two types of data were collected:

1. Quantitative data — rubric scores for group projects and student evaluation scores of

the module.
2. Qualitative data — open-ended responses from student evaluations.
2.7 Data Analysis

Quantitative analysis - Descriptive statistics (means) were calculated for project
scores across the three group categories (non-Al, Al-assisted, hybrid). Comparative
analysis was used to identify differences in performance.

Qualitative analysis - Student comments were analyzed to identify their perceptions
of the video project assignment and the role of Al in learning.

3. RESULTS AND DISCUSSION
The analysis of project marks across three consecutive years (2022-2024)

demonstrates a clear upward trend in average student performance. As shown in Fig. 1,
the average mark increased steadily from 56.52 in 2022 to 69.92 in 2024, reflecting a

substantial improvement in overall project quality.
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Fig. 1. Average Student Marks Across Years Source: Own

As it can be seen, the 2024 cohort—the first to work in groups differentiated by Al
use (non-Al, Al-assisted, hybrid)—achieved the highest results. Since, there are only 2
points difference with a year with Al usage and Non Al usage, it can not be concluded that
Al raised the results. Informal observation suggested that hybrid groups produced the
most balanced outcomes, combining creativity and authenticity with technical refinement.

Student evaluations of teaching the module also indicate high satisfaction and
appreciation of the activity-based learning approach. On a 5-point scale, the teacher’s
rating remained consistently excellent across years, with a slight improvement from 4.92 in
2022 to the maximum 5.00 in 2023 and 2024 (see Fig. 2).

Chart Title
2022 2023 2024
Fig. 2. Student Evaluation of the Module (Teacher Ratings) Source: Own

Students highlighted the motivational and engaging nature of the video project
assignment. The majority of students acknowledged that Al-supported tools increased
efficiency and enhanced the technical quality of the videos.
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Open-ended comments from students provided further depth to the evaluation of
the module. Several themes emerged:

« High regard for teaching quality and expertise:
“Great teacher, very educated, content was sufficient.”
o “Excellent way of teaching, interesting and helping advice about the subject.”
« Engagement and clarity:
o “Everything was perfectly well explained.”

o “The course has sufficient learning materials for me, and whenever | have
questions, the lecturer responds really fast and is very supportive.”

o Value of activity-based learning and Al integration:

o “Good delivery of information, interesting group projects especially the ones
with Al.”

o “The projects with and without Al were great. Ina Stanoeva prepared us for
adult life.”

These comments suggest that students not only valued the pedagogical clarity and
support of the module, but also found the group projects—particularly those integrating
Al—motivating and relevant to real-world applications.

The results of this study provide evidence that video projects are a highly effective
form of activity-based learning in higher education, aligning with the principles of
experiential learning (Kolb, 1984) and active engagement (Prince, 2004). The slight
improvement in student performance across the three-year period suggests that
embedding video assignments enhances both the quality of student work and the depth of
learning.

The improvement from an average mark of 56.52 in 2022 to 69.92 in 2024
illustrates the pedagogical value of video projects. As noted by Kearney and Schuck
(2006) and Hidayat et al. (2026), creating videos requires students to synthesize
knowledge, apply creativity, and collaborate effectively. Student comments in this study
reinforce these benefits, with feedback emphasizing that the projects were “interesting,”
“‘well explained,” and “preparing [students] for adult life.” Such perceptions are consistent
with research highlighting the motivational role of authentic, student-created video tasks
(Hafner, 2013).

A key contribution of this study is its examination of Al-supported projects. Findings
suggest that Al-assisted projects showed high levels of technical quality, while non-Al
projects demonstrated stronger authenticity and originality. Student feedback recognized
the value of both approaches: “interesting group projects especially the ones with Al”
indicates appreciation of innovation, while the overall success of hybrid groups suggests
that balanced integration of Al and human creativity may represent an optimal model. This
aligns with recent research stating that while Al can improve efficiency and polish the texts
and tasks, it risks undermining originality when used exclusively (Hazimah et al., 2025,
Kasneci et al., 2023; Holmes et al., 2022).
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Student evaluations of the module consistently rated the teaching quality at the
highest level (4.92-5.00 out of 5), indicating that activity-based approaches improve both
learning outcomes and satisfaction. Thematic analysis of comments shows clarity of
instruction, supportive interaction, and responsiveness of the teacher as factors supporting
positive experiences. These findings relate to the literature on active and supportive
pedagogy, where teacher facilitation plays a critical role in maximizing the benefits of
activity-based learning (Wang et al., 2025, Li, 2025, Yuna et al., 2025, ).

The results also align with broader trends in active and experiential pedagogy,
including the use of simulations and gamification in Bulgarian higher education as
discussed by Vodenicharova & Marchev (2021). Similar to management games, video
projects with or without Al stimulate decision-making, creativity, and applied skills,
positioning them as modern vehicles for activity-based learning. Our study also supports
the view of Angelova (2023) that teaching should be related to knowledge and not only to
information.

This study also highlights three practical implications:

1. Video projects are effective activity-based learning tools that improve performance
and engagement.

2. Al should be integrated strategically—as a support for efficiency and technical
execution—while encouraging students own creativity.

3. Teacher facilitation remains crucial; clear guidance and supportive interaction
improves the benefits of such assignments.

CONCLUSION

This study presented the use of video projects as an activity-based learning tool in
higher education, with a particular focus on the integration of artificial intelligence and
video projects. The findings indicate that video projects contribute to high levels of student
satisfaction with the module. Student comments highlighted both the engaging level of
satisfaction of the projects and the supportive role of the lecturer, reinforcing the value of
activity-based pedagogy. The comparison of project types suggests that while Al-assisted
projects can improve technical quality and efficiency, non-Al projects demonstrate stronger
authenticity and emotional approach. Hybrid projects, which combine both approaches,
appear to offer the most balanced and effective outcomes. These results underline the
importance of guiding students toward a strategic, balanced use of Al, ensuring that
technological tools complement rather than replace creativity and critical thinking. From a
pedagogical perspective, the findings confirm that video projects are a powerful tool for
experiential learning, which relates to broader research on activity-based and project-
based education. Teachers play a crucial role in facilitating such projects, offering clarity,
guidance, feedback, and encouragement.

Limitations of the study include the single course context and the relatively small
sample size. Future research could extend this work by examining video projects across
multiple disciplines, conducting bigger studies on skill development, and exploring how
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different Al tools influence learning processes and outcomes. The research is limited to
one university and one country. This also could be extended with the inclusion of more
universities from different regions and countries.

In conclusion, integrating video projects with carefully applied Al support can
significantly improve the learning outcomes, improve student engagement, and prepare
learners with the creative and digital competencies required in contemporary professional
environments.
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