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Abstract- The millennial generation is one of the most studied generation. The people who are born between 1981 and 

1999 form this generation.  The objective of this paper is to provide unique insights into the learning preferences and 

behaviors of millennial students through digital teaching pedagogies. 

 

I. INTRODUCTION 

The digitalization of teaching pedagogies has received attention over the past ten years. Many engineering 

institutions claim to apply digital pedagogies in their teaching and learning practices.  These practices start right 

from using a power point in the classroom, to using a “Flipped classroom” where students learn the class material 

through different Massively Open Online Courses (MOOCs) like Coursera, edX, Udacity etc. and reflect their 

learning in classroom discussions. Do these teaching practices constitute a digital pedagogy?  How does one get 

started in it, and how is it different from regular pedagogy? Broadly defined, “digital pedagogy is the use of 

electronic elements to enhance or to change to experience of education [1]”. The teaching pedagogy can be based 

out of a flipped classroom approach or using Experiential Learning [2]. But how does one reflect the change brought 

by the use of a digital pedagogy in practice? The objective of this paper is to measure the change in experience 

brought by digital pedagogies in millennial students. After 2011, academic interest in digital pedagogy has grown 

considerably. The same year witnessed the launch of digital-pedagogy centered journals such as Hybrid Pedagogy 

and the Journal of Interactive Technology and Pedagogy.  These researchers argue that simply using electronic 

element in the teaching practices will not enhance the learning experience of the students. The teacher has to reflect 

upon the behavior change of millennial students while incorporating digital pedagogies. Paul Fyfe argues: “if the 

tool you have is a hammer, it is tempting to treat problems as nails.” In other words, this means that a simple 

incorporation of a tool (say PowerPoint) in a lecture, without any reflection on how the lecture form itself should 

evolve, is pretty much the same as a lecture without PowerPoint.  

 

II. BACKGROUND 

Traditional teaching and learning was based inside the classrooms. Teachers were considered role models by their 

students and were next to parents in their lives. This was the time when the whole attention of the student was 

focused inside the classrooms.  The teacher used to lecture the students and give notes. The student used to 

comprehend the lessons and solve the questions given by the teacher. Pew Research Center [3] refers to millennial 

generation as, “Those born between 1981 and 1996 and the first generation to come of age in the new millennium.”  

The millennial student has been born in the era of smartphones. Thus, it has become very important to understand 

the technological perspective of teaching pedagogies.  Most of the concerns for the teacher who is engaged in 

teaching millennial students is the usage of smartphones by these students inside the classroom. The teachers using 

traditional methods of teaching are of the viewpoint that students should not be allowed to use their smartphones 

within the classrooms.  But the millennial students find it very difficult to resist using smartphones during class. If 

they are being caught by the teacher, their smartphones are confiscated. The teacher may have a perception that now 

the student will focus in the class but that does not actually happen with millennial students. They develop a sense of 

dissatisfaction and hatred towards the teacher and loose interest in the subject. The same has been a subject of 

research by Lawson and Henderson [4] who have considered the effect of teacher ignoring the student while using 

smartphones. Attention is one of the cognitive processes and is closely related to memory and comprehension. Using 

smartphones within the classroom is a kind of multitasking activity.  As explained by Preece et al. [5], multitasking 

causes the shift of user’s attention from focused to divided.  Focussed and divided attention enables us to be 

selective in terms of the mass of competing stimuli but limits our ability to keep track of all events. Thus the ill 

effects of multitasking in the form of chatting, playing games in the classroom settings have a detrimental effect on 

student’s attention. This in turn reduces the cognitive ability of the student in thinking, learning, writing and 

remembering things.  Efficient awareness programs using the technology in their hands have to be created to educate 
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the millennial students about their loss of cognition while multitasking.  As indicated by Lawson and Henderson, 

“Proposed alternatives to ignoring texting or outright bans include using smartphones for classroom exercises, 

educating students about the dangers of multitasking, and the use of technology breaks”. Price [6] shared the 

characteristics of the ideal learning environments for millennial students, their preferences regarding assignments 

and assessment, and the characteristics of their ideal professor.  She conducted a qualitative analysis of narratives 

provided by around hundred millennial students to get a more elaborate picture of what makes them change their 

attitude towards classroom teaching. The same has been the focus of many Human Computer Interaction 

Researchers around the world [7, 9, 10, and 11].  

 

III. PROPOSED MODEL 

3.1 Use of Active Learning Methods 

Millennial students prefer a variety of active learning methods. As per Duke [8], “In an active learning classroom, 

students must think, create and solve problems rather than passively listen to lecture. Active learning techniques and 

strategies can be used to develop quick activities that punctuate lectures. They can also be used to completely fill the 

class time”.  These methods can be applied to millennial students to divert their attention from mobile phones and 

hence enhance their problem solving skills. The teacher can float a problem in the classroom, then ask the students 

to discuss about the same in pairs or groups, convince each other about the solution and then make the groups share 

their approach of solving the problem with other groups. Because of increase in student engagement, this method 

proves useful as now the student attention will not be divided. Inclusion of their peers also make them more 

attentive in the lecture. 

 

3.2 Use of 4W 1H model for Behavioral Intervention 

As per Fogg’s Behavior Model (FBM), for a behavior change to occur Motivation, Ability and Prompt should occur 

at the same time. The 4W 1H model can be used to implement and reflect upon this behavior change. It can be used 

to increase the quality of Generation Z or millennial engineering students by changing the pedagogies followed in 

the training of technologies. The inferences drawn from this model, combined with Fogg’s Behavior Model can be 

used to create Behavioral Interventions through technology. This model is widely used in Market Research to infer 

customer behavior in Focus Groups. It can also be used to find out the behavior of a student in a classroom setting. 

Another application of this model is to observe the effect of the existing teaching pedagogies on the students. 

 

 
Figure 1: The 4W 1H model for Understanding the Effect of Teaching Pedagogy on Millennial Students 

 

What: Causing a behavior change in millennial students  

Why: Millennial students are highly distracted  

Where: Inside the Classrooms 

Who: The teachers teaching millennial students 

When: 9 AM - 5 PM during weekdays 

How: Following the approaches of Flipped Classrooms, Understanding Student’s Mental Models 

The implementation of this model and the evaluation of Active Learning Methods will be a subject of future 

research. 
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IV. CONCLUSION 

Digital pedagogy is not merely a way to teach, but also makes up a rapidly expanding field hosting multiple debates 

and schools of thought. Any and all of these debates should be dealt carefully at institutions having millennial 

students because the behavior change is very difficult to measure for millennial students. 
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