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Abstract: This research delves into the evaluation of the skills and learning aptitude of a cohort of 200 undergraduate students by utilizing a
self-assessment survey for a Video project assignment. The significance of Video projects lies in their potential to serve as potent instruments for
augmenting learning outcomes. They contribute to an enriched understanding of the subject matter, while concurrently fostering the development
of critical thinking, creative acumen, and soft skills among students. The study sought to gauge student perspectives and perceptions regarding
the skills acquired during an Advertising project through an extensive set of 50 survey questions. These questions were meticulously designed to
mirror the student viewpoint on the efficacy of the Video project.

The assessment process covered each stage of the project assignment, ranging from the inception of ideas to the actual creation of the Video,
followed by the editing and finalization phases. At every juncture, students' competencies were scrutinized to gain a comprehensive understanding
of their evolving skill set. The sample population for this study was randomly drawn from undergraduate students pursuing diverse Art Majors at
Andhra University.

By scrutinizing the students' experiences and insights throughout the Video project, this research aims to contribute valuable insights into the
multifaceted impacts of such assignments on the holistic development of undergraduate students in the realm of arts education.

IndexTerms — Video Project Assignment, Critical Thinking, Editing, Soft Skills

. INTRODUCTION

Video advertising assignments are designed to activate skills that improve students' comprehension, synthesis, and analytical
understanding of various advertising concepts. These tasks involve formulating theories and frameworks, typically initiated by
compelling ideas, leading to visualization, scriptwriting, practice, creation, and editing. Through repeated experiences with these
aspects of video ad creation, students can effectively learn and acquire both subject knowledge and analytical skills, contributing to
the development of their foundational understanding.

Participation in the creation of video advertisements allows students to grasp and experience concepts through their own creative
perspectives, providing a distinctive and impactful learning experience. Unlike traditional classroom communication, video ads
offer students inventive communication tools that can enhance their overall perspective on education and learning (Schultz, 2014).
Moreover, these projects empower students to work on ideas, generating parallel or extended thoughts and embellishing concepts
into tangible video ad projects.

While digital training videos and online lectures have become crucial in contemporary education, the emphasis has often been on
teaching and instructional outcomes. This paper redirects attention to a student-centric model, delving into the skills acquired in an
advertising project setting. It explores video creation skills, students' creative involvement, and the evaluation of student skills
derived from assigned ad projects. The literature review and its application to the given scenario shed light on the challenges of the
study and outline the future scope of research, underscoring the impact of ad project assignments on students.

Project-based learning is essential for students to envision and apply what they learn in class. Interactive assignments, such as ad
projects, can bring out the best in students, offering opportunities for skill-inscribed demonstrations of knowledge. Ad-project aided
learning motivates students to adopt a practical approach to their acquired knowledge, nurturing skills like problem-solving,
decision-making, interpersonal skills, time management, analytical skills, innovative thinking, reasoning abilities, and crisis
management (Ting, 2013).
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Video ad projects contribute to the multifaceted development of students, covering subject learning and the acquisition of skills that
inspire learning with creative innovation. The prevalence of online media over traditional media is evident in the growing use of
smartphones, high-processor laptops, HD cameras, and social media platforms like YouTube and Facebook. These platforms present
abundant opportunities for showcasing creative video presentations, influencing daily life, educational preferences, and professional
choices.

In the contemporary landscape, video ad projects have opened new horizons for learning, significantly influencing the educational
landscape. Students engaging in visual creativity experience enhanced learning through critical thinking, data evaluation, and the
integration of audio-visual impressions into widely accepted ideas. Video presentations, with their diverse multimedia elements,
offer an efficient means of conveying information and can have a distinctive impact on the audience (Sari, 2020).

I1. DATA COLLECTION

A cohort of 200 students was randomly selected from the Arts College at Andhra University and divided into groups through a
random selection process. Each group was tasked with an Ad project, chosen collectively based on group discussions, skill
evaluations, and an assessment of available information and knowledge. The students were given a timeframe of 3 months to
complete their respective projects. The age range of the sampled students was between 19 and 23 years. Among the survey
participants, 35% were male, while the remaining 65% were female. Given the diverse Art Majors represented by the students, the
sample not only effectively mirrors the overall student population but also allows for the assessment of a heterogeneous group.

The infrastructure utilized by the students for video recording varied, encompassing smartphones, tripods, Bluetooth devices, as
well as analog and digital cameras with different pixel ranges. Additionally, a variety of video editing software was employed,
including VIV A video, KineMaster, Windows Movie Maker, Filmora Video Editor, and Adobe Premier. The survey questions were
crafted to gauge the students' attitudes and aptitudes toward the Ad project assignment, focusing on the skills acquired, knowledge
gained, and overall learning outcomes.

I1l. RESULTS AND DISCUSSION

The survey provided insight into students' self-assessment scores, capturing their perceived overall development in skills such
as teamwork, group participation, decision-making, presentation skills, self-esteem, critical thinking, creative aptitude, and
concept visualization. This evaluation spanned each phase of the project assignment, encompassing the conceptualization of
ideas, video production, editing, and the final presentation.

A noteworthy finding was that a substantial percentage, ranging from 70% to 88% of students, assigned a mean score of 8 out
of 10, with a narrow variance of £0.5. This indicated a self-perceived improvement in crucial areas such as teamwork, group
participation, problem-solving, and time management. Additionally, a significant portion, varying from 60% to 75% of students,
reported a positive enhancement in self-esteem, self-confidence, critical thinking, and creative aptitude, with a mean score of 7.5
and a variance of £0.7.

The survey delved further into students' attitudes and eagerness toward the Ad project assignment, revealing that an impressive
80% of students displayed a positive willingness to actively engage in the project. Interestingly, the study noted that the project
outcomes had a limited impact on the skills gained, emphasizing that students' active participation and involvement were crucial
factors influencing both skill assessment and attitudes toward the Ad project. This underscores the significance of students'
commitment and engagement in shaping their learning experiences and skill development throughout the project.

IV. CONCLUSION

The observation indicated a clear and deterministic attribution by students of the positive correlation between the skills acquired
and their active participation in the Ad video project. Looking ahead, the prospective scope of this paper involves a comprehensive
evaluation of students' skill preferences, perceptions, and assessment outcomes in relation to their subject majors, course performance,
and the application of acquired skills in other assignments. This extended investigation aims to provide a more nuanced understanding
of how students' academic pursuits and skill development intersect, shedding light on potential avenues for enhancing the
effectiveness of project-based learning initiatives.
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