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Abstract

The integration of technology in concurrence with content may facilitate learning in today’s classroom. The flexibility of multimedia addresses the diverse population of students in the school environment. In addition, the assimilation of multimedia and technology may support student learning. Below is an example of how multimedia tools may support learning in a variety of ways. Specifically, digital storytelling, virtual field trips, and embedded multimedia is presented.

Multimedia Presentations
Multimedia presentations are increasingly utilized in today’s classroom. The delivery of content in combination with technology use may be beneficial to educators and students in gathering information, supporting classroom curriculum, and communicating with others. In addition, the variety of uses of multimedia can aid in student learning through a variety of resources. Teachers may choose to utilize specific multimedia presentations that support curriculum in order to meet the needs of students. The presentation of academic content in conjunction with multimedia tools may enhance learning experiences that may be transferred to academic and personal environments. Multimedia learning in the classroom can support a positive learning environment as well as provide students with opportunities that may reflect his or her academic learning.
Multimedia Tools
Multimedia includes visual and audio characteristics in conjunction with content that is presented through the use of technological sources, such as illustrations, transcripts, and videos (Shank, 2005). It seems as though multimedia has advantages in and outside of the classroom. If used efficiently, the value of learning may be represented through an increase in processing, student collaboration, thinking skills, and content knowledge (Shank, 2005). I believe it is important to recognize that students have a wide variety of learning styles and methods that aid in individual comprehension and application. Students may benefit from the variety of multimedia and resource tools that are present and that continue to be developed. Multimedia can enhance literacy skills by providing non-verbal information that can support the learning process (Hines & Silverman, 2009). In addition, software has been shown to increase motivation, advance thinking skills, and aid in student-centered education (Boone & Kinsley, 2008). I believe that the flexibility of multimedia tools can support the learning process in that students may have the opportunity to demonstrate his or her learning in ways that meet his or her needs and that also reflects the objectives. 

Podcasts


The use of Podcasts in the classroom may provide an enriching experience for a diverse population of students. A Podcast is a file that can be easily downloaded from the Internet through some form of software, such as iTunes (Thacker, 2007). Podcast presentations vary in depth, as they may contain one or more of the following: audio, text, graphics, or video (Thacker, 2007). Depending on the classroom objective, a teacher may choose to explore a variety of Podcasts. In addition, teachers have the ability to use this media tool to convey a specific presentation, to enhance student understanding, or to build academic skills (Thacker, 2007). Podcasts allow the teacher to become the facilitator, aid students to work collaboratively, and stimulate higher-level thinking (Thacker, 2007). Additional advantages include reaching a diverse population with a variety of learning methods, assisting students who may be visually impaired, and providing flexibility for the students (Thacker, 2007). To adhere to a variety of learners, students may have the opportunity to produce a Podcast that reflects learning objectives based on academic content. If accessible, teachers may provide Mac computers for students to carry out his or her learning process. Specific guidelines and expectations should be presented in order for the students to utilize the software installed on the computers, such as GarageBand, iTunes, and iMovie so that students may carry out a specific project.

WebQuests


If used to support curriculum, WebQuests may provide students with an alternate learning experience. WebQuests engage student learning through the use of the computer as well as the Internet in a way that facilitates problem-solving techniques (Sunal, Vanguri, Wilson & Wright, 2004). Students may have the opportunity to explore WebQuests, created by the teacher or others, in order to assist in the creation of an original project that reflects learning. Students may have the opportunity to inquire about curiosities by individually or collaboratively navigating through WebQuests. I believe that if used efficiently, WebQuests may be flexible and sensitive to learning styles. The objectives of pursuing or creating WebQuests ought to reflect state standards as well as provide the students with the opportunity to inspire his or her creative ability. I believe that if a WebQuest is created with objectives and expectations explicitly projected, as well as provokes inquiry and engages the students, then it may present the necessary aptitude to demonstrate what he or she has learned. WebQuests allow students to distinguish between conceptual relationships, provide the students with authentic situations, and present the opportunity to reflect on what has been learned (March, 2003). In addition, WebQuests are designed to provide students with easy accessibility and inquiry-based questions that promote significant products (Sunal et. al., 2004). 

Digital Storytelling

Digital storytelling is the process of using multimedia, including text, images, video, and sound, to tell stories. Digital stories are generally just a few minutes long. There is a process of developing digital stories that was developed by the Center for Digital Storytelling (Stephenson, 2006). This process includes script or story development, recording the story, processing images to illustrate the story, combining audio and images, adding music, and finally, presenting the finished project (Stephenson, 2006). Digital storytelling also requires certain elements to make the story successful. Each of these elements should be carefully looked at before, during, and after creating the project. Table 1 includes a list of these elements (Robin, 2010).

A point of view allows the creator to put personal expression into the story. First person pronouns are encouraged. A dramatic question tends to grab a viewer’s attention and have the viewer become involved in the story. Digital stories are effective when they evoke an emotion from the viewer. Economy is the process of including just enough visual images, audio, music, and text to tell the story. Pacing can pertain to the pacing of the voice of the narrator as well as to how fast visuals are left for the viewer to see. Students get to use their own voice in narrating their stories. This allows for all students to be heard. Finally, the soundtrack or type of music that a person chooses to use in a digital story can enhance the emotional aspects of the story (Bull & Kajder, 2006). 

When students use the entire process of digital storytelling, they practice twenty-first century literacy skills, which include global and digital literacies, combined with information literacy, visual literacy, technology literacy, and media literacy (Brown, Bryan & Brown, 2005). Other vital skills are practiced when creating a digital story. Students can use research skills when they are finding and analyzing information for a story. They use writing skills as they tell the story from a certain viewpoint. Students must organize the information, may use interview skills, and when working with a group, must use interpersonal skills. Finally, students will be able to critique their own work and well as others’ according to defined rubrics (Robin, 2010). 

In addition to allowing students to put into practice numerous skills, digital storytelling allows them to write about and explore their own world. It can give students an authentic reason for researching and writing. Students can write about events that happened in their own lives, places they have been, things that they do, and people they are interested in. Students may also create a digital story about a creative fictional piece of writing or poetry. Students may be more motivated to fulfill the requirements of a digital storytelling project than a straight writing assignment. Students also have the opportunity to share their stories with the world by posting their stories on the World Wide Web. 

Students may construct stories about their own personal lives and interests, but they can also examine historical themes and events through digital storytelling (Robin, 2008). When examining these themes, students are required to conduct research and process and synthesize information. After processing the historical information, students can then examine historical events from their own perspective. They then become the historians. 

Although students can use digital storytelling in a variety of ways, teachers can also use it for instruction. Teachers can create a digital story about a topic in order to hook students into the lesson. Because many students are visual learners, digital stories can be used to clearly explain a difficult concept or topic. Because the story would be carefully planned out in advance, the teacher is able to anticipate and demonstrate things and use materials in the video that would not be able to be done in the classroom setting. 

Virtual Field Trips


Virtual field trips are a way to visit a place you can not go to in real life through the internet .Virtual field trips are simulated, real-time trips. These trips are guides explorations through the Web that organize a collection of images, text, and other media in a format to electronically visit a time or place. Virtual field trips help students understand their own lives and the different places, traditions, and cultures in the world. Virtual field trips involve using videoconferencing and audio conferencing technologies that allow students in one part of the world to visit and learn about people in another part of the world. The virtual experiences become a part of their own life experiences. 


Virtual field trips challenge and expose students to new ways of using technology.  There are many formats for virtual field trips. Some trips are links on one web page. Other trips require the student to navigate, using buttons to move through the trip or tour. Virtual field trips are computer- generated environments for students to have media-rich interactions with laboratories, museums, parks, zoos, and other countries.  Students are exposed to using images, animation, QuickTime movies, sound/music, video, online forums, additional links, and educational materials. (Stevenson, 2001).  


Virtual field trips engage and motivate the students’ interest in learning of the content area. The trips allow students to go through experiences that make real connections with the skills they are learning. The context of the material becomes a reality which students see, feel, and manipulate. Students are eager to go on virtual field trips because they are free. They are able to see the sights and sounds of places outside the classroom. Students don't want to miss out on the fun and excitement of traveling to historical sites, battlefields, museums, space shuttles, and more. (Lamb, 2005). 


Virtual field trips allow students to explore and learn of historical events of the past. Students can go on a kayak expedition where they experience first-hand the adventures of riding the oceans, rivers, and canals. They can explore the rainforest and the jungles. In social science, students can visit the 18th century and be a part of colonial life. Students can travel the Oregon Trail and learn of the western civilization.  Students can visit Washington, D.C. and tour the White House. (Stevenson, 2001). Students can visit a horse or a dairy farm. Through virtual field trips students become acquainted with any facet of life.


Virtual field trips allow students to participate in authentic scientific experiments.  

Students can go inside a cell to explore molecules. They can visit the bottom of the ocean and see the creatures living. Students can go inside a nuclear power station. Students can visit NASA and walk in space. Through virtual field trips students can actually dissect a frog. Students can be a part of a group studying endangered species. The world of science comes within their grasps instilling within these students a wealth of knowledge and information. (Johnson, 2010). 


Virtual field trips can be presented through text, visuals, audio, video, animation, and web cams.  They are developed for every grade level.  The field trip can be very simple or very complex. It could be a photo tour or a detailed trip with video and audio components. The most popular format for virtual field trips is photographs.  The trips can be made of drawings, paintings, sketches, and other visuals. Virtual field trips that include audio, video, and animation need a media player such as QuickTime, Windows Media Player, or Real Player. Web cams are cameras that provide still or moving pictures of a certain place. What is good about web cams is that you can store your visuals for later viewing. (Lamb, 2005). 


Students can create their own virtual field trips. This is an excellent way of integrating technology into the classroom. Students search for sites that relate to the subject material being taught. Students are able to make learning connections from content to context.  Having students create virtual field trips is a way to access different learning styles. Virtual field trips extend students learning through first hand experience.  The websites they visit embrace the content and concepts of the material being taught.  Using virtual field trips is a way for teachers to heighten learning in student achievement.
Embedded Multimedia

Embedded multimedia refers to teaching methods that embed video content within teachers’ lessons. (Chambers, Cheung & Slavin, 2006) Integrating computers, software, and digital tools can be implemented into the classroom to enhance student learning.  Embedded multimedia tools are useful when integrated into the curriculum content. This multimedia is designed to supplement other teaching materials.
Today’s students spend much of their day engaged in media in some way. They watch TV, listen to IPods and MP3 Players, talk and text via the cell phone and use the computer for various reasons. Given that these media devices consume so much of their time, the school system is faced with a challenge to keep students engaged with this same media. Embedded multimedia helps to offset this challenge. Many of these electronic devices can be used effectively in the classroom. Research has suggested that multimedia instruction can enhance learning by using both visual and verbal memory systems. Embedded multimedia can be used to model skills or content for students. Some examples of embedded multimedia are: YouTube Videos, Interactive Flash Movies, Audio Elements, and 3-D Elements and Animation. 
Streaming video is the backbone of live and pre-recorded broadcasting on the Web. YouTube is one of the most popular sites on the Web for pre-recorded video. Real-time professional or personal broadcasts are also very popular. (Cohen, 2009) There are many YouTube videos available for integrating into classroom instruction. Students tune in to these videos more than they do from a lecture from the teacher. The audio, video, graphics, and sound add interest to the particular subject. These video clips can easily be embedded into a lesson and many of them are free to use. Students can also create their own video clips and post them on YouTube.
Interactive Flash Movies, Audio Elements, and 3–D Elements and Animations can all be embedded into regular classroom instruction. Where possible, animations and video clips should be included.  Research suggests that these materials have a particularly powerful impact on student learning (Mayer & Moreno, 2002). With animation, graphics come alive and move. This quick movement keeps students alert and engaged in the lesson. Students can also create their own animations and voice files.  Lessons can be converted to MP3 so students can listen to the material more than once. Using Sound Forge software, lessons can be recorded, edited, and converted to MP3 format for playback on a personal MP3 player. Most of the students already have the device, so why not use it for more than listening to music. IPods can also be used to teach ELL students as well as audio and visual learners. Audio can be embedded into a student’s work by using the Sound Forge product. This product allows students to create dialog that portrays the sound of various environments and use effects echo, reverb, and pitch shift to create that environment with software. 
Most of us are very familiar with PowerPoint presentations. Instead of boring your students with just another presentation, embed a sound file, video clip, or animated objects into the presentation and watch the positive effects that it has on learning and active classroom participation.

Embedded multimedia transforms the traditional classroom as we prepare students to be competitive 21st century learners. Textbooks come to life with the integration of embedded multimedia. Students are given the opportunity to be actively engaged learners instead of passive listeners.

Our schools are a combination of diverse learners with many different learning styles, abilities and physical and mental limitations. Embedded and interactive multimedia presents an opportunity for many differentiated lessons to address the needs and learning styles of this diverse population of learners. With the ability to embed sound, graphics, video clips, streaming video, interactive flash movies, 3-D elements, and animation, there is something for each student to capture. 
The implementation of multimedia may provide an enriching academic experience for students in and outside of the classroom. Depending on which multimedia tool is implemented, teachers can facilitate the learning process and provide the necessary support to create critical thinkers within a classroom community. In conjunction with curriculum, its uses can help meet the needs of all learners. Teachers have the ability to shape learners and through the recognition of the characteristics of technological advancements, teachers can provide an environment that may facilitate global educators.
References
Boone, R., & Kinsley, K., (2008). Effects of multimedia software on achievement of middle school students in an American history class. Journal of Research on Technology in Education, 41(2), 203-221.
Brown, J., Bryan, J. & Brown, T. (2005). Twenty-first century literacy and technology in K-8
classrooms. Innovate 1(3), 1-5
Bull, G. & Kajder, S. (2006). Digital storytelling in language arts. Digital Storyteller. Center for
Technology & Teacher Education: University of Virginia, Retrieved September 10, 2010 from http://www.digitalstoryteller.org/docs/languagearts.htm  
Chambers, B., Cheung, A., Madden, N.A., Slavin, R. E. & Gifford R. (2006). Achievement effects of embedded multimedia in a success for all reading program. Journal of Educational Psychology, 98(1), 232-237.

Cohen, Laura B. (2009). Multimedia on the web. Retrieved September 11, 2010, from http://www.internettorial.net/multimediamedia.asp
Hines, S. & Silverman, R. (2009). The effects of multimedia-enhanced instruction on the vocabulary of English-language learners and non-English-language learners in pre-kindergarten through second grade. Journal of Educational Psychology, 101(2), 305-314.

Lamb, A. (2005). Explore virtual adventures.  Retrieved August 29th, 2010, from 
http://eduscapes.com/sessions/virtual/explore.html 

Johnson, J. (2010). Benefits of virtual field trips. Retrieved September 9th, 2010, from 
http://www.helium.com/items/1703600-virtual-field-trips
March, T. (2003). The learning power of WebQuests. Educational Leadership, 61(4), 42-47.

Mayer, R. E., & Moreno R. (2002). Animation as an aid to multimedia learning. Educational Psychology Review, 14, 87-99.
Robin, B. (2008). The educational uses of digital storytelling. Retrieved September 10th,   
2010 from http://digitalstorytelling.coe.uh.edu/powerpoint.html 
Shank, P. (2005). The value of multimedia in learning. Retrieved September 8th, 2010, from  http://www.adobe.com/designcenter/thinktank/valuemedia/The_Value of Multimedia.pdf
Steele-Carlin, S. (2006).  Get Outta Class With Virtual Field Trips. Retrieved September 9th,  
2010, from http://www.educationworld.com/a_tech/tech/tech071.shtml
Stephenson, B. (2010) DigiStories. Retrieved from September 10th, 2010 from http://www.digistories.co.uk  
Stevenson, S. (2001).  Discover and Create Your Own Field Trips.  Retrieved August 29th, from  

 http://www.infotoday.com/MMSchools/sep01/stevenson.htm 

Sunal, C., Vanguri, P., Wilson, E., & Wright, V., (2004). WebQuests in social studies education. Journal of Interactive Online Learning, 3(2), 1-5. 

Thacker, C. (2007). Podcasts in education. Retrieved September 8th, 2010, from http://www.macinstruct.com/node/43 

	Before and During Writing
	During Construction

	1. A Point of View—what is the perspective of the author?
	5. Pacing—how slowly or quickly the story progresses. 

	2. Dramatic Question—what question will be answered at the end of the story?
	6. Gift of Your Voice—a way to personalize the story to help the audience understand the context.

	3. Emotional Content—serious issues that speak to us in a personal and powerful way.
	7. Soundtrack—music or other sounds that add emotional support to the storyline

	4. Economy—using just enough content to tell the story without overloading the viewer with too much information. 
	


The Seven Elements of Digital Storytelling 
