
For elementary-age children, kinesthetic and experiential learning is very power-
ful learning. Field trips are therefore appropriate learning experiences. If you are
teaching a unit on animals and their habitats, a field trip to the local zoo significantly
reinforces what the children learn. How can you take that reinforcing experience back
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Motion Video
The document camera is actually a dedicated motion video camera mounted so that
it takes motion video pictures of whatever is placed on its table. But clearly, motion
video has many applications in the classroom—so many that this technology warrants
a comprehensive discussion of its own. Therefore, we will address motion video
more completely in Chapter 10.

Multimedia in Teaching and Learning
The concept of multimedia suggests a combination of multiple media combined into
a single integrated whole. Indeed, multimedia today is synonymous with a computer-
based format that combines text, graphics, audio, and even video into a single, coher-
ent, digital presentation. Furthermore multimedia software is typically arranged in a
hypermedia format that allows the learner to jump among these elements to follow
his or her own learning style and personal curiosity. Multimedia is highly interactive,
requiring the learner to engage in the process by selecting and navigating among
screens of information and toggling between media presentations. Hoffstetter and
Fox (1997) suggest that using multimedia is potentially so important to instruction
that it is a skill analogous to reading. It is therefore a technology that every educator
should be familiar with.

Multimedia combines the digital version of audio and visuals you have learned
about in this chapter in a hypertext framework. Commercial multimedia includes
such familiar CD-ROM software as multimedia encyclopedias and the many other
types of academic software introduced in Chapter 6. Many of these software pro-
grams are both inexpensive and readily available. Most can be run on the typical
computer found in today’s learning environments, although careful examination of
equipment requirements is an important consideration before acquisition.

Additionally, a wide variety of multimedia authoring tools are available and easy
to use by both teacher and student. Not only does creating custom multimedia soft-
ware using these tools provide a very targeted multimedia lesson, but also, if done
by your students, it reinforces the content as well. Creating multimedia, whether a
PowerPoint presentation to support your instruction or a fully articulated self-
instructional unit created via HyperStudio, adds a powerful teaching and learning
tool to the instructional environment. In general, research supports the intuitive
assumption that students who can hear, see, and interact with their environment can
retain more of the information presented. Paivio’s research (p. 286) suggests the value
of visuals. The addition of audio as well can significantly enhance learning. Clearly
multimedia software offers the maximum opportunity to be engaged and to learn.

Of course, just as visuals must exhibit the characteristics of good design, so too
must multimedia demonstrate quality, both visually and in terms of its audio compo-
nents. The quality of the multimedia must be objectively reviewed, examined, and
evaluated. Some multimedia is indeed better than other multimedia in terms of qual-
ity and applicability to your instructional purposes. With the limited funds typically
allocated for acquisition of software, it is important to choose wisely and well. The
multimedia evaluation rubric in Table 9.6 may prove helpful to you in critically eval-
uating multimedia software for your use.

In this chapter, you have learned about audio media and visual media and their
use in teaching and learning. Each of these media and their supporting technologies
adds dimension to your instruction. When you use the digital version of audio and
visual media and combine it within multimedia software, captivating opportunities
for learning occur. Let’s examine some examples of the effective use of multimedia in
the classroom.
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MULTIMEDIA TITLE:

DESCRIPTION:

VENDOR: COST:

NOTES ON ITS USE:

Using each of the criteria below, evaluate the effectiveness of the multimedia for teaching
and learning. Mark the box that best reflects the multimedia with reference to the evaluation
dimension. Select multimedia software that score 4 or more in the most dimensions.

1 2 3 4 5
Below Above

Dimension Poor Average Average Excellent Excellent

Relevance to 
curriculum

Learner 
interaction

Support 
materials

Ease of use

Technical 
quality

MULTIMEDIA SOFTWARETABLE 9.6

Components do not
address significant
aspects of the cur-
riculum; do not
address targeted
objectives

Components are
both relevant and
irrelevant to cur-
riculum; few objec-
tives are met

Some components
add to and clarify
the curriculum con-
cepts; some are
extraneous; some
objectives addressed

Most components
add to and clarify
key curriculum con-
cepts and address
objectives

All components sig-
nificantly add to and/
or clarify key cur-
riculum concepts;
meets objectives

Components offer
little opportunity for
learner interaction;
not of sufficient
interest to motivate

Components offer
minor opportunities
for interaction;
moderately motivat-
ing for learners

Some components
are interactive;
multimedia is ade-
quately motivating
for learners

Adequate opportu-
nity for learner
interaction is pro-
vided; multimedia is
motivating

Multimedia provides
ample opportunity
for learner interac-
tion; provides sig-
nificant motivation

No additional sup-
port materials are
available with this
product

Few additional
materials are avail-
able; those included
are average quality
and provide limited
support

Some additional
materials are avail-
able; quality of
additional materials
is good; some tar-
get key objectives

Key materials of
good quality are
available to accom-
pany the product;
most are of high
quality and target
objectives

Ample additional
materials are of high
quality, are easy to
use, and target key
objectives

Product is difficult to
use and confusing;
little or no instruc-
tions are included

The product is mod-
erately easy to use;
some areas are dif-
ficult; instructions
are minimal

Some aspects of the
product are confus-
ing to use; instruc-
tions are adequate

Most aspects of the
product are easy to
use; most instruc-
tions are clear

All aspects of the
product are easy to
use and provide the
learner with clear
instructions

Excessive technical
problems during
use and installation

Some technical
problems experi-
enced during use
and installation; lit-
tle troubleshooting
help provided

Product has some
technical problems
and conflicts; some
difficulties experi-
enced during instal-
lation

Product works with
few technical prob-
lems or conflicts;
somewhat easy to
install

Product works
without conflict or
technical problems;
easy to install

Multimedia helps each
type of learner by appeal-
ing to their particular learn-
ing style.

This and other downloadable forms and templates can be found on the Companion Web Site at www.ablongman.com/lever-duffy.


