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What i1s Multimedia®?

; Multimedia defines applications and technologies that
Include

Btext, data, images, voice and full motion video objects.

1 Instructional designers develop a variety of multimedia
products such as

Bprint based material, job aids and electronics support
systems, websites, games and simulations




Multimedia Learning

1 According to the cognitive theory of multimedia

learning the learner engages in three important
cognitive processes

B(selecting, organizing and integrating).

1 Selection is applied to visual information, organizing is
applied to the verbal information and finally, the visual
and the verbal information is integrated together
(Mayer, 1997).




Multimedia design Models

} Models have been developed for multimedia learning
and for multimedia design and development.

) Hedeodos model (2002) 1 nclud
Learner strategies, Visual input, Verbal input,
Motivation, Cognitive engagement to be some of the
factors that affect learning from multimedia.
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Effective Multimedia Learning

Environments

1 Alessi and Trollip (2001) list four elements that
can make multimedia learning environments
more effective
1. Presentation of information
2. Guidance about how to proceed
3. Practice for fluency and retention and
4

Assessment to determine need for remediation
and next steps




Importance of Competencies

1 Definition: A knowledge, skill, or attitude needed by a
learner to enter, maintain, and/or advance in a subject
area or in the workforce

1 A key aspect of being an educator is ensuring that all
curricula being taught in degree programs is aligned
with the expectations of the particular fields those
students will enter in the future.

; The goal of Instructional Technology programs are to
ease the transition from being a student to being an
ct|onal design and technology specialist.
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ECU Study

+ Brown, Sugar & Daniels (2007) - Media Production
Curriculum and Competencies: Identifying Entry-level
Multimedia Production Competencies and Skills of
Instructional Design and Technology Professionals:
Results from a Biennial Survey
BAuthoring applications media producers regularly use

BAttributes that are most important to the choice of an
authoring application

BAspects of interactive media are included in instructional
media designs




Purpose of this study

1 The goal of this study is to identify multimedia
competencies that an instructional technology
graduate student should be familiar with before
entering the real world.

+ This study was prepared for the purpose of analyzing
what material is considered to be important by the
Instructional technologist currently in the field.
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Survey

1 The survey comprised of 26 questions

1 28 Instructional design and technology professionals were
surveyed on the importance and everyday use of
multimedia competencies in their present day workplace.

; The survey was sent out by email to

BUniversity of North Carolina W
Technology alumni

B Various instructional technology and design professionals

B Select employees at the University of North Carolina at
Wilmington.
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Survey

1 Knowledge competency section

Bfocused on the importance of using and applying design
principles in the production of multimedia projects and

materials.

1 Skill section
Bimportance of multimedia skills for the success of
multimedia development.

 Tools section
Blmportance of diverse multimedia tools.
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Demographics

1 Atotal of 33 subjects responded to the survey
out of which only 28 of them had responded to
the entire survey.

yFive subjects (15%) had a
13 subjects (39%) had a Ma
and 15 subjects (45%) had a Doctoral Degree.

; The employment spectrum was very broad,
Including three K-12 teachers, 23 College or
University teachers, and 7 participants with
corporate positions.




Results

1 What did we find?

Multimedia Skills

Podcasting
Game Design
Designing for Mobile Devices
Animation
Electronic Performance System...

Print Design B Average Response
Simulation
Job Aids
Graphic Design
Web Design




Competencies

Likert Scale used - ( 4=Very Important, 3=Important,
2=Somewhat Important, 1=Unimportant)

The overall mean of all the items In this section was
(M=3.37).

Three items In this section were rated above (M=3.5)
and were considered as very important

development of instructional objectives, practice and
feedback, cognitive learning theory, motivational
strategies

14



