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Introduction

Hello and Welcome.

My name is Tiffany Espinosa and I am here to talk with you about Mobile Technology Devices such as iPods and PDAs, handheld devices enabled with audio, video, communications, and collaboration capabilities.

We will be exploring the different ways these devices help us both in formal educational settings like classrooms, distance education, and in studying, as well as in our lifelong learning.

While alternatives to traditional stand-up teaching have been available to us for many years, including books, radio, audio tapes, video tapes, or television, we are just beginning to break ground on a whole new territory of learning that puts all these options in the palms of our hands  and allows us to learn anything, anywhere. 

We are only just now exploring what this means for both teaching and learning, but the indications are this will open up doors to us that we never imagined before.

Join me on this exciting Journey.

Chapter 1

The Devices

So let’s talk about what exactly these mobile multimedia devices are.  They cover a range of pocket-sized technologies including products like cellular phones, PDAs, iPods, and Sony PSPs.  

They are multimedia enabled, including a mix of audio, video, internet, graphics, text, and communications capabilities.  

Many of these multimedia devices can communicate two-ways: information can be downloaded to them or sent from them, either from the internet, computers, or other similar pocket-sized devices.  

They allow users access to enriched information and collaboration tools anywhere, anytime: on the bus, in the classroom, at home or in the office.  

People are already using these devices for work, play and entertainment.  

We can capitalize on that to create better educational tools that cater to our natural and intuitive ways of learning. 

Chapter 2

Natural Learning: Before Chalkboards and PowerPoint

When preparing educational tools and resources, it is important for us to understand the way humans learn and work on delivering education in ways that are most natural for us to take in information.
For millions of years before the advent of chalkboards and Powerpoint, people had to learn how to do a myriad of things just to survive.  The most ancient part of our brain, the limbic system, takes in sensory cues from what we see, hear, smell and experience physically to help us learn and thrive.  In its most basic form, the brain allows us to recognize patterns in complex environments and associate those patterns with appropriate behaviors.  Humans have throughout history learned by watching and doing.  

Skills like how to get food, build tools and create fire, and deal with predators that were faster, larger and stronger than us.  We have collaborated throughout history, knowing that by working together we can do more.  

On the flip side of learning by watching and doing, we have taught by showing and demonstrating.  There is evidence throughout the world that humans have recorded their experiences and ideas pictorially for over 60,000 years.  Cave paintings and pictographs give us insight into the lives and cultures of humans across the millenia.  Seeing, doing and learning go hand in hand for us.

The new array of small portable multi-media devices is seemingly tailor-made to help people acquire and keep information in the most natural way possible—that is, the way the brain itself acquires and maintains data.

Learning is a lifelong endeavor for humans.  We tend to think of learning as formalized training, but in fact we are hardwired to constantly incorporate new information from our environment to help us survive.  Our modern environment doesn’t usually involve having to run from tigers or build fire by smashing two rocks together.  Nonetheless, some lessons are timeless: we still have to be able to work in teams, communicate effectively, and perform the tasks that allow us to have roofs over our heads and food at our tables.  Problem solving and critical thinking skills are important regardless of environment.  One way we can encourage these skills is by encouraging curiosity and providing opportunities for people to engage in active or experiential learning.

Chapter 3

Multimedia and Learning

Tell me and I'll forget. Show me and I'll remember. Involve me and I'll understand. - Confucius
Considering that humans seem to be hardwired to learn by watching and doing, incorporating more multimedia into education makes sense.  Information presented in multimedia formats is the next best thing short of being able to actively participate in real or simulated experiences in real life.

There have been stacks and stacks of research into the effect of multimedia on learning.  The results are inconclusive as multimedia actually covers a wide range of activities and technologies.  Multimedia can be interactive allowing users to explore and engage with information, or it can be passive, like this, focusing more on conveying content using text, graphics, animation, video or audio. 

Even passive multimedia has been shown to be more enriching than text alone. 

 In a study using electroencephalography (EEG) to measure brain activity when exposed to different media researchers found that students found it difficult to form mental models from text alone. Multimedia presentations trigger visualization strategies such as mental imagery, which is crucial to many kinds of problem solving.

The strength of interactive multimedia is that, in addition to stimulating different parts of the brain and allowing learners to build mental models,
 it also provides learners with the opportunity to engage and effect change on the content.  Some of the more sophisticated models of interactive multimedia are coming out of the physical sciences.  These types of programs involve simulated “microworlds,” that, programmed to be governed by scientific models and laws, become virtual laboratories and creative playgrounds for learners to explore, create and control.

Chapter 4
Implications for Combining Mobile Devices and Multimedia Resources
By putting the power of multimedia learning in the palms of our hands, and developing more unique interactive applications that draw on the multimedia, communications, and collaborations capabilities available in these mobile devices, we can give learners extraordinary tools.  Students can experience and explore new places, cultures, languages, and concepts.

Mobile Multimedia Devices are breaking down classroom walls, both by allowing learners instant access to the world outside the classroom and by creating mobile learning and classroom environments.  They have the potential to change the way instruction is done, putting the acquisition of content into the hands of learners to access at will and opening up classroom time to more meaningful interactions.  

Additionally, because educators are able to draw from a wider set of resources, and to package them in customized chunks, they can make learning more relevant to individual learners and encourage cross-disciplinary thinking.  For example, at Georgia College & State University, one instructor has students listen to songs from the Doors to help illuminate concepts from Nietzsche.  While the technical capability might have existed before, the technologies themselves are encourages instructors to bring in diverse resources to support and expand learning.

Finally, Mobile Multimedia Devices could change learning by being able to keep learners on the cutting edge, as it is happening.  Learners have access to the newest information, ideas, techniques, findings, innovations, accomplishments, and advances as they occur.  While the information age has revolutionized our access to new knowledge, mobile technology devices has put that information into our hands.    

Epilogue

So how did this video podcast come to be? 

I was initially working on a research paper on this same topic, and found myself excited about the possibilities of this emerging area of educational technologies.  I kept visualizing aspects of this project until finally I just had to ask myself, why am I writing about this when I can show it?  The point of my paper was that these technologies enrich learning.  So, I thought to myself, why not enrich my work.

I have to say working in multimedia is at once exciting and a little overwhelming.  I’ve never done anything like this, I’ve worked a camcorder before, but I’d never actually shot and edited a video.  As I was pondering the possibility of putting together a video podcast, I was also thinking about the technical requirements.  I had a video camera, and I had a computer, and the desire to do this, but I was missing a crucial part.  I knew that I needed something to translate the digital video tape into a compatible format to be able to easily distribute it and upload it.  Then I happen across a little device that was the missing link for me.  It’s a terrific little box that has actually opened my eyes to whole new possibilities.

I can actually carry all the equipment I need to do video podcasts in a small backpack.  Since it all can run off batteries, I have “unleashed” my own creativity as well in the making of this video podcast.  As I talked about in the video, one of the exciting aspects of using these type of wireless technology devices is that we can stay at the cutting edge of what’s happening—we can get news as it’s happening and be “on-the-scene” with virtually no lag time.  Considering the portability of the equipment to make video podcasts, 

It allows us to be anywhere, anytime creating highly dispersible multimedia objects from any corner of the earth and sending them almost instantaneously to any other corner of the earth, where people can watch them wherever they happen to be.

Even the cost is fairly reasonable.  I have a 4 year old Samsung SCD23 Digital Video Recorder that new was about $300, that uses tapes that cost about $5 but can be reused; I have my laptop (an average laptop these days costs $600-$2000); and I have this ADS Tech DVD Xpress DX2, which came with the software I needed.  I’ve been using ULEAD VideoStudio 9.  The device and software together cost about $70.  For around $1000 anyone could be equipped to produce their own documentary or educational videos.

It didn’t take me too long to figure out how to make all this work together, but I tend to be pretty intuitive about these things.  It has taken awhile to write the script, do the filming (including bribing my extras to be in the video) and then edit it, definitely more time than to write a research paper, but it has definitely been rewarding.  

So, I hope you’ve enjoyed my first foray into writing, producing and directing a video.  It won’t be my last, though I doubt I’ll ever make it to Sundance.  Thank you for taking this voyage with me, I hope you have been able to take away something interesting or valuable from your time with me.
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