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Today’s young people are used to seeing all the advances in multimedia each and every day.  Computer generated graphics in video games and movies, as well as, text messaging and YouTube casts are the new everyday norm. As Educators, we must effectively utilize these new technologies in our classrooms and in our Distance Education courses.  
The current definition for the term multimedia is a far cry different to it’s definition when I was in high school. Back then, multimedia consisted of presentations that  were fortunate to have audio along with visual images. The most complex example of that era would be viewing a television program or going to the movie theatre and watching a show on the big screen.  (I hope a few others remember the classroom slideshows that “beeped” when it was time for the teacher to change slides!) Today, the movie theatres and television programs are just a small part of the multi-fauceted media and communications explosion! The definition of the multimedia of today is the utilization of an almost infinite amount of sources for both visual images and audio sound bytes that can either be relayed to the general public or privately via internet websites, blogs, e-mail, pod casts and audio/visual internet streaming to any individual’s personal computer, iPod, television or cell phone! 
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In addition to the types of multimedia listed above, there are several more types to mention. Wiki’s and social bookmarking tools such as del.icio.us and RSS feeds can relay information to a small online group or to the general public in a very fast and effective way. On a more personal level, social networks such as facebook.com can inform selected friends of current social events. YouTube.com, video.google and TeacherTube can disseminate video presentations to the masses. Second Life is a new 
virtual world in which people can meet, network and even make business transactions.  
Several of the above mentioned tools can be used in a very effective way in the classroom or in Distance Education courses.  Digital storytelling uses a vast array of tools  to educate students  in a multimedia format. Still images and video clips, along with audio sound bytes and text titles can effectively help students learn about a specific topic. In addition to the teacher creating digital storytelling presentations, class projects could include either individuals or small groups creating informative or teaching presentation for the rest of the class members.  The presentations could then be implemented into YouTube or TeacherTube for the masses.  Another activity could involve the creation of an educational podcasts or even an educational website on a specific topic.  Password secure  class chat rooms, discussion boards, wiki’s, educational blogs and e-mail are a great way for teachers to interact with students, as well as, interact with other class mates on a specific topic or assignment.   Multimedia class chat room software packages such Groove, Wimba and SharePoint take online classroom interaction to the next level in   
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 adding images, graphs, diagrams, powerpoint slides, video clips and even Second Life clips, along with live audio streaming, to the text style chat format.  Some higher learning institutions are utilizing this amazing technology as the new online education standard.
Other higher learning institutions, as well as the business world, are using Microsoft Office “Live” audio/video streaming as the new “norm” of communication for today.

Advantages of using multimedia in education are numerous. It can stimulate interest and motivate students to learn new information that some students may of previously had difficulty comprehending.  Students that are more visual learners can better understand concepts that are presented in a multimedia format. This is a huge advantage for those students in contrast to the lecture and note taking format commonly seen.  Since  our students are digital natives and have grown up with technology, the usage of  multimedia in the classroom is very appealing to this age group.   
Educators must be mindful of using multimedia to enhance their classroom environment and stimulate learning. Likewise, this technology is to be used as an extension of the teacher, not as a substitute for the teacher.  A healthy balance must be maintained in the usage of multimedia technologies in education, otherwise the over usage would be deemed a non productive display of high tech bells, whistles and widgets! Thus losing all of the productive attributes by the act of over saturation. As stated on the Quill Awards, a book is still a valuable and convenient way to communicate and educate the

masses.
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In participating in ED 584, I have thought of several ways that I will implement

multimedia in future Radiation Therapy courses that I teach at Washburn University.

My first goal is to utilize a type of multimedia software in presenting “live” on-line chat 

discussions.  I have already been researching certain advantages and disadvantages of

Horizon Wimba and the Microsoft Groove software applications. In a recent school 

meeting, the usage of a similar package named SharePoint  was introduced. I still need to

research this package.  My ultimate goal is to be able to present “live” chat discussions

that incorporates visual images and “live” audio streaming along with text messaging.

I believe this would be a far more effective learning environment versus the current text 

chat format available in the Web Course Tools system we currently use at Washburn 

University.
I also would like to implement audio podcasts and short multimedia podcasts that discuss 

specific subject materials to be used as self-study tutorials available on-line to students at

all times. Slide presentations with voice narration will also be implemented.

Self-assessment  tools, such as flash cards, pre-tests and post-tests will also be

 implemented by using multimedia software applications including School Mate,
Camptasia and Captivate. 

Original TeacherTube educational videos, discussing specific patient treatment  

techniques and patient care protocols, will be implemented into the radiation therapy

teaching curriculum using iMovie and Movie Maker software applications.  In the future, 

many more new technologies may be used in the program, as well as in other educational

settings.   3D halograms may replace monitor screens and the technologies that we now
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 call new and innovative will be termed “old fashioned” to students, of future generations.
What an exciting time of exploding technology we live in!
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