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INTRODUCTION:   

We live in an amazing world of digital interaction.  From cell 
phones that can record the latest flash mob posted to your own 
You Tube channel - to tweets of the next flash mob meeting 
place - to posts on my Facebook wall, every second of our lives 
can be documented and shared with the whole world in 
seconds.  This prospect is exciting, amazing, and 
overwhelming.   

 

As a digital media professor, with literally the entire digital 
world at my disposal, it is my ultimate responsibility to insure 
that my multimedia students are at the minimum fully aware of 
the latest technology tools, and at the maximum fully fluent in 
these tools.  

By introducing and instructing digital media students to myriad 
ways these tools could be used and how they could enhance 
and simplify their lives, they will expound and create new ways 
to digitize their lives. 

 

THE CONTEXT: 

WORK/COMMUNITY CONTEXT—  

I am presently an Assistant Professor in the Information 
Technologies Department at County College of Morris in 
Randolph, New Jersey.  I am the curriculum coordinator for the 
Digital Media degree.  It is extremely important to me to 
engage my students in the curriculum subject matter by using 



the latest technology available.  The Information Technology 
Department has the responsibility of leading the college in the 
education of technological advancements and for setting an 
example as being consistently on the cutting edge.   

In the past I have lobbied for the current versions of all 
software used and the updated hardware to support it.  We 
currently have our multimedia labs set up with desktop 
computers as the layout.  We have MAC computers that run 
Apple specific software.  We have both Windows and MAC 
laptops for student use.  Hands-on projects using a well-
rounded suite of programs are consistent throughout the 
curriculum.   

 

LITERATURE REVIEW—  

From the research I have done it seems to point in one 
direction and to make a significant statement.  Young people 
today, especially students, feel so dependent on technology 
and the interactive aspect of it that they cannot be without it.  
If faced with that prospect they become anxious and exhibit 
symptoms of anxiety and depression. 

The connection between students and interactive technology is 
so strong that the introduction and instruction of the latest 
technology will increase their willingness to learn how to use 
it, which will make them more engaged in classroom learning 
and more excited in completing course projects.  Their love of 
learning and their interest in the digital media subject matter 
will be increased because of their desire to assimilate the new 
technology in their lives. 

Introducing and instructing the latest interactive technology 
will bolster the arsenal of digital technology that students have 
at their disposal.  This should make it even more difficult for 
students to imagine living without it.  

 

 

 



THE RESEARCH: 

RESEARCH QUESTION—  

How can I further engage multimedia students using the latest 
interactive technology? 

 

REPORT OF CYCLES OF RESEARCH—  

The cycle for this action research was one semester, the Spring 
2011 Semester, at County College of Morris.  The courses that I 
used to introduce and instruct the latest technology were 
Digital Media Production, and Multimedia II.   

 

CYCLE RESEARCH QUESTION:  

During the Spring 2011 Semester in both the Digital Media 
Production course and in the Multimedia II course students will 
be introduced to and instructed in the use of iPads.   

In Digital Media Production the students work during the last 
half of the semester (eight weeks) on their group final 
projects.  The final projects consist of three components – a 
presentation using Keynote Slideshow, a Garage Band song, 
and a movie edited in Final Cut Pro.  All of these programs are 
Apple specific programs.  In the past student groups completed 
all three components of their projects using the Apple desktop 
and laptop computers.  During the Spring 2011 Semester all 
groups will use the iPads to develop and to display their 
Keynote Slideshow presentations.  The Keynote presentations 
are to convey their concept proposals to the class.  All groups 
also have the option of using You Tube for playback of their 
final movies.   

In Multimedia II students will be use the iPads to look at 
videos and determine if the playback differs from this device to 
the playback on desktops and laptops.  They will also explore 
apps that can aid them in their final project of creating a You 
Tube video that will be played back on the iPad.  Students will 
explore the differences and similarities in using different 



devices to complete a project. 

In both courses I expect my students to be more interested 
and engaged when we are working with the iPads and when we 
are examining You Tube videos.  This heightened interest will 
encourage them to complete all projects and be proud of their 
work. 

 

EVIDENCE USED TO EVALUATE THE ACTION:  

The direct evidence that I will collect to determine how 
students responded was how many projects were completed 
successfully.   

The indirect evidence I will collect will be listening to 
comments that students make while working with both the 
iPads and viewing You Tube videos.  Observing group dynamics 
and the how the groups are relating to the mobile interactive 
technology will be additional indirect evidence. Observing 
students individually to determine their level of excitement and 
willingness to further explore the additional features and uses 
of the technology will be extremely helpful in determining 
success. 

EVALUATION:  

I evaluated the outcomes by looking at the number of students 
who successfully completed the projects in both courses.  By 
students’ successful completion they demonstrated that they 
did in fact learn how to use the interactive technology; namely 
iPads and You Tube.  Their learning was enhanced and 
expanded by integrating this technology with the technology 
they were already familiar with. 

Future analysis will consist of statistical analysis to gage if a 
higher percentage of students completed all projects once the 
current interactive technology was introduced. 

 

 

 



REFLECTION:  

After the semester was completed I felt that my students in 
both courses really enjoyed working with the iPads.  Learning 
and using Keynote Slideshow on a tablet was a much different 
experience than working on a desktop or a laptop.  Students 
were interested in working with the iPads and wanted to 
explore it further.  Students really enjoyed using You Tube as a 
Web vehicle to place their movies; to control the format that 
they are saved in, and to control how their movies are viewed 
and by whom.  

If I had total budgetary control I would make sure that I had 
enough iPads for each student to use their own iPad.  It was 
inconvenient for students to have to share iPads.  The 
experience would be more personal if each student had control 
of his or her own iPad. 

What most surprised me was the fact that the majority of my 
students in both courses never used an iPad before.  They were 
all familiar with the name. Some students handled one in an 
Apple store on a one-time basis.  The rest of the students had 
no experience at all.  Most of my students in both courses knew 
what You Tube was, and most students went to the site prior to 
the course.  Some students knew about personal You Tube 
channels and some students did in fact have their own channel. 

 

FINAL REFLECTION: 

With technology developing so fast and new technologies 
emerging so quickly, I feel compelled to be abreast of these 
changes. I need to be prepared to introduce them to my 
students and to be ready to offer instruction in these 
technologies in ways that will benefit students the most.   

Introducing the latest interactive technology, namely iPads and 
You Tube, digital media students were able to understand how 
their learning experience can be enhanced.  Using an Apple- 
specific program that was previously taught on a desktop and 
laptop students were able to experience a handheld, more 
portable way to achieve the same ends.  Students that had to 
create a movie found that they had options of how and where 
their movie was stored, and a more convenient way of making 



it available to whomever they choose.  By placing their movie 
on their own You Tube channel, they can both make the movie 
universally accessible or limit it to only themselves.   

The percentage of students successfully completing all projects 
was higher this semester in these two courses than in previous 
semesters.  The projects were also of a significantly higher 
quality than previous semester’s projects.  Students were 
excited, engaged, and looked forward to working with both 
these interactive technologies in the future.  I have students 
throughout this summer who are sending me their You Tube 
links with movies that they have made after the semester has 
ended.  This proof is irrefutable that students truly enjoyed 
their learning experience and carried that love with them in the 
future.  Their lives are different now because of taking the 
course. 
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