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Educational applications of multimedia
Spring 2026
EDCI 56600—Section 001 & 002, CRN 38002 & 39002
Distance Learning
3 Credit Hours
Instructors 
Instructor:
Dr. Marisa Exter
Learning Design and Technology Program
Department of Curriculum and Instruction, Purdue University
Email: mexter@purdue.edu  
Co-Instructor:
Nursah Yakut
Learning Design and Technology Program
Department of Curriculum and Instruction, Purdue University
Email: nyakut@purdue.edu 
Instructor’s Online Hours
We will be available via email and will generally respond within 24-48 hours (during the work week). Please include “EDCI 566:…” in the subject line of your email to ensure the timeliest response. If you would like to talk in real-time, we would be happy to set up a time that works for you.

We will check the online discussions a minimum of 3 times per week. Keep in mind that it is not possible for the instructor to respond to every single posting every week (nor is it pedagogically appropriate), but she will be sure to respond to a variety of postings and students each week and attempt to assure equality in responses to students. If you feel you are being neglected in any way, please contact the instructor.
We may offer several synchronous virtual sessions during the semester. These are not required but it is recommended that you attend or watch the recording as we may include explanations and tips that could help you with the course and course assignments.
Course Website
Desire to Learn’s Brightspace is our course management system. You can access the course website at https://purdue.brightspace.com/. It is strongly suggested that you explore and become familiar not only with the site navigation, but with content and resources available for this course.
Course Description
This course examines educational applications of multimedia. Fundamentals in the design, development, and evaluation of multimedia enriched resources in a variety of settings will be addressed. Human centered design and UX principles and methods will be explored and utilized through the development of multiple types of digital media. Research findings as well as theoretical approaches supporting the use of multimedia in teaching and learning activities will be examined.
Course Instructional Goals
Upon completion of the course, you will be able to:
· Discuss Human Centered Design concepts and compare and contrast with traditional instructional design.
· Develop empathy with target users utilizing user research methods and the development of personas.
· Explain and apply multimedia and interface design principles within a given educational multimedia learning environment.
· Explain and apply concepts related to accessibility and universal designs for learning.
· Explain and apply usability testing.
· Develop multimedia enriched resources utilizing various software and tools. 
· Discuss the history of multimedia research and design and underlying assumptions from relevant theorists, and the applicability of their discussion to today’s world.
[bookmark: _Hlk158229069]Learning Resources, Technology & Texts (subject to revision)
All readings (including the course textbook) will be linked in the Brightspace course and available to you free of charge through the Purdue Library. 
Mayer, R. (Ed.) (2014). The Cambridge handbook of multimedia learning (2nd ed.). Cambridge University Press: New York. (listed as Handbook in course schedule, this book is offered free of charge in the library link for this course but can also be purchased via Amazon or Cambridge Press). 
Other required and optional readings. In addition to the course textbook, articles, videos, and other reference material will be included in the course website. Where possible, we have linked to resources that are freely available on the internet, allowing you to use them after the course has ended. Note that you are expected to read those marked as “Required Readings,” but “Optional” topics and readings are truly optional – these are there so that you can learn more about topics that might be of particular interest to you.
Supplemental Materials. This semester you will use several software tools to create and edit video, audio, image, and/or interactive web-based components. You will select the software packages and/or online tools to use. Some available tools have short free trials. There are also a number of free or free for limited use tools available. Depending on your project, you may also wish to use a digital video camera or scanner for Project 1, although it is not a requirement. 
If you wish for more guidance on learning to use these types of tools, you may want to look into the technology badges. Instructions for setting up an account and accessing the badges are provided in the course website.
Use of artificial intelligence (AI) or Large Language Models (LLM) in this course
AI can be used only for specific purposes in this course. In some assignments/discussion activities, you will be required to use AI tools in order to compare AI-generated and human-created results. You must indicate in what way you have used AI generated text, images, or other media as part of any course activity, including assignments, discussion forum posts, reflection statements, etc. These guidelines are intended to ensure that you get the most out of the course and meet the learning objectives for the course. More details provided below.
· Assignments:
· AI can be a great tool to use for gaining inspiration. Feel free to use it during your brain-storming process.
· In designated assignments (e.g., structured comparison activities), you may be required to generate an AI-created version of your work for analysis and critique.
· User data collection must be done by interacting with real human users.
· All text used in design documents, reports, storyboards, peer critique, and analytical comparisons should be written in your own words.
· Images or other individual multimedia (MM) components that are generated based on prompts that you devise may be used as part of projects. However:
· This may be used for individual components, but should not constitute the majority of the project unless explicitly required for comparison. (That is, at least 51% of the MM used in the project should be created by you. The overall structure should be created by you.)
· You must disclose that these are generated by AI, including the following information:
· Specific AI tool used, what it was used for, the prompt you used, and any revisions or decisions you made after receiving the AI output. 
This may be included in a design document, at the end of a video, or as a caption as part of an MM resource. 
· Please keep in mind that these should be carefully vetted and selected to meet your objectives, your learner/users’ needs, and sound MM theory and/or interaction design principles. You will not receive points for elements that are not well aligned.
· Some AI based tools encourage users to upload copyrighted material as training data for specific AI models, particularly those used to create content for ‘personalized learning.’ Sharing of copyrighted material with third-party AI tools is prohibited.
· Discussion posts:
· In designated discussion activities, you may be required to create both a human-created and AI-generated version of a multimedia element for structured comparison.
· All text included in discussion posts must be written by you, in your own words.
· AI must not be used to generate your discussion responses, reflections, or peer replies.
· You may link to AI-generated content to illustrate a point, but this should not be the primary content of a post unless explicitly required for comparison.
· Reflection statements:
· All reflection statements must be written by you, in your own words.
If the instructor suspects you have used AI generated content prohibited in this statement, or have used AI generated content but not given credit for it as described above, the instructor will contact you and you may lose some or all points for a given deliverable. Repeated or serious divergence from these guidelines may result in referral to the Office of Student Rights and Responsibilities.
If you have any uncertainty regarding whether AI or LLM tools are appropriate for this course, please contact the instructor before using them.
Assignments
Time Management and Late Assignments
You will have a number of individual projects throughout the semester. You will also be serving to evaluate and provide feedback on group members’ work throughout the semester. Details on these assignments, along with rubrics to guide evaluation, and guidelines on discussion participation and evaluation will be posted on the course Brightspace page.
Points are distributed as indicated in the following table:
	
Assignments
	Points

	Course Biographies
	REQUIRED

	Project 1: Digital Storytelling Project (DSP)
Brief Proposal for Instructor Feedback
DSP Part 1: Design Document
DSP Part 2: Critique (IN DISCUSSION BOARD)
DSP Part 3: Final Digital Storytelling Project (All Components)
	
10
30
7
36

	Project 2: Multimedia (MM) Resource Project
MM Resource Part 1: Design Document
MM Resource Part 2.1: Critique (IN DISCUSSION BOARD)
MM Resource Part 2.2: User Testing
MM Resource Part 3: Final MM Resource Project (All Components)
	
23
7
10
35

	Discussion Questions (6 weekly discussions at 7 points each)
	42

	Total
	200 points


Course biography
You will need to provide a brief biography about yourself for this course. This introduction needs to be in the form of an introductory video. It should include a digital photo, an interesting fact or hobby, and your top 2 favorite media applications (e.g., apps, What'sApp for communicating, Instagram for picture and video sharing, Pandora for music) just the names not the apps themselves! This activity needs to be posted in the "Class Biographies" blog by 8 pm on Friday of Week 1.
Project 1: Digital storytelling Project (DSP)
The goal of the Digital Storytelling Project is to give you a full experience developing a digital storytelling video, from the initial conception through the evaluation of the finished project. This project will allow you to develop or improve your video, image, and/or audio editing skills.  It will also leverage your story-telling ability. Specifically, we are looking for projects to influence or impact people's perception or attitudes towards a subject topic or concept. 
NOTE: You will be conducting user research (e.g., interviews, observations, surveys, card sort, etc.) to determine what your users’ needs are, and what type of resource would be most useful to them before you begin developing the project. Make sure to plan ahead– your user testing will be conducted in DSP Part 1: Design Document. You will need to plan for at least (3) individuals from your target population to participate in your user research. See class readings related to user research techniques
The project will be completed in four steps (assignments):
1. DSP: Brief Proposal for Instructor Feedback
2. DSP Part 1: Design Document
3. DSP Part 2: Critique
4. DSP Part 3: Final Digital Storytelling Project (All Components)
project 2: Multimedia (MM) Resource Project (MM Resource)
The goal of this project is to research the needs of a user group you are familiar with and create a multimedia-based resource to meet their needs – e.g., needs identified from learning outcomes (e.g., learn how to knit) or performance outcomes (e.g., improve safety with an interactive checklist). The resource you create could be presented in many ways – for example, a job aid, video, website, etc. It should meet your users’ needs and be appropriate for their intended use and the context.
NOTE: You will be conducting user research (e.g., interviews, observations, surveys, card sort, etc.) to determine what your users’ needs are, and what type of resource would be most useful to them before you begin developing the project. You will then conduct usability testing after you have created a draft project. Make sure to plan ahead– your user testing will be conducted in MM Resource_Part 2.2. You will need to plan for at least (2) individuals from your target population to participate in your user research. See class readings related to user research techniques. The project will be completed in four steps (assignments):
1. MM Resource Part 1: Design Document
2. MM Resource Part 2.1: Critique
3. MM Resource Part 2.2: User Testing
4. MM Resource Part 3: Final MM Resource Project (All Components)
Notes on Project Critique
Your peer critique for both major projects will hopefully prove to be invaluable. In order to do so be sure to use the rubrics for the project (provided in Assignments & Resources section in Brightspace), and give constructive feedback on what can be improved, clarified, modified, etc. 
Notes on Project Action Plan
For each project, you will complete an Action Plan. The Action Plan serves as both a critique log, and a place to plan your next steps. This will help you not only to record what you have heard from others and decisions you made, but more importantly, to carefully think through the critique you receive before applying it. Your action plan for each project will be submitted as part of your final project pieces (Part 3). 
Online discussions
This course relies heavily on each student's ongoing participation in the discussions; in this way we hope to facilitate scaffolding among the instructors and students, as well as among the students. Your discussion will be graded based upon the discussion rubric (see “Getting Started” folder), which looks to quality, timeliness, responsiveness, and moving the discussion forward. Discussions will run from Monday through Sunday, after which discussion postings will not count! You are expected to participate throughout the week in the discussions (with at least one posting per question by Wednesday). Do not clump your postings together towards the end of the posting period, or on a single day (see discussion rubric).
Grading Scale
	Letter Grade
	Percentage of Points

	A
	94 - 100% of points

	A-
	90 - 93% of points

	B+
	87- 89% of points

	B
	84 - 86% of points

	B-
	80 - 83% of points

	C+
	77 - 79% of points

	C
	74 - 76% of points

	C-
	70 - 73% of points

	D+
	67 - 69% of points

	D
	64 - 66% of points


course schedule
All readings and resources are provided to you in the Brightspace course and are subject to change.
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	Weekly Topics
	What’s Due this Week 
(Weeks run Monday to Sunday)

	Week 1

Mar 9-15


	Overview of EDCI 566
Human Centered Design (HCD) & Empathy
Week 1 Topic:  Empathy & HCD
Week 1 Topic: Digital Storytelling
Course Orientation & DSP Project Orientation – March 10, 8:30-9:30
	· Review “Getting Started” Folder 
· Class biographies
· Week 1 Discussion Question (DQ)
· DSP: Brief Proposal for Instructor Feedback


	 Week 2
Mar 16-22
	Multimedia (MM) Principles & Cognitive Load
Week 2 Topic: MM Principles & CTML
Week 2 Topic: Personas & Storyboards
	· Week 2 DQ
· DSP Part 1: Design Document 

	Week 3
Mar 23-29
	Multimedia Principles Continued…
Week 3 Topic: MM Principles Cont.…
Week 3 Topic: Copyright, Fair Use, & MM
	· Week 3 DQ
· DSP Part 2: Critique


	Week 4
Mar 30-Apr 5
	Critique & Feedback
Week 4 Topic: Critique / Feedback
OPTIONAL
Week 4 Topic: Quality Matters
	· DSP Part 2: Critique
· DSP Part 3: Final Digital Storytelling Project (All Components)

	Week 5
Apr 6-12
	Interface Design (UI) Principles & Usability
Week 5 Topic: UI Principles & Usability
Week 5 Topic: User Data Techniques
MM Resource Project Orientation & Presentation: Using Course Authoring Tools &
Webinar: Designing Interactive Learning with H5P – April 7, 8:30-9:30
	· Week 5 DQ
· MM Resource Part 1: Design Document

	Week 6
Apr 13-19
	Accessibility & Universal Design for Learning (UDL)
Week 6 Topic: Universal Design for Learning
Week 6 Topic: Accessibility
Webinar: Designing for Accessibility: WGAC in Practice – April 13, 8:30-9:30 
	· Week 6 DQ
· MM Resource Part 2.1: Critique

 

	
Week 7
Apr 20-26
	Usability Testing, etc. 
Week 7 Topic: Usability Testing
	· MM Resource Part 2.1: Critique
· MM Resource Part 2.2: User Testing


	
Week 8
Apr 27-May 3
	Historical Discussion of Media
Week 8 Topic: The Medium is the Message
	· Week 8 DQ  
· MM Resource Part 3: Final MM Resource Project (All Components)


Course Policies
Assignment Due Dates
Course activities and projects are due on the Sunday (11:59 pm, Eastern time) of a given week (due dates are listed). Deadlines are an unavoidable part of being a professional and this course is no exception. Avoid any inclination to procrastinate. To encourage you to stay on schedule, due dates have been established for each assignment. Late work will be treated as follows: 
· 10% of the total points will be deducted for assignments received up to 1 day late,  
· 20% of the total points will be deducted for assignments received 2-3 days late; 
· 50% of the total points will be deducted for assignments received 4-7 days late;  
· assignments received more than 7 days (1 week late) will receive 0 points.  
· Regardless of how many dates late, work should be turned in no later than Friday of Week 8. 
As it would be in any professional setting, it is your responsibility to let me (the instructor) know that you need to turn something in late, and when you plan to turn it in.
WithDrawls
The final date to withdraw from a course with a W for Spring 2026 is Friday, April 12. Please contact your Student Services representative for assistance. As a courtesy, please update your instructor on your plans.
Incompletes
A grade of Incomplete (I) grades will be given only in unusual circumstances.  To receive an “I” grade, a written request must be submitted prior to Day 1 of Week 6 and approved by the instructor.  The request must describe the circumstances, along with a proposed timeline for completing the course work. You will be required to fill out and sign an “Incomplete Contract” form that will be turned in with the course grades. Any requests made after the course is completed will not be considered for an Incomplete grade.
Etiquette
Although it is not expected to be a problem in a graduate level class, students are asked to behave in the discussions and other class interactions in a professional and civil manner. If you are in doubt, do not post it! Instructors reserve the right to remove any postings deemed inappropriate, unprofessional, or otherwise distracting from the course.
Research
The discussions in this course may be used for evaluative and/or research purposes as we strive to better the learning process in the online environment. If this does occur, we will make every effort to ensure that in no way are you identified as an individual (i.e. will not impact your grade; analyses conducted following the end of the course, independent data collectors). You will be informed of any process related to these aspects.
Course Evaluations
You will receive an official e-mail from Purdue with a link to the online evaluation site. Your participation is an integral part of this course, and your feedback is vital to improving education at Purdue University. I strongly urge you to participate in the evaluation system. 
PURDUE POLICY STATEMENTS
PURDUE HONOR PLEDGE
“As a boilermaker pursuing academic excellence, I pledge to be honest and true in all that I do. Accountable together - we are Purdue.”
DIVERSITY & INCLUSION
Purdue University is committed to maintaining a community which recognizes and values the inherent worth and dignity of every person; fosters tolerance, sensitivity, understanding, and mutual respect among its members; and encourages each individual to strive to reach his or her own potential.  In the pursuit of its goal of academic excellence, the University seeks to develop and nurture diversity.  The University believes diversity among its many members strengthens the life.  A hyperlink to Purdue’s full Nondiscrimination Policy Statement is included in our course Brightspace under University Policies.
ACCESSIBILITY AND ACCOMMODATIONS
Purdue University is committed to making learning experiences accessible. If you anticipate or experience physical or academic barriers based on disability, you are welcome to let me know so that we can discuss options. You are also encouraged to contact the Disability Resource Center at: drc@purdue.edu or by phone: 765-494-1247.
YOUR HEALTH AND WELL-BEING
If you find yourself beginning to feel some stress, anxiety and/or feeling slightly overwhelmed 
Try Therapy Assistance Online (TAO), a new web and app-based mental health resource available courtesy of Purdue Counseling and Psychological Services (CAPS). TAO is available to students, faculty, and staff at any time. If you need support and information about options and resources, please contact or see the Office of the Dean of Students. Call 765-494-1747. Hours of operation are M-F, 8 a.m.- 5 p.m.
If you find yourself struggling to find a healthy balance between academics, social life, stress, etc.
Sign up for free one-on-one virtual or in-person sessions with a Purdue Wellness Coach at RecWell. Student coaches can help you navigate through barriers and challenges toward your goals throughout the semester. Sign up is free and can be done on BoilerConnect.
If you’re struggling and need mental health services
Purdue University is committed to advancing the mental health and well-being of its students. If you or someone you know is feeling overwhelmed, depressed, and/or in need of mental health support, services are available. For help, such individuals should contact Counseling and Psychological Services (CAPS) at 765-494-6995 during and after hours, on weekends and holidays, or by going to the CAPS office on the second floor of the Purdue University Student Health Center (PUSH) during business hours.
PERSONAL EMERGENCIES
Purdue University “expects both students and their instructors to approach problems with class attendance in a manner that is reasonable”.  If you have a personal emergency, please contact your instructor as soon as you reasonably can so that you can work out a solution together.  For additional information, please review Purdue’s Attendance Policy. 
EMERGENCY STATEMENT 
In the event of a major campus emergency, course requirements, deadlines and grading percentages are subject to changes that may be necessitated by a revised semester calendar or other circumstances. Any changes in this course will be announced on our course Website. 
ACADEMIC Integrity
Academic integrity is one of the highest values that Purdue University holds.  Individuals are encouraged to alert university officials to potential breeches of this value by either emailing integrity@purdue.edu or by calling 765-494-8778.  While information may be submitted anonymously, the more information that is submitted provides the greatest opportunity for the university to investigate the concern.  
Cheating & Plagiarism
Purdue prohibits "dishonesty in connection with any University activity. Cheating, plagiarism, or knowingly furnishing false information to the University is examples of dishonesty." [Part 5, Section III-B-2-a, University Regulations] Plagiarism, whether intended or unintended, is an extremely serious offense in academia. Be absolutely sure you are properly citing all references. Instances of plagiarism will result in failure of the assignment in question. More than one instance will result in failure of the course. All incidents of plagiarism, whether intentional or not, will be documented with the Dean of Students office. 
Please review Purdue’s Plagiarism Policy.  
Use of AI/LLMs
Use of Please see policy for use of artificial intelligence (AI) and large language models (LLM) above.
Use of COPYRIGHTED MATERIALS
In this course, the appropriate use of copyrighted materials is a part of the course content. Fair use considerations must be made, and credit given for all materials created by others incorporated into your project.
In addition, Purdue policy states:
Among the materials that may be protected by copyright law are the lectures, notes, and other material presented in class or as part of the course. Always assume the materials presented by an instructor are protected by copyright unless the instructor has stated otherwise. Students enrolled in, and authorized visitors to, Purdue University courses are permitted to take notes, which they may use for individual/group study or for other non-commercial purposes reasonably arising from enrollment in the course or the University generally.
Notes taken in class are, however, generally considered to be “derivative works” of the instructor’s presentations and materials, and they are thus subject to the instructor’s copyright in such presentations and materials. No individual is permitted to sell or otherwise barter notes, either to other students or to any commercial concern, for a course without the express written permission of the course instructor. To obtain permission to sell or barter notes, the individual wishing to sell or barter the notes must be registered in the course or must be an approved visitor to the class. Course instructors may choose to grant or not grant such permission at their own discretion, and may require a review of the notes prior to their being sold or bartered. If they do grant such permission, they may revoke it at any time, if they so choose.
INTELLECTUAL PROPERTY
Online educational environments, like all learning environments, should provide opportunities for students to reflect, explore new ideas, post opinions openly, and have the freedom to change those opinions over time. Students enrolled in and instructors working in online courses are the sole proprietors of their work, opinions, and ideas. It is expected that other students will not copy, reproduce or post to any other outlet (e.g., YouTube, Facebook, or other open media sources) any work in which they are not the sole author or have not obtained the permission of the author(s). The open, public nature is certainly unavoidable; however, our online classroom is not an open “public forum”. Therefore, all opinions, ideas, and work conducted in a password-protected online educational environment like Brightspace are owned by the author, intended for educational purposes, and are not intended for public dissemination or consumption without the permission of the author(s). This includes all areas of the online academic environment, including, but not limited to email, papers, reports, presentations, videos, chats, blogs and discussion board posts.
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