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1. INTRODUCTION

Background

The Namibian College of Open Learning (NAMCOL) is a State-funded educational institution,
established by an Act of Parliament (Act 1 of 1997), which provides learning opportunities for
adults and out-of-school youth. NAMCOL'’s core focus has traditionally been its Secondary
Education programme which enables learners to complete the Junior Secondary Certificate
(JSC/Grade 10) or the Senior Secondary Certificate (NSSC/Grade 12). NAMCOL has also
managed in recent years to introduce a range of post-secondary vocational and professional
programmes. NAMCOL is currently the largest educational institution in Namibia with over
28,000 learners.

This manual was produced as a direct outcome of a Commonwealth of Learning (COL) funded
project on capacity building in the production of multimedia learning resources in the context
of open schooling. NAMCOL's interest in the project stems from its mission statement, i.e.,
“...to provide wider access to quality educational services for our learners and other customers
using a variety of open learning methods.” In pursuit of this mission, the College has adopted an
innovative approach whereby Information and Communication Technologies (ICTs) are
employed to add value to the existing print-based materials provided to learners. It has been
established through institutional research that by adopting an appropriate strategy where ICTs
are used more effectively, NAMCOL learners as well as learners and teachers from the formal
education system could benefit tremendously from these programmes at secondary school
level. Similarly, the broader Namibian public would be able to access and benefit from
multimedia learning resources produced for NAMCOL's professional programmes.

At the time of embarking on this project, NAMCOL had reached a stage in its development
where it was crucial to upscale the production of multimedia learning resources, particularly for
its Secondary Education programme. However, the College commanded limited expertise in the
production of video-based learning resources although this is integral to any multimedia
content development approach. This project was, therefore, purposefully designed to enhance
the capacity of NAMCOL staff in the development and production of video-based multimedia
resources.

Purpose/Context

The purpose of this guide is two-fold. Principally, on request of the Commonwealth of Learning
it is designed as a model to aid open schools in the process of implementing a multimedia
content development strategy. While the NAMCOL/COL project took on a specific shape based
on NAMCOL's internal needs and objectives, it did derive strategies that can be transferred
more broadly.
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The second purpose is to record the process that occurred during the implementation of the
project. A perusal of Chapter 2 might make the deployment of a video-based multimedia
content development strategy appear smooth. This perception would be far from the truth!
Hence, a study of the case study reports in Chapters 3, 4, 5 and 6 highlights what really
happened.

Developing video-based multimedia lessons is still very much in its infancy in Southern Africa
and there is much to be learned. It is hoped that the case study chapters will give any
institution thinking of embarking on this journey some insight. Hopefully these chapters will
also demonstrate how important it is to be flexible, nimble and light on your feet. It is our
expressed wish that other institutions might learn from some of our experiences.

The COL-funded multimedia project included the development of video lessons in the following
eight subjects: Grade 10 English (2 lessons); Grade 12 English (2 lessons); Grade 10
Mathematics (2 lessons); Grade 12 Mathematics (2 lessons); Grade 10 Physical Science (2
lessons); Grade 12 Physical Science (2 lessons); Grade 10 Accounting (2 lessons); Grade 12
Accounting (2 lessons). Lessons are based on relevant Namibian syllabuses and have an average
duration of 15 — 20 minutes each.

Central Ideas

There are some pertinent issues/ideas/questions that recur throughout this manual and it is
worth identifying them at this early stage. These include the following:

¢ Is a multimedia content development and deployment approach relevant to the needs
of your institution and its learners? Access to appropriate Information and
Communication Technologies (ICTs) is often a stumbling block and while access is
improving it is far from equitable.

e |tis critical that you know your audience, their aspirations as well as their capacity.
There is a “hunger” to learn and use ICTs amongst our learners and consequently it is
necessary to maintain this enthusiasm with high quality content. (Please note that the
terms content and materials are used interchangeably in this manual depending on the
specific context within which the term is used.)

o Carefully identify parts of the curriculum or syllabus that will benefit from multimedia
treatment. Some sections are better suited than others. It is a fallacy to believe that
everything within the curriculum will be enhanced by multimedia treatment. Developing
multimedia materials is costly in terms of both resources and time, so choose wisely.
Look for sections that have a visual, auditory or three-dimensional aspect whose
complexities are lost when taught using paper-based resources.
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e Itisimportant to create materials that exploit the new technologies rather than fashion
materials that redo in a new way what was done previously with traditional
technologies.

e Quality assurance is of utmost importance when developing materials. Developing a
series of video-based multimedia lessons is a team effort with many players. The
opportunity for mistakes and errors to creep in is enormous. Regular and strict quality
checks are necessary to maintain the integrity of the materials.

Content

This manual has been divided into five core chapters as follows:

Chapter 2. Developing a Process is an attempt to distill best practice from our experiences with
the NAMCOL video-based multimedia project. We have identified what we currently consider
the best way to do things and have created a process that we would advise others to try. Issues
pertaining to strategy development and capacity building; content development; quality
assurance; production; deployment; and monitoring and evaluation are all addressed.

Chapter 3. NAMCOL/COL Case Study I: Preparation Issues is an attempt to record our actual
experiences. There is much to be learnt from our experience. This chapter focuses on
developing a framework for a multimedia content development approach. It also looks at
identifying specific content for multimedia treatment, re-skilling of staff and the acquisition of
appropriate ICTs.

Chapter 4. NAMCOL/COL Case Study |l: Developing Content documents the long and lengthy
process of creating the video lessons. It includes creating a content framework and then
scripting of the different lessons. It also looks at developing a set of quality criteria specifically
for this purpose. Finally, it looks at the production cycle and the problems encountered during
this phase of the project.

Chapter 5. NAMCOL/COL Case Study lll: Deployment records our experiences in pilot-testing
the lessons.

Chapter 6. NAMCOL/COL Case Study IV: Evaluation looks at the overall evaluation of the project
against specific outcome indicators and also highlights some key lessons learnt in the
implementation process.

Some of the documents used in implementation of the project have been included as
Appendices, since their detail might be illuminating to anyone else involved in a similar project.
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2. DEVELOPING A PROCESS

Strategy Development

The development of an appropriate strategy is crucial for any open school that would like to
embark on multimedia content development and deployment initiatives. The following
question is at the core of this: “What is it that your institution wants to achieve?” Responses to
this question might vary and range from issues of prestige and public opinion to concerns about
enhancing the quality of learning resources at your institution. The following issues need to be
considered, especially in the context of producing video-based multimedia content:

1. What is the institution’s rationale for wanting to implement a multimedia approach? This
core issue, answered clearly, will guide relevant staff at the institution on how to tackle all
other related issues. It is critical that this rationale is correctly identified and reflected in the
strategy document. Furthermore, crucial to the success of any multimedia strategy is the level
to which it is embedded into the rest of the institution. It is, therefore, necessary to embed the
multimedia strategy into the overall strategy of the institution and to ensure that all staff are
informed and regularly updated about progress with any multimedia initiatives.

2. What is the approach? Does the institution opt for an incremental approach to multimedia
content development and deployment or a “wholesale” approach? Also, what are the key
principles to be applied in this process? It is important to consider these issues and to decide
whether multimedia will be designed to complement/supplement print-based resources or if
multimedia learning resources should be self-contained.

3. What educational methodology is to be employed? It is important to establish which
educational methodology is to underpin the learning and teaching as this will shape the design
of the multimedia content, in this instance, the design of the video lessons. For example, if the
learning methodology requires a rich level of dialogue between the teacher and learners then
this will shape lesson design.

4. Will video production and/or multimedia treatment enhance the subject content to an
extent that it improves understanding of concepts, knowledge and/or skills by learners? Not all
content, concepts and skills are best served by using this medium. There will be times when
traditional technologies, such as print, might be preferable. It is important to identify which
areas of a subject syllabus are likely to be targeted using this approach and ascertain why it is
believed these sections are suited to this style of teaching and learning.

5. Does your staff have sufficient capacity to write and produce multimedia learning resources
that are appropriate to the new technologies? Are they willing to experiment and are they open
to learning new skills? It is vital to reflect on this aspect in the strategy development process. It
might also be necessary to think about the possible involvement of other key partners in order
to ensure effective implementation of the institution’s multimedia strategy.
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6. Do your learners have access to appropriate technologies? It is important that the new
learning environment can be distributed to a significant number of your learners or at least that
you have the ability to offer access to such facilities. Deployment issues should, therefore, be
considered as part of the overall strategy development process.

7. Does the institution have the necessary equipment and software to begin developing and
producing content? Creating video-based multimedia lessons requires very specific equipment
and software. However, it is not always desirable to have your own video production
equipment as the actual filming and editing of lessons can be outsourced. Questions in this
regard need to be addressed, nonetheless, in the strategy development process.

8. How will the process be monitored and evaluated? Monitoring and Evaluation should form
an integral part of any multimedia strategy. The areas that require monitoring and evaluation
should be clearly identified and a framework needs to be developed for this purpose to ensure
effective monitoring and evaluation.

Case Studies |, Il, Il and IV in this manual essentially documents NAMCOL’s responses and
approaches to the critical issues highlighted above.

Re-Skilling Staff

In countries new to the ICT revolution it cannot be assumed that the relevant skills already exist
within the institution’s staff members. It is, therefore, necessary to plan for staff re-skilling as
part of the preparation phase. Skills that need to be acquired in a video-based multimedia
project could include, inter alia, the following:

e Mapping out the development process

e Understanding notions of concept treatment for this medium
e Different formats for video production

e  Script writing for video

e Script editing

e Using the Internet to download appropriate content

e Directing presenters and coordinating the production process

e Budgeting
e Digital editing
e Costing

Some form of a skills audit might be necessary to identify what training is necessary, but the
spin-off is that most of these skills are transferable to other multimedia initiatives and other
areas of work. It is vital to ensure that staff members are willing to embrace the new
technologies, that they are ready and prepared to participate in the capacity development
interventions and that they demonstrate total commitment throughout the process.
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Creating a Content Framework

Where the subject materials identified for multimedia treatment are fairly extensive it makes
sense to create a content framework that maps the extent of the initiative. In many instances
the video component of the curriculum needs to stand alone even if it is envisaged as
supplementing the mainstream programme. The framework should identify the following
aspects:

e Number of lessons

e Duration of lessons

e Title of each lesson

e Key concepts and content to be covered in each lesson

e Treatment or approach to the lesson (how is the lesson to be structured so that it is
contextually relevant to the learner and ensures that the learner is engaged?)

e Evaluation or assessment strategy

Once this content skeleton has been mapped, the content framework offers an overview of
what is to be covered by the series. Adjustments, additions and alterations can then be
performed so that the series of programmes is a complete entity. This phase is the learning
programme’s formative stage.

Scriptwriting

The development of actual scripts is the learning programme’s developmental stage. The basic
idea of scriptwriting can be compared with the building of a house. You need a very detailed
plan with sketches of how the house will look once it has been built. The house is then built
strictly according to the plan. In the development of video lessons we use the same concept.
The script is the basic plan with instructions on how and where close-ups, dialogue, monologue
or voice-overs should be placed. The plan should also have detailed descriptions of how
progression should work. As a result, it raises the following technical question: “What elements
should the script contain?” For each scene, the script should specify:

e Text (exact dialogue)
e Visual appearance and layout of all the elements on each screen
e Media specifications

e Graphics
e Animations
e Audio

e Close-ups
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The script should have two columns, one for video and one for audio, and also specify:

e Interaction logic (feedback, branching or pop-up screens)
e Content flow
e Screenshots

Scripts need to be minutely detailed. Authors need to address every issue and nothing can be
assumed to be the responsibility of another member of the team. For example, the scriptwriter
needs to describe in detail any computer generated interactivity. The script will serve to inform
the Quality Assurance team to ensure that it meets the programme requirements as well as the
production team who will use it as a blueprint to produce the final product.

Developing Quality Assurance Standards

The large number of people involved with such a project at each of its many stages means there
are many opportunities for inconsistencies and mistakes to creep in. A quality assurance team
needs to be involved to maintain the integrity of the learning environment. Quality checks are
essential in at least two places in the project flow. The first check should take place after the
scripts have been completed. The quality assurance (QA) team needs to check that the lesson
successfully deploys the project methodology, accurately deals with the subject content,
contains exemplary language, and has actualised the lesson treatment agreed upon in the
content framework.

The second round of checks should take place after the production phase when the filming and
editing of the video lessons have been completed. Again, the QA team needs to search for
errors and assess if the lessons have been distorted by practical necessities of the production
process. The QA team should look specifically at the following aspects:

e Presentation (clarity of audio, fluency, pronunciation, etc.)

e Content accuracy

e Content treatment (has the content been dealt with in an appropriate way?)
e Learner engagement (will lessons stimulate learning?)

e Visual appearance (hooks, graphics, etc.)

e General strengths and weaknesses of lessons

Production Issues

Once the scripts have been approved it is time to film and edit the lessons. A number of critical
decisions need to be taken at this stage pertaining to whether or not production (filming and
digital editing) of the lessons will be done in-house (provided relevant equipment and software
are available), or if production will be outsourced. Even if production is done in-house, it might
still be necessary to budget for certain technical issues to be resolved outside using experienced
video production companies. Case Study Il outlines specific considerations that informed
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NAMCOL's decisions in this regard. Primarily, decisions were informed by the lack of internal
capacity to produce video lessons, the desire to effect skills transfer and the intention to
produce broadcast quality video lessons.

In the case of this particular project, a video production expert was recruited on a contract
basis to provide the following services, using NAMCOL's equipment.

Directing the filming of 16 video lessons in accordance with approved scripts.
Advising NAMCOL scriptwriters, set builders and casting agents with regard to
appropriate and effective techniques in order to maintain an acceptable standard of
production.

Filming the lessons with NAMCOL'’s equipment in accordance with approved scripts.
Editing the recorded lessons in consultation with NAMCOL’s Programme Developers
(editing includes the incorporation of intros and outros and graphics provided by the

College).

Inserting music and special effects provided by NAMCOL for signature tunes,
transitions and background.

Mastering/Finalising all video lessons to the standard of either PAL, NTSC or SECAM
depending on which standard is commonly used in the country.

Downloading the final products on DV Tape or DVD (per subject) as MASTER copies.

Ensuring that all DV tapes/DVDs are properly marked in terms of topic (lesson) and
duration.

The production expert was also expected to adhere to the following requirements:

Programme Developers of the College should have been afforded the opportunity to
co-direct during the filming of lessons in order to ensure skills transfer; and
Programme Developers should have had the opportunity to be present during the
digital editing phase as part of the internal capacity-building process and to help
ensure that the final products meet their expectations.
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Monitoring and Evaluation Framework

The Monitoring and Evaluation (M & E) framework should provide guidance with regard to the
monitoring of project roll out, the evaluation of content as it is being produced (e.g.,
developmental/pilot testing) and address issues of efficiency, effectiveness and impact of the
content in context. The areas to be monitored and evaluated should be clearly enunciated even
before project implementation commences.

10
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3. NAMCOL/COL CASE STUDY | - PREPARATION ISSUES

Multimedia Strategy Development

The Commonwealth of Learning, under a separate agreement commissioned Mindset Network
to facilitate a two-day workshop and to draft the Multimedia strategy for NAMCOL. Members
of NAMCOL’s Executive Management Team (EMT), middle management as well as professional
staff participated in the workshop.

The multimedia strategy (2009 — 2011) emphasises, in accordance with some of the key issues
highlighted in Chapter 2, that NAMCOL will use the next three years to build the institution’s
capacity and competence in the development of multimedia content. An incremental approach
will be followed in this regard with evaluation clearly embedded at each stage of development.
By leveraging this incremental approach, NAMCOL will demonstrate its competence and
confidence in the field through:

e The development of recognised critical institutional competences;

e Good systemic uptake and use of the materials;

e Improved examination results, and

e Formal, external recognition of the materials as being of high quality.

NAMCOL, however, re-affirms the continued use of printed learning resources as its primary
educational offering (supported by various face-to-face interventions) for at least the next 3
years. Any multimedia content produced will be in direct support of the existing print materials,
or those to be created in future. In so doing, NAMCOL will seek to add value to the printed
materials in the following ways:

e Address specific areas of the curriculum identified as difficult or problematic to
learners (based on NAMCOL's internal and national assessments);

e Leverage the particular affordances of the various media types available i.e.,
interactive computer based content, audio content and video content; and

e Work within the particular skill sets necessary for the development of production of
multimedia materials available to NAMCOL (either internally or externally).

The notion of deployment of content is also addressed in the strategy. The use of CDs/DVDs,
broadcasts and the World Wide Web is emphasised. NAMCOL recognises, furthermore, that
such a strategy can only be implemented with the support of a range of partners and,
therefore, undertakes to strengthen collaboration with some key partners. The multimedia
strategy is included as Appendix 1.

Monitoring and Evaluation (M & E), as mentioned earlier, should form an integral part of any
multimedia strategy. As part of their agreement with the Commonwealth of Learning, the
Mindset consultants assisted NAMCOL in developing a detailed M & E framework for the

11
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NAMCOL/COL multimedia project. Key focus areas are highlighted in the framework which also
includes a responsibility matrix (implementation plan), setting out critical activities, target dates
and lines of responsibility. Please refer to Appendix 2 for a copy of the M & E framework for the
NAMCOL/COL multimedia project.

Identifying Subject Areas

The NAMCOL Programme Developers for Accounting, English, Mathematics and Physical
Science were responsible for identifying the problem areas within the subject syllabuses. They
are all former teachers with many years experience in their respective subject fields. The
Programme Developers followed a systematic process in identifying the subject areas for video-
based multimedia treatment as follows:

1. The examiners’ reports for external Grade 10 and Grade 12 examinations over the last couple
of years were consulted. The reports discuss those exam questions that were problem areas for
learners. A list of examination problem areas was compiled for each subject based on the
examiners’ reports.

2. Teachers from formal schools were then engaged in the final selection of topics and to assist
in the scripting of the video lessons. The teachers were selected based on their experience in
the specific subject area and years of teaching experience.

All these findings were combined and ranked in order of the most problematic areas to the
least. The scope of the project was limited to two lessons per grade in each of the following
subjects: Accounting, English, Mathematics and Physical Science. The ranked lists were used to
identify which topics these lessons would focus on.

Staff Re-Skilling

This is another key dimension, identified in Chapter 2, to facilitate successful implementation of
a multimedia content development strategy. The training of NAMCOL staff, both full-time and
part-time (subject specialists), in skills that would enhance their capacity to develop and
produce video-based multimedia lessons became the responsibility of two consultants from
Mindset in South Africa. The capacity building programme was structured as follows: a two-day
workshop at the beginning of the process (October 2008), followed by six months of online
support while the process was concluded with a second two-day session in May 2009. Part-time
staff were only able to attend in the afternoons since they were all school teachers and the
workshop programmes were structured accordingly. The first training session focused on the
following aspects:

e Mapping out the development process (scaffolding, teaching methodology best

suited for this medium);
e Mapping out the production process (budget and timelines conscious);

12
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e Understanding concept treatment for this medium;

e Directing presenters and presentation skills;

e Budgeting and production issues (e.g. locations, props, graphics, etc.); and

e Editing of scripts (criteria for editing, use of language, situation, actors, etc.).

The training of full-time staff focused on all the above aspects while part-time staff only
received training relevant to their particular role in this project, i.e., scripting of lessons.

Online support was then provided for the next six months during which the consultants
reviewed the draft scripts and gave feedback to the Programme Developers. Scripts were sent
to the consultants via e-mail after which it was returned with comments (track changes) for
improvement. The Programme Developers were responsible for incorporating the comments
with the assistance of their part-time staff. Most scripts went back to the Mindset consultants
for a second time before sign off.

The second training intervention took place in May 2009. This session focused primarily on the
evaluation and quality assurance of the draft video lessons. The following aspects were
addressed during this intervention:

e Quality assurance criteria;

e Critiquing a video lesson;

e |dentifying positive aspects in a lesson;
e Improving a lesson without a re-shoot;
e Tips on graphics; and

e Lighting and sound quality.

This capacity building strategy was developed in consultation with all staff involved in this
initiative and ownership was secured as a result. Full-time staff members of NAMCOL were
committed throughout the process, but it was indeed challenging for some of the part-time
staff to attend the training interventions due to other commitments.

Mindset has conducted a comprehensive evaluation of the capacity building process and the
report is available on the COL and NAMCOL websites.

Acquisition of Appropriate Equipment and Technologies

A project of this magnitude will not be possible without the acquisition of much needed
production equipment and ICTs. Once again, as indicated earlier in Chapter 2, one of the key
guestions to be addressed in this process relates to the availability of appropriate equipment
and software to ensure successful development and production of multimedia content.

Creating video-based multimedia lessons requires very specific equipment and software.
However, it is not always desirable to have your own video production equipment as this might

13



Implementing a Multimedia Content Development Strategy: The NAMCOL Experience

be a costly undertaking compared to possible outsourcing of this function. NAMCOL decided, in
this instance, to acquire some basic video production equipment, since the ongoing production
of video-based multimedia learning resources has been embedded in the Strategic
Development Plan (2009 — 2011) of the institution. In addition, funds were readily available for
this purpose due to the fact that the College had been contracted by the Ministry of Education
in Namibia to produce and broadcast video lessons over a four-year period (2008 —2011) as
additional support for all Grade 10 learners in the country. The following software, hardware
and equipment/consumables were purchased by NAMCOL in order to facilitate in-house
production of the video lessons:

SOFTWARE HARDWARE OTHER EQUIPMENT
AND CONSUMABLES
Adobe Premium High Performance Computer | Canon HD/XL2 Video Camera
with Gaming Motherboard (with Storage Case)
Adobe After Effects 2 x 22 Inch Monitors Sony Home Theatre System
Pinnacle Studio 9 (video Tripod (Heavy Duty) and Carry
editing) Case

105cm LCD TV

DV Tapes and DVDs

4m Boom and Bag plus
Microphone Kit

High-End Digital Photo
Camera and Equipment Case

Cabling

As indicated earlier, the actual production (filming and digital editing) of the video lessons can
be outsourced, but the decision to procure the above equipment was informed by NAMCOL's
long-term strategy to upscale the production of video-based multimedia content. The services
of production companies can be very costly. It is, therefore, advisable to do a thorough cost-
benefit analysis before a decision is taken in this regard.

Furthermore, as a minimum requirement, members of the development team should ideally
have computers with the following basic specifications to facilitate the scripting, editing and
guality review of the video lessons: 160 gig HDD and 512 MB RAM. Laptops were given to all
professional staff of NAMCOL which made the workflow easier and also enabled the
Programme Developers to work beyond official working hours.

The camera, boom and tripod, combined with a set of lights, are the most basic equipment
required for the actual filming of video lessons. The Canon camera ensures broadcast quality
which is crucial in NAMCOL'’s context, since the broadcasting of lessons on national television is
integral to the institution’s deployment strategy. The high performance computer and
additional monitors facilitated the digital editing and quality assurance of the lessons. Decisions
about which software to procure are usually based on personal preferences depending on

14
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which package(s) the digital editor prefers to use. Furthermore, the acquisition of a flat screen
television set (104 — 107 cm), although not essential, facilitated the quality assurance and
piloting of the lessons. It was discovered during the piloting process that the LCD-projectors do
not give a clear picture quality and this actually had an adverse impact on judgments with
regard to the quality of the lessons.

Finally, a good sound system is another requirement for the pilot testing of lessons or during a
quality assurance session. Good audio and good picture quality are important prerequisites of a
good video lesson, especially if streamed for web purposes or in the case of broadcasting. Most
broadcasting stations still prefer DV tapes, as opposed to DVDs, as this technology optimises
the quality of video content.

15
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4. NAMCOL/COL CASE STUDY Il - DEVELOPING CONTENT

Content Framework

The key questions, highlighted in Chapter 2, informed many of NAMCOL'’s decisions regarding
content development. The content frameworks for the sixteen video lessons in JSC/NSSC
Accounting, English, Mathematics and Physical Science were drafted prior to the first capacity
building workshop in October 2008. The intention was to have draft scripts ready for this
workshop to ensure a practical approach. However, additional work had to be done on the
content frameworks during and after the October workshop, since specific attention was given
to the structure of video-based multimedia lessons and important aspects that need to be
included in the lesson framework. As a result, a detailed guideline was developed for the
structuring of video lessons during the workshop (Please refer to Appendix 3 for Guidelines on
Developing a Lesson Framework for a Series of Video Lessons).

Scriptwriting

The first set of draft scripts, developed prior to the October workshop, had to be revised by
subject teams based on the basic layout for video scripts agreed during the workshop. The part-
time staff members (subject specialists) were responsible for scripting the lessons while the
full-time Programme Developers of NAMCOL took responsibility for checking the scripts and
ensuring compliance with the basic structure. Draft scripts were also sent to content editors in
order to ensure accuracy and integrity of the lessons. As the kingpins in this process, the
Programme Developers then incorporated changes/suggestions from their respective content
editors and submitted the scripts via e-mail to the Mindset consultants for a first round of
reviews. The consultants made specific suggestions for improvement which were then
incorporated by the Programme Developers and their respective teams. After this, the scripts
were returned to the consultants for final review. This approach was time-consuming, but it did
enhance the quality of the scripts in many ways. In fact, this process is important because it:

e Ensures a smooth flow of the process;

e Ensures correctness of the content;

e Encourages teamwork;

e Promotes consistency; and

e Provides a vehicle for systematic feedback.

Benefits for the Content Editor
e Feedback can be specific.

e Atangible deliverable for pre-production signoff.

17
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Benefits for the Producer

e Picture (snapshot) of what is in the writer’s mind.

e Specific instructions aid production.

e See all elements in context.

e Common identification of elements due to consistency across all scripts.

Benefits for the Quality Assurance Team

e Clear specifications.

e Can check final deliverables against original design.
e Provides video/audit trail.

e Maintains consistency.

Benefits for the Management

e Gauge resource requirements.

e Cost estimates, if not already done.

e Project management.

e Cheaper and easier to make changes before production.
e Audit trail.

The process of scriptwriting did not run as smoothly as expected. For some teachers, as the
script writers, this was a totally new experience and they found it quite challenging to write
creatively. Another initial problem experienced in the development of the scripts was the fact
that the teachers could not find time during the end-of-year examinations period to draft and
deliver the scripts in accordance with the pre-agreed production schedules. The fear of writing
nonsensical and incoherent scripts contributed to a lack of motivation to complete the work on
time.

The above challenges are highlighted in the following reflections of some colleagues:

e “l am not confident enough to continue although | have gained more experience.”

e “From a quality assurance point | can make more educational comments and what
to look for when giving critique.”

e “lam not confident enough in scriptwriting and need more examples in
scriptwriting.”

e “l'donot like videos and | am not confident to do videos.”

e “l do not have enough skills and knowledge and | am not properly prepared to do
things.”

e “The training is too short to equip us to do a proper job.”

e “Itis outside our control because we rely on outside people to do the work and they
do not deliver to our expectations.”

18
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It is clear from these reflections that it was indeed a mentally challenging process. Although the
spirit did drop at times, the good work ethic of staff members played a crucial role in ensuring
completion of this task on time. The fact that staff had to continue with their normal duties,
apart from this extra load, also increased the stress levels. (Please refer to Appendix 4 for a set
of detailed Video Production Tips, compiled by Mindset, as part of the capacity building process
for NAMCOL staff). It is extremely useful to know the appropriate terminology and to have a
thorough understanding of the production and budgeting processes, but all this can be acquired
through the capacity building process.

Quality Assurance

The Mindset consultants proposed a set of quality assurance (QA) criteria for the review of
lessons at the second workshop in May 2009 (please find a copy attached as Appendix 5). The
NAMCOL colleagues also had some prior experience in this regard with the development of QA
criteria for print and web-based materials. They, therefore, found it relatively easy to adapt to
the new environment. However, implementing the QA criteria was not so easy! Only a limited
number of lessons were reviewed during the second workshop with the assistance of the
Mindset consultants due to time constraints. On the whole, the QA team underestimated how
time-consuming the process would be. Some lessons were reviewed as a team, but it was found
that it would be better for the Programme Developer to sit with the digital editor to
insert/change graphics and to look at the general flow of the lessons. This was a very time-
consuming exercise seeing that the process was new and the initial producer/editor had to be
replaced with a new one during the final stages of production. The new digital editor had to
acquaint himself with the lessons before he could actually speed up the editing process in
conjunction with the Programme Developers.

Quality assurance of the lessons was mostly done by the Programme Developer responsible for
the subject although other professional staff were involved initially. Time and workload were
two aspects that hampered the process and, as a result, quality assurance ultimately became
the sole responsibility of the Programme Developer with the assistance of the digital editor.

Production

It is essential, in the initial stages of production, to do proper casting to ensure that suitable
actors are identified for the roles in the different lesson scripts. This responsibility was assigned
to the relevant Programme Developers at NAMCOL. They also had to ensure that actors
attended rehearsals prior to the actual filming of the lessons. The building of sets and the
organisation/procurement of props for their respective lessons became part and parcel of their
responsibilities. The afore-mentioned functions could easily be assigned to a production
company, if funds permit.
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Seeing that NAMCOL acquired its own equipment, a video production expert was contracted to
render the following services:

e Assisting with rehearsals with the actors before the actual filming of lessons
commenced;

e Recording the lessons;

e Editing the lessons; and

e Designing and inserting the graphics.

This strategy resulted in its own set of challenges, because the scope of work was simply too
much for one person. Also, the production expert was unable to devote the necessary time to
the project in accordance with NAMCOL's expectations and this resulted in unforeseen delays.
Following are some of the problems that were encountered:

e The workload for was too much for one person;

e |t was a huge risk to task one person with the whole production cycle;

e The producer had other projects which needed his attention at the same time;

e The producer did not always adhere to the conditions that were stipulated in the
terms of reference;

e The producer made use of public transport and as a result was not always on time or
left during shooting hours to attend to the other projects;

e Editing was not done at NAMCOL as was originally agreed and this meant that the
Programme Developers were not involved in the initial editing of the lessons;

e There was no logical flow in completion of the lessons;

e Alllessons had been edited to some degree, but not completed on time;

e The producer could not complete the project in the time-frame that was agreed,;

e The contract was eventually terminated and another editor was appointed.

The appointment of the 2" editor resulted in the following process:

e A re-costing of outstanding work and a detailed progress report had to be done;

e The new editor had to acquaint himself with the edited versions of the lessons and
found it difficult to find certain source files, especially the graphics;

e Alllessons had to be re-edited seeing that mistakes were picked up right from the
introductions;

e More time was needed and extension was requested and granted by COL;

e The process was time-consuming and the second editor did not manage to adhere to
the pre-agreed timelines;

e Pitching up late or not showing up on some days due to other commitments also
contributed to the delay.
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Given the above experience, it is our considered opinion that the production phase should be
carefully planned and executed. Qutsourcing is always an option, but even then production
companies should be carefully monitored to ensure they deliver on time and within budget.
NAMCOL will continue to in-source production, but the different roles in terms of production,
i.e., filming and digital editing will be split in future. Production experts will also be required to
dedicate their time to the production of NAMCOL’s video lessons for a fixed period of time to
ensure that they focus on the job — this aspect will be non-negotiable!
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5. NAMCOL/COL CASE STUDY Ill - DEPLOYMENT

Identification of Learners for the Pilot Project

The pilot testing of the lessons, prior to deployment, was one of the key activities agreed with
COL as part of the project implementation plan. On average, twenty to twenty-five learners per
subject were engaged in the pilot exercise at each of the following NAMCOL centres/secondary
schools, namely, Jan Moéhr High School, Cosmos High School and Yetu Yama NAMCOL Centre
(Learners, in this case, are enrolled for NAMCOL'’s Pre-Entry to Tertiary Education programme).
Following is an indication of the lessons that were pilot-tested at each of the venues:

e JSC English, Mathematics and Physical Science at Cosmos High School.
e JSC and NSSCO Accounting at Jan Mohr High School.
e NSSCO English, Mathematics and Physical Science at Yetu Yama Centre.

NAMCOL tutors and teachers at the various centres/schools were asked to assist with the pilot,
including the identification of learners.

Preparing the Venues

It was extremely important to prepare the venues before actual piloting. In the case of this
project, the following venues were utilised:

NAMCOL Yetu Yama

This centre is on the same premises as NAMCOL’s Head Office and learners attend face-to-face
tuition on a daily basis. The sessions are facilitated by experienced teachers from the formal
education system who are employed on a part-time basis by the College. It was critical to
ensure that the tutors were informed about the project and any developments as they were to
ensure the success of the pilot.

Teachers were requested to inform learners about the pilot and to ensure that learners were
well-informed about their role in the process.

Jan Mohr High School and Cosmos High School

The teachers were requested to make the necessary arrangements at the schools, especially at
Jan Mohr where the piloting was done during normal school hours. The Accounting lessons
were tested at this school during scheduled periods for this subject to minimise possible
disruption to the school’s programme. At Cosmos High School, also a NAMCOL centre, the pilot
was done with the NAMCOL learners in the afternoon. The tutors who are responsible for those
sessions were also engaged in the pilot.
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Coordinating the pilot and preparing the venues was not an easy undertaking. The team
responsible for this activity had to travel with all the required equipment to the various venues.
Also, challenges pertaining to insufficient power supply, too much light in classrooms/halls,
inadequate sound equipment and so forth, made it really difficult and the team sometimes had
to go back to the same venue for a second or a third time in order to see this activity through.
Learners were required to complete a questionnaire as part of the evaluation and a lot of their
comments were based on technical issues arising from poorly equipped venues as opposed to
the actual quality of the lessons. (Please refer to Appendix 6 for a detailed report on the Pilot-
Testing of the Video Lessons at the above venues).

The video lessons were subsequently broadcast on national television in the country, since
broadcasts form an integral part of NAMCOL’s deployment strategy. A quiz was included at the
end of each lesson whereby viewers could win small prizes by submitting their responses to the
College via Short Text Messaging (SMS). The College received well over 5000 SMS’ from
learners and members of the public which is a clear indication that the lessons have been well-
received. The lessons are also available for downloading from COL and NAMCOL'’s websites.
Furthermore, interested learners and teachers in the country are able to obtain copies of the
lessons on DVD directly from NAMCOL. This very specific deployment strategy was conceived in
response to some of the critical questions highlighted in Chapter 2.
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6. NAMCOL/COL CASE STUDY IV - EVALUATION

In compliance with the key considerations emphasised in Chapter 2, the Research Unit of
NAMCOL was responsible for the overall evaluation of the project. The evaluation was aimed at
determining the extent to which the COL multimedia project was implemented, whether all
objectives were attained and to highlight some of the main challenges and key lessons learnt in
the implementation process.

The evaluation was done against the following outcome indicators:

e Cost per content unit;

e Number of staff members whose capacity was substantially enhanced through the
project;

e Availability of resources to communities;

e Usefulness of the resources to the target audience;

e Additional resources available for teachers;

e Contribution to the national E-Learning portal; and

e Improved perception of ODL in Namibia.

Mindset conducted a comprehensive evaluation of the capacity building component of the
project (outcome indicator 2, above) and a detailed report is available on the NAMCOL and COL
websites. Also, the pilot study referred to in Case Study lll, addresses the outcome related to
the usefulness of the new resources to the target audience (outcome indicator 4, above).

(Please visit the COL website and NAMCOL websites for a comprehensive Evaluation Report in
relation to all the outcome indicators listed above).
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7. CONCLUSION

This overview demonstrates that the implementation of a multimedia content development
strategy in the context of open schooling should not be taken lightly as such a route is complex
and demanding of both time and resources. However, it is our expressed hope that you need
not start from scratch but that you can learn a lot from our experiences through this manual in
your pursuit to give learners exposure to the world of multimedia learning resources.

NAMCOL, Windhoek, November 2009
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APPENDIX 1

NAMCOL Multimedia Strategy 2009 — 2011

Preface

This document is the result of a two day workshop conducted at NAMCOL'’s offices on the 28"
and 29" of July. The aim of the workshop was to discuss and debate the various aspects
involved in NAMCOL developing a greater number of multimedia content products. In so doing,
the intention was to distil an overall vision for multimedia content development within
NAMCOL as well as define the various principles and strategic choices that would be required to
enable NAMCOL to achieve the vision set for the three year period 2009 to 2011.

Thus, and being cognisant of the reality of changing environments, rather than attempting to
provide a detailed list of tactics, this document seeks to define the principles and broad
strategy that NAMCOL will apply over the next three years.

Introduction

The overriding backdrop to all NAMCOL’s work is the Namibian Government’s Vision 2030 that
seeks to transform Namibia into a knowledge economy by the year 2030. NAMCOL was
established primarily to support the formal education system through:

e Providing access, equity and quality education to those who find themselves outside of
the formal education system.
e Upgrading education through the use of Open and Distance Learning (ODL)

methodologies.

Thus, the remainder of this document needs to be framed by the following core NAMCOL
statements:

Mission

We are committed to providing wider access to quality educational services for our learners
and other customers using a variety of open learning methods.

Vision
We strive to be a world-class institution of excellence, accessible to all, with committed

professional staff educating people through an innovative range of ODL programmes, providing
guality services in a sustainable manner.
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NAMCOL subscribes to the following values and principles:

Accessibility: To provide access to educational opportunities.

Sustainability: To ensure sustainability of the College in future.

Quality: To strive for quality in-service delivery.

Efficiency: To achieve objectives within our means.

Accountability: To be accountable to all our stakeholders.

Reliability and Accuracy: To provide reliable/adequate/accurate information.
Responsiveness: To respond to emerging challenges and training needs immediately.
Transparency: To be open and fair in all our business operations.

Continuity: To contribute to lifelong learning experiences of learners.

Excellence: To strive for excellence.

NAMCOL recognises that digital multimedia content can be a powerful tool in helping it meet
its mandate. Digital multimedia content is understood to encompass interactive computer
based content, video content and audio content. In particular, multimedia content has the
following benefits:

The copy and distribution of digital materials is potentially a fraction of the cost of
printed materials especially when one considers recurrent costs of review,
redevelopment and redistribution.

Multimedia content can support the introduction, use and development of new
pedagogies that are effective in developing key 21° century skills.

Multimedia content can more easily be made available to support a range of learning
styles and hence enhance accessibility.

Multimedia content can potentially be more impactful than more traditional forms of
content.

However, NAMCOL further recognises the following limitations and challenges inherent in the
use of multimedia resources in the Namibian context.

A lack of infrastructure and digital equipment poses significant issues with regard to
access.

The current reliance on national broadcasters (especially television broadcasters)
represents certain risks given issues pertaining to costs and timeslots that are available.
NAMCOL lacks many of the necessary skills and capacities necessary to embark on full-
scale multimedia content development.

The Strategy

NAMCOL'’s overall strategy in this area will be to utilise the next three years to build the
organisation’s confidence and competence in the development of multimedia content by
embarking on such developments in an incremental manner, conducting evaluations at each

30



Implementing a Multimedia Content Development Strategy: The NAMCOL Experience

stage and embedding these results into future developments as well as the organisation’s
overall knowledge base.

By leveraging this incremental approach, NAMCOL will demonstrate its competence and
confidence in the field through:

The development of recognised critical institutional competencies.
Good systemic uptake and use of the materials.

Improved examination results.

Formal, external recognition of the materials as being of high quality.

NAMCOL, however, affirms the continued use of printed materials as its primary educational
offering (supported by various face-to-face interventions) for at least the next three years. Any
multimedia content produced will be in direct support of the existing print materials, or those
to be created in the future. In so doing, NAMCOL will seek to add value to the printed materials
in the following ways:

Address specific areas of the curriculum identified as difficult or problematic to learners
(based on NAMCOL and National assessments).

Leverage the particular affordances of the various media types available, i.e., interactive
computer based content, audio content and video content.

Work within the particular skill sets necessary for the development of production of
multimedia materials available to NAMCOL (either internally or externally).

The following further principles will also be applied:

NAMCOL will develop multimedia materials, as far as possible, to be able to stand apart
from the printed materials so that, over time, learners will have a greater degree of
choice.

To narrow the gap between learners and teachers, NAMCOL will seek to develop
multimedia content that supports teachers in the use of digital resources as well as in
the use of better general pedagogical practices.

NAMCOL will develop multimedia with a global market in mind with the aim of
becoming a leader in the development of such teaching and learning materials in
Namibia.

NAMCOL will continuously monitor the kind of technology its users have access to and
will create multimedia materials accordingly.

NAMCOL recognises that there are various methods of distributing multimedia content and,
although it will not limit itself to just one but will seek to use every distribution platform that
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becomes available without any effort to own or control such platform, the following priorities
will be applied®:
e CDs and DVDs (sent directly to learners and learning centres as well as sold through
various channels).
e Broadcast (including both radio and television) on national, community or private
networks.
e The World Wide Web through the NAMCOL website as well as partner websites.

NAMCOL will not directly provide digital equipment in order to access multimedia materials but
will work with various partners such as NOLNet, the Ministry of Education and individual
schools to ensure that access to digital equipment (computers, televisions, audio players)
continually increases.

Although NAMCOL will consider releasing some of its multimedia produced over the next three
years under open licences (e.g., Creative Commons), the institution intends to use the period to
investigate the most appropriate open licensing regimes that will contribute towards the
sustainability of NAMCOL as well as the development of the ODL sector both in Namibia and
beyond.

In light of the adopted incremental approach to multimedia production, NAMCOL will focus on
building internal capacity and skill in content development and will seek to outsource as many
production related aspects as possible. This is not to say that NAMCOL will not attempt to
understand the production processes involved but will not focus on investing in production
capacity (either capital equipment or human resources).

NAMCOL recognises that a key part of this strategy pertains to monitoring and evaluation.
Indeed, the very basis of the strategy is one where NAMCOL will endeavour to develop capacity
and build a core repository of institutional knowledge in the field. The only way these objectives
will be met is through constant and vigorous research.

NAMCOL has thus identified three key areas requiring monitoring and evaluation:

e The affordances of various forms of multimedia content — Although there is a great body
of theoretical knowledge about this area, NAMCOL understands that there is most often
a large gap between the academic theory and the practice on the ground and, in this
case, in the Namibian context. Aspects such as usability, relevance, accessibility and
appropriateness will be investigated.

! 1t should be noted that, although mobile penetration is growing rapidly in Namibia and NAMCOL believes it is
important to investigate the affordance of mobile technology, this area is in its infancy and so will not form a key
part of the strategy moving forward.
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e The impact of multimedia content — As noted, NAMCOL will seek to create multimedia
content in ways that directly add value to the primary printed and face-to-face
interventions. In doing so, it will seek to assess whether and to what extent value has
been added by monitoring learner results as well as attitudes to and perceptions of
learning.

o The development of internal capacity — The extent to which NAMCOL is achieving its
stated objective with regard to internal capacity development will be monitored using
various skills assessments and surveys.

NAMCOL recognises that it requires the input and support of a range of partner organisations
to assist it in effectively delivering on its mandate. This is equally true when producing
multimedia resources. As such, the following key partnerships have been identified. NAMCOL
will invest in building and strengthening these relationships.

¢ Namibian Ministry of Education — The Ministry is a key stakeholder in NAMCOL
providing the majority of its operating budget. In most respects, NAMCOL derives its
mandate solely from the Ministry.

e Cambridge University Press (CUP) — NAMCOL and CUP have jointly developed print-
based materials in a range of Grade 12 subjects and this initiative could be extended to
include multimedia resources for learners and teachers.

e Commonwealth of Learning — COL has been identified as a key funding and capacity
building partner in the development of multimedia resources and in improving
NAMCOL'’s capacity to develop high quality resources in support of open and distance
learning.

e Namibian Open Learning Network — NOLNet has been identified as a key distribution
and research partner. NAMCOL intends to use the 50 current NOLNet sites as key
physical distribution points for multimedia as well as its integration into face-to-face
interventions.

e The Namibian Broadcasting Corporation — Despite the various limitations associated
with broadcast as a distribution method for digital learning resources, NAMCOL believes
that broadcast still represents a highly effective, usable and accessible platform in the
Namibian context. In light of this, a close and productive working relationship with the
national broadcaster will be sought.

e Mindset Network — Although not identified as a key strategic partner, Mindset is still
recognised as possessing many of the skills and competencies that NAMCOL is seeking
to develop. Mindset is thus noted as a valuable agent in developing internal capacity in
the area. Beyond this, Mindset also represents valuable opportunities to NAMCOL in
terms of its relationship with Multichoice Africa as well as its recent work with mobile
technologies.
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Implementing the Strategy
In implementing the above strategic points, the following points needs to be considered.

Partnerships

As highlighted in the strategy section, partnerships will be vital to NAMCOL and significant
energy will need to be expended in setting up partnerships and relationships that deliver real
benefit to NAMCOL. It will be necessary to clearly articulate the rationale behind this
multimedia strategy to existing and potential new partners. Partnerships will also be crucial to
NAMCOL from a content distribution standpoint as well.

As the Ministry of Education is a primary stakeholder in NAMCOL, it will be essential to update
the Ministry on NAMCOL’s intentions and progress throughout the next three years, especially
if the Ministry is in a position to financially support any of this work in particular.

If NAMCOL desires broad acknowledgement and acceptance of its digital resources as high
quality learning materials for the Namibian context, it will be crucial to foster relationships with
educational experts in the country that can attest to the quality of the materials it produces.

Higher education and research institutions can add great value in terms of the evaluation of
NAMCOL'’s progress in this area. These relationships can be valuable sources of external,
independent evaluation of the quality of the content being produced, as well as of intellectual
input into NAMCOL’s models and execution of this strategy.

Several of the partners mentioned in the strategy relate to content distribution. It is essential to
invest effort in establishing excellent relationships in this area. Ultimately, the success or failure
of NAMCOL’s multimedia strategy (and indeed, its entire business), rests on users gaining ready
and reliable access to the digital resources being produced. Such access is a necessary
precondition to impact being demonstrated — the demonstration of impact being a
fundamental requirement in securing future and sustainable investment in this area.

It is important to not underestimate the importance of distribution when dealing with digital
resources. Unlike paper-based resources, there are several intermediate layers between the
content and the user’s ability to view and/or interact with the content. These technology layers
are not always as reliable as we would like them to be. It must be remembered that the
distribution of digital resources is critically limited by the distribution and reliability of the
receiving technology (PCs, TVs, etc.).

Sustainability of digital content production is predicated, in some part at least, to being able to
source funding for such development from external organisations. Most often, funding is
predicated on there being a clearly articulated vision and strategy that answers the question
“Why develop digital resources and what impact will they make?” This is an alternative

35



Implementing a Multimedia Content Development Strategy: The NAMCOL Experience

statement of “What will be the return on my investment?” This strategy will hopefully be useful
in answering these questions in part. The other key component is the demonstrable measured
impact on the ground as recorded in well devised and executed research. In other words, the
value of this strategy will be greatly enhanced by research that measures progress. Too often,
research is a sorely neglected area. NAMCOL is encouraged to make it an integral part of its
business and operations.

The Organisation

Crucial to the success of executing this strategy is the level to which it is embedded into the rest
of the organisation. Running such a strategy in parallel to the main stream will no doubt lead to
it being unsuccessfully or incompletely implemented. Further, it can lead to a sense of
frustration within the organisation when staff become unsure as to the overall objectives of the
organisation. NAMCOL is thus encouraged to not only embed this strategy into the overall one
but also to ensure that all staff are aware of the work to be undertaken and are routinely
updated on progress in this area.

Following on from this point, it is important to give due consideration to the organisational
energy available to proceed in this regard. Conscious decisions need to be taken regarding
where the necessary energy will be drawn from as, without investment into additional human
capacity, that energy will need to be drawn from other existing areas. Therefore, clear priorities
need to be established in executing this multimedia strategy so that other priority areas have
dedicated to them the necessary human resources. Simply put, if the existing organisational
plate is full, either the plate will need to be made bigger or some items will have to fall off. As
long as the required decisions are made consciously, the process can be effectively managed.

A last point pertaining to the organisation revolves around project management. Experience
has shown that the project complexities surrounding multimedia content production (as
opposed to print content production) are high, especially as in the case of NAMCOL where
external parties will be providing expertise at several points within the project cycle. It is thus
important for NAMCOL to have the correct level of project management skills available.
Without this, projects can be put at risk which may impact on NAMCOL’s ability to secure future
funding for this sort of content production.

General Points

As noted in the strategy, investment into digital content production equipment is not
recommended at this point. This is as a result of both the enormous upfront costs of much of
this equipment as well as the fact that the current strategy sees an incremental approach to
development. As such, it is not yet totally clear what kinds of digital content NAMCOL will be
producing in the future and current development obligations do not justify this kind of
investment. NAMCOL are advised to source as much of this technology through partner
organisations and third party providers.
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The same general advice applies to technical production skills (video editing, video filming,
video final mix, advanced Flash programming, graphic design and production etc.). Such skills
should be sourced from external organisations. Mention was made during the strategy session
to utilise the skills of the local college of arts. Such a relationship should certainly be
established. This does not necessarily mean that NAMCOL must not seek to understand these
production-related areas to some extent.

What is important at this point is investment into high quality digital content development skills
and processes (content developers, script writers, instructional designers, story boarders etc.).
The development of digital content requires, in many cases, different expertise to that of
traditional print content. The training intervention currently being negotiated with Mindset will
go some way to providing these skills but, by itself, will not be wholly sufficient. It will be
necessary to continue with skills acquisition both through training of existing staff, recruitment
of new staff and sourcing of external experts. The evaluation of the development of NAMCOL's
human capacity to execute digital content development projects, as noted in the strategy, must
be taken seriously.

The issue of research and monitoring has been mentioned above. A significant part of these
frameworks will focus on content quality. A general point to consider in this area is defining
quite clearly what is good enough. Without objective measures for content quality (both from
an educational and technical/production perspective), judging whether content is good enough
can become a slippery slope. As limitless budgets for this work will not be available, it is
important for NAMCOL to clearly stipulate what is and is not critical from a quality perspective.
These criteria need to permeate the entire content development and production process to
ensure that the correct decisions are made to enable NAMCOL to deliver content products on
time and within budget. Without a clear upfront understanding of these parameters, projects
can be put at risk.

Tied to this is the importance of evaluating progress and quality early on in the process and
then often throughout the process. If the up front content development is not of a high quality,
the likelihood of developing a high quality finished product will be severely limited. It is much
easier and cheaper to correct educational and/or conceptual errors in a project in the initial
stages. Further, due to the relative complexity of multimedia content development processes, it
is also necessary to perform evaluations throughout the process rather than just at the end.

The final points are of a somewhat technical nature. Multimedia content is invariably stored as
digital files on a server. These files often tend to be many times larger than print-based content
files (especially when dealing with broadcast quality video). It is thus important for NAMCOL to
give upfront consideration to how completed multimedia content will be stored and managed.
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Related to this is the issue of creating devices that provide user access to digital content when
not distributed via a broadcast platform. The above strategy points to CD/DVD as the primary
content distribution platform. In this case, NAMCOL needs to consider the creation of usable
interfaces that organise and provide intuitive access to the content for users utilising multiple
(often competing) computing platforms. Important in this (and indeed for any content
distribution) is the generation and management of descriptive metadata. It is thus suggested
that NAMCOL investigates the use of an appropriate Content Management System for digital
multimedia content.
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APPENDIX 2

Monitoring and Evaluation Framework

Acknowledgements

In pursuance of a sustainable model, the Commonwealth of Learning has made the
development of the Monitoring and Evaluation Framework one of the key outcomes of
the multimedia content development strategy. For this reason COL commissioned
Mindset Network, under a separate agreement, to assist NAMCOL with the
development of the multimedia strategy including a Monitoring and Evaluation plan to
measure the expected results of the project. Contributions of colleagues in the
Research and Evaluation Unit at NAMCOL also enhanced the comprehensiveness and
guality of the framework.

Introduction

NAMCOL has recently developed a multimedia strategy for the period 2009 — 2011. The
strategy provides a framework for the development and deployment of multimedia
content within NAMCOL and defines, in broad terms, key principles and strategic
choices that will guide the institution’s multimedia content development initiatives over
the next three years. This document is complementary to the multimedia strategy and
provides a framework to monitor and evaluate the quality and efficacy of multimedia
materials at the College.

Aims

The Monitoring and Evaluation Framework (MEF) aims to:

e Monitor project roll out, monitor the stakeholders and contractors, ensure
deadlines are met and targets reached. This adds to the efficiency of projects
and protects budgets and quality.

e Evaluate the content as it is being produced. In this sense, this is a quality
management cycle of appraisal, re-appraisal and review to ensure the product
meets the quality criteria outlined by NAMCOL.

e Evaluate the efficiency, effectiveness and impact of the content in context.

Key Focus Areas

It is envisaged that the MEF will provide information on the following areas related to
the development, production and deployment of content:

e Efficiency — this measures the efficient nature of the process of production and
development. This is often referred to as process evaluation. Answers to the
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following questions are examples:

Was comprehensive planning followed?

Were adequate resources provided?

Were deadlines met?

Were deadlines reasonable?

Were indicators met? (usually at the end of the project, but also tracked
throughout to ensure progress)

O OO0 O0Oo

The role of the project manager is vital in this context.

Effectiveness — this relates to how effective the content is and whether its
objectives and outcomes are met. Possible questions to ask here include:

O How do learners/tutors/teachers evaluate the content?

0 What changes were seen after the content was introduced? (e.g.
effectiveness of learning, time on task, etc.)

0 Are the objectives and outcomes of the content clear?

0 How often and in what way is the content used?

Relevance — this area evaluates how relevant the content is to the audience and
the needs of the country. Questions that could be asked here include:

0 Isthe content aligned with the country’s needs and priorities?
0 Isthe content appropriate to the level of the audience and their needs?
0 How do experts evaluate the content in terms of relevance?

Impact — this level is concerned with the long term intended and unintended
consequences of the project. Generally, the questions to ask here would be:

0 What long term effects were created by the project?
0 What would the situation have been if no input was given?

Sustainability — this area deals with the ability of the project or process to be
sustainable and not rely on outside support. This is a difficult area to negotiate
and needs to be conceptualised over a period of time as it involves processes,
budgets, financial reporting, etc. Questions to ask include:

O Are adequate measures in place to ensure the programme can continue?
0 What processes are in place in case one or more members of the team
leave?

Evaluations of the system need to take the above factors into account and the main aim
of the research should be clear.
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Framework

The framework, below, is general in nature and aims to guide the monitoring and evaluation of multimedia initiatives at NAMCOL.

Purpose/Goal: To develop, produce and deploy quality multimedia content at NAMCOL

Monitoring

Evaluation

Input (drivers of success, necessary for
outputs. These are divided by system,
site, and user). These then feed into the
annual input targets for each
programme. What we put in. Should list
person/people responsible.

Processes (how these will be
implemented). Also called
“activities”, what we do.
These should have time
frames attached, and person
responsible

Outputs (goals). Results
that are measurable.

Outcomes (collection of
all results — what would
have happened without
our input = IMPACT)

Impact (long term, broad
impact, often aligned with
millennium goals). How well
outcomes align with
intended goals.

Objective 1: Capacity-Building
Institutional multimedia strategy and
commitment, existing expertise,
projects and partnerships

Training and development,
project initiation and
implementation

Staff involved in
development and
production of content are
trained; projects and
partnerships are
successfully
implemented/managed

Increased capacity to
produce high quality
multimedia content

NAMCOL has competitive
edge nationally and
regionally in the
development and
production of multimedia
content

Objective 2: Content Development and
Production

Content developers, approved
syllabuses, content packs,
infrastructure

Development and
production of multimedia
content based on key
learning areas in relevant
syllabuses

Quality content produced

Increase in the usage of
content by learners and
improvement in their
results

Inequalities addressed in
access to education and high
quality learning centres for
learners in the open
schooling and

formal education systems

Objective 3: Deployment of Content
Infrastructure

Pilot testing of content,
deployment through
broadcasting and use of CD
ROM/DVD, use of NOLNet
centres

Quality content
distributed countrywide

Delivery of content
through broadcasts and
accessible continuously
at NOLNet centres

Inequalities addressed in
access to education and high
quality learning centres for
learners in the open
schooling and

formal education systems
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Implementation Plan

COL Capacity Building Project in the Production of Multimedia Learning Resources

Outputs

e produce strategy paper in collaboration with Mindset, including a Monitoring and Evaluation strategy;
e build capacity of staff (15 full-time and 14 part-time) in the production of multimedia learning resources through both in-

house and externally facilitated training;

e acquire critical video production equipment (MoE funds);

e develop 16 pilot lessons (4 x 20-minute lessons in each of the following secondary level target subjects: 2 x Grade 10 and 2 x
Grade 12 lessons in Mathematics, Physical Science, English and Accounting;

e develop strategy, pilot test lessons and prepare piloting report;

e develop Manual on the Implementation of a Multimedia Content Development Strategy in the Context of Open Schooling

and submit to COL;

e upload lessons on WikiEducator and NOLNet eLC portal, provide files to COL and distribute lessons to NOLNet centres; and
e evaluate project against objectives in COL agreement and submit comprehensive report to COL.

ACTIVITY

TARGET DATE

RESPONSIBLE PERSON(S)

MONITORING
MECHANISM

Ensure agreement between NAMCOL and COL is signed and funds
are transferred (comply with all requirements)

30 July 2008

Jerry

Ensure multimedia strategy paper, including M & E framework is

15 August 2008/15

Jerry and Jan

produced in consultation with Mindset May 2009

Conduct in-house training sessions — replaced by training 30 August 2008 Irving and Saara
provided through MoE radio/video project

Recruit part-time multimedia content producers (secondary level | 30 September 2008 PDs

subjects)

Develop capacity of full-time and part-time staff in the production
of multimedia learning resources and manage process in

October 2008 — May
2009

Sonja, Cornelius and Irving
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consultation with Mindset (video as primary focus)

Develop specifications for video equipment, obtain quotations 28 February 2009 Irving

and procure critical equipment (MoE project funds)

Develop and implement a strategy for the overall evaluation of 30 April 2009 Jan

the project based on outcome indicators in the COL agreement

Develop strategy and tools for pilot testing of lessons 30 April 2009 Sonja and Cornelius (inputs
from Jan)

Script, edit, develop and record/film pilot lessons (render 22 May 2009 PDs, PMs, M: MP+D

adequate support to part-time staff in this process): agree
strategy for filming/editing of lessons

Conduct follow-up workshop to ensure editing, quality assurance
and final production of pilot lessons (Mindset)

27 — 28 May 2009

Wynand and Irving

Pilot-test lessons at selected NAMCOL centres and schools 22 June 2009 PDs and PMs
(centres re-open on 26 May)

Produce Manual on the Implementation of a Multimedia Strategy | 30 June 2009 Wynand
in Open Schooling (to ensure process can be replicated

elsewhere)

Produce detailed project evaluation report (including feedback on | 15 July 2009 Jan

pilot phase)

Submit detailed project evaluation report (including financials) to | 30 July 2009 DD:PMD
CcoL

Deploy lessons by posting it on the NAMCOL website, 30 July 2009 Irving
Wikieducator and availing such to NOLNet eLC for publishing on

the national e-learning portal and distribute content on CDs to

NOLNet centres (in accordance with Creative Commons — by

Attribution license requirements)

Submit progress reports via e-mail to COL after every stage of the | Monthly Jerry

project (in accordance with Gantt Chart)
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APPENDIX 3

Guidelines for Developing the Lesson Framework for a Series of Video Lessons

The intention of the framework is to give reviewers sufficient information about the
developer’s intentions to enable the following questions/aspects to be considered carefully,
and feedback given before the actual writing process begins.

e Does the series of lessons cover all the required key concepts and skills associated with
the topic at this level?

e Are these presented/ developed in a logical sequence through the series?

e |s the content for each lesson arranged in a “sensible” order?

e |[s the content intended for each lesson manageable in the time?

e |sthe content correct and up to date?

e |s the methodology appropriate, and in line with current approaches to teaching this

subject?
e Are the contexts for filming, and the proposed graphics and locations doable —
practically, and in terms of the budget?
e |s the task the correct task in terms of the outcomes for the lesson?
The framework should be written in a template similar to the one shown below.

Series title: Motion in one dimension
Curriculum Links: LO1,L02,LO 3
No. of lessons: 6

Broad intention of the block:

To carefully define the concept of motion by introducing terminology that has precise meaning.
Develop ways of representing data collected from observations of motion, using diagrams,
graphs and equations.

Enable learners to solve real life problems relating to motion.

Show the impact of motion on human development (LO3) — Use a case study as an example.

In this series of lessons learners will:

Revise:

The relationship between speed, distance and time.
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Learn that: (big picture of key concepts to be learnt)

Motion can be described in terms of change in position (displacement), velocity and
acceleration.

Find out how to: (big picture of key skills)

Draw a graph given data.

Interpret a graph by looking at the steepness of the line or the shape of the curve.
Use data to solve problems of motion.

Broad educational approach/treatment

Need to:

Clearly define important terminology.

Show real world context for showing different types of motion.

Encourage discovery — but in a mediated context.

Challenge learners to use relationships to solve real problems.

Lesson 1: What is motion?
Lesson outcome/s:

1. Record observations of moving objects.
2. Describe motion of objects in words

Key learnings (in sequence) Activity and treatment

A frame of reference is a way of Show objects on the Earth which appear to be stationary.

locating the position of the Look at same object from space — see it moving

observer. Earth as the normal (animation). Different observations of the same event are

frame of reference possible depending on the frame of reference. Examples
of cars moving, ENG (??) done. Define the term “frame of
reference”.
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Stationary objects do not change
position.

Moving objects change position
relative to the observer.

Motion can be described in terms
of:

a) slow/fast

b) direction

c) changing/constant

Displacement is the change of
position of an object in one
direction, measured in metres (SI
unit). Must have direction given
with cardinal points or a sign
convention. Distance is the length
of path travelled. No direction
required.

Task

Compare observations of different objects, stationary and
moving, use a grid like a chess board. Define motion in terms
of change in position.

Experiment/animation to identify different types of
motion. Use the ideas of slow and fast, direction (forward
reverse), constant and changing.

Define terms more accurately, “displacement” and
“distance”. Use examples to show the differences, e.g.,
when size is the same but the sign of the displacement
indicates negative direction, zero displacement but there
has been a distance travelled.

Describe motion of two cars (animation). One at constant
velocity, one accelerating. Motion map given.

48




Implementing a Multimedia Content Development Strategy: The NAMCOL Experience

49



Implementing a Multimedia Content Development Strategy: The NAMCOL Experience

APPENDIX 4

Terminology

Billboard

Closing Sequence

Cutaway

Credit Roll

Cyclorama

Dissolve

Edit Decision List

Edit Master

Edit Points

An on-screen graphic that has titling on, e.g. (??)

To be safe always:

° Wear a hat
° Carry a stick
° Drink water
° Smile a lot

Artistic 15-30 seconds of animation or collage of shots closing the
programme.

A single shot inserted into a sequence of shots that momentarily interrupts
the flow of action, usually introducing a pertinent detail. (Editing)

List of artists, crew, writers, special guests, special thank you to locations and
sponsors and any other company or person who helped with the production

— appears within the closing sequence before the production house logo.

Permanent background built in a studio which is nearly always coved or
curved at the floor line to create an unending backdrop. (Grip/Lighting)

A transition between two scenes where the first visual merges into the
second. (Editing)

A list of codes, for finding footage and frames, with instructions for fades,
dissolves and other special effects that have been edited into a
programme ready for online edit.

The tape containing the finished (edited) program.

The beginning and end points of an edit when a video program or
soundtrack is being assembled. (Editing)
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Establishing Shot

Fade

Focus Pull

Frame

Freeze Frame

Gaffer

Grading

Insert Editing

Jump-Cut

Key Grip

Key Light

Library Shot

ME Track

A wide, long shot which informs the audience about a changed place or
time for the scene which follows. (Shooting)

In editing you dissolve between shots, but you fade to black or fade up
from black.

To refocus a camera lens during a shot to keep a moving subject in focus
or to move attention from the foreground to the background and vise
versa. (Shooting)

A single complete screen on videotape. There are usually 25 frames in a
second. (Editing)

A single frame image that is “frozen” for some reason. Maybe have titles
put over it or something. (Editing)

The chief lighting technician in charge of the electrical department.
(Shooting)

Changing colour hues of different shots so they match each other,
brightening or darkening the shots according to treatment desired.
(Editing)

Used in video or digital audio editing, replacing shots already edited in a
sequence. (Editing)

An editing device where the action is noticeably advanced in time, either
accidentally or for the purpose of creating an effect — cut from on image
(on/an image??) to the same image but a little further on in time.
(Editing)

The chief grip who supervises camera cranes, dollies and other platforms
or supporting structures according to the requirements of the director of
photography. (Production)

The main light on an actor or object. (Lighting)
Stock footage which is suitable for the production but which was not shot

for that specific programme.

Music and Effects Track which is combined into one on a separate
channel for use with foreign language re-recording of a programme.
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Mix

Offline

Online

Opening Sequence

Pan

Pick-up Shot

Post-Production

Soundtrack

Split Screen

Sting

Strap Line

Time Code

Usage

Voice-over

Wipe

Sometimes called Final Mix — balancing all sound in the programme and
laying sound effects and music. (Audio suite)

Assembling the shots for the programme normally without any effects
and in a less expensive edit suite, preparing for the Online edit. (Editing)

Final edit of programme using the offline edit, putting in all effects, titling
and cutaways. (Editing)

Artistic 15-30 seconds of animation or collage of shots introducing the
programme.

Camera movement across a subject left to right or right to left from a
fixed axis.

Reshooting some parts of a scene that are not right. (Production)

All processes that take place after the shooting of the footage — such as
Editing and Final Audio Mix.

The entire audio portion of a video production, including effects and
dialogue.

A special effects shot in which two separate images are combined in one
frame, each taking up half the screen. (Editing)

5 second cut down of the Opening Sequence.

A graphic line across the bottom of the screen that carries information or a
person’s name.

A high frequency signal that is used in editing for giving in points and out
points a reference that the edit suite can automatically find. If the time
code is broken the edit suite cannot find the shot.

A term used for actors and voice artists: their fee will be for the
performance and generally one year’s usage. If you want to continue to
use the programme you will have to pay another usage fee for the next
year. (See Contracts further down)

Narration or dialogue taking place over the action on screen.

A transition effect in the edit suite where one image is replaced by
another by sliding left to right or right to left on screen.
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Wrap

Zoom

Usually said by the Director once shooting is completed for the day.

Zoom into an object or person with the camera, meaning making the
image bigger. Zoom out makes the image smaller.

A small Production crew would consist of the following:

Producer

Production Manager

Manager

Director

Production Assistant

Assistant

Cameraman

Soundman

Production Process

Gets the scripts together and once approved, decides on concept with the
content developer. Gets Director and Production Manager on board.
Oversees entire production.

Is briefed by the producer, works out the time line, manages the budget and
reconciliation.

Books cameraman and sound if required, checks what is needed such as
location payments, drinks and lunches for crew and cast, brings on board the
production assistant and manages them, discusses props, wardrobe, and
location with director, and timeline.

Directs the actors, explains the style required to the cameraman and lighting,
chooses locations, casts actors and presenters (In our experience actors work
better in the role of presenter/Tteacher than teachers), chooses locations.

This role executes on all the production manager and director requirements.
makes the bookings for edit, shoot, cast, mix; ensures that correct equipment
is booked, prepares and sends call sheets, handles any queries for
operational issues, reports back to Production Manager.

Shoots the shots.

Ensures good audio — not always necessary as a cameraman can often rig a
simple sound set up with one mic.

(Your project might not need all these steps)

All involved with a production will find it useful to have this information, it helps when
communicating with various crew members and in understanding what can be done and when
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it should be prepared to support the production process. It also helps when conceptualising and
considering treatments.

Order of Process:

LN EWNE

Concept and Content Development

Scriptwriting/Editing

Pre-production (Production Planning)

Production (Shoot)

Graphics Design & Creation (occurs simultaneously with #4)
Voice Over Recording in Audio Suite

Offline Edit — Review — Online Edit with changes - Review
Final Mix (Audio Suite — adding music if needed)

Dubs (Copies) or other Distribution

Concept: A discussion with the script writer/content developer as to what the best way would
be to present the lesson as a video. What style and treatment would be best to add more
clarity for the learner? Your final concept must enhance the learning. Some Treatments
(dependant on budget available):

A presenter with two learners in a tutorial situation. This works best when a more
complicated subject area is being taught such as Geometry; Experiments in Physical
Science; detailed areas of learning; understanding and working out formulae. The
approach has an informal feel but borders on traditional teaching and learning. The
presenter is with the learners in a lab or a homework room and much of the graphics,
etc., for the maths for instance, are done by the learners on paper (Remember they
must use a thick black pen that the camera can pick up).

Straight studio recording with presenter and overhead projector/smart
board/blackboard.

1 x learner, 1 x presenter: the scenario could be something like the learner needs to buy
a car and does not know how to go about it in terms of finance....simple and compound
interest etc. The presenter would advise the learner, go with them to the back and hear
different payment options, sit with the learners in a coffee shop and discuss the options
and explain which one is best and why....this scenario could be applicable to many
learning areas that deal with “in the real world” situations more directly — English, Life
Sciences, areas of maths such as “Simple, Compound and Exponential Growth”; Maths
Modelling; Probability etc.
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e “Brainstorming” — an investigative approach with a group of learners who have been
given a task, the presenter is always around guiding and explaining. This works best with
topic areas like Maths — Calculating with Data; Data Handling; some areas of Science
(not experiments) and other subjects that lend themselves to this more informal
approach to learning.

e Investigations — this is best suited to topics like “Cycles in the Biosphere”. They are
excursion based. We have a group of learners who go out with a teacher/presenter into
a botanical garden for example, they walk through and the presenter explains things like
water cycles, habitats, etc. Where graphics of processes are needed they are added
during the editing phase. A lot of learning areas could be covered from other subjects as
well so you get a really good idea of how one subject links to others in their knowledge
base.

e Documentary style which is an interviewer (presenter/teacher) interviewing various
experts on a particular subject, asking questions based on the learning areas required.
We have used this very successfully with Radioactivity and then shoot cutaways of the
processes mentioned.

e Live Broadcast Simulation: This is very similar to a talk show scenario in a studio with a
group of learners and the teacher discussing issues which are summarised by the
teacher at various stages. This is very suitable for subjects such as English poetry, drama,
literature and history. The discussions need to be very strictly guided by the teacher
with reference to the script that has been devised.

Research has shown that the learners like to see other learners in the video because they can
identify with them.

Learners like it when the Video Learner does not understand or makes a mistake —they do not
believe it when the learner knows everything — it seems to undermine them.

Remember: A picture can be worth a thousand words.

Script Editing: Content Developers are often teachers, they are accustomed to writing for text
books, the script editor is generally someone who understands and works in the visual medium,
they are used to take the lesson script and put the “talk” into the spoken language, as it is used
by the learners. The language used to impart the knowledge must be friendly, fairly informal
and “chatty” rather than “instructional”. They will also put in sequences that are used as
transitional points between learner and presenter, or from one fact to another. They make the
script “video friendly”. They also suggest visuals.

Remember: Spoken language is very different to text book language. The script forms the
backbone of the production.
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Pre-production (Production Planning): The director should have studied the script and story

boarded it, i.e., write or draw the shots or graphics necessary for each section of the script, e.g.

SHOT AUDIO VISUAL COMMENTS

1. Presenter To camera in studio. Presenter
Hi, guys. communicates with learners as if by

video link.

2. Refilwe & Bongi To camera from Bongi’s home.

Hi, ... (Presenter’s name)

3. Presenter To camera in studio.
| understand you’ve got a
problem with the design of your
book cover.

4. Bongi To camera with Refilwe.

When | tried to copy it free-hand
it came out all wrong. Refilwe
suggested | need to use geometry
Refilwe

But, we’re not sure how.

5. Presenter To camera in studio.
Okay. To start with, all the critical
points in your design lie on
circles. So, why don’t you try
drawing these circles on to the
design with a pair of compasses?

6. Bongi To camera with Refilwe.
That sounds easy enough.

7. Bongi V/O Over shoulder as Bongi draws in the
On this circle | count one, two, green circle and indicates the 12
three ... twelve points. points.

8. Refiloe V/O Over shoulder as the blue circle is

Then, there’s a bigger circle that
passes through the vertices of
the square.

drawn and the points are indicated.
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9. Presenter To camera in studio.
Well done, Guys! You’ve spotted
them all. Now, let’s place the
design, with its circles, on to a
system of axes.

A production meeting is then held and the producer, director, production manager and
production assistant decide on the time planning, what needs to be hired, booked, cast needed,
the look of the actors, what graphics are needed and what budget is available for the different
line items. Everyone should be on the “same page” for the production.

The director will then create a “graphics brief” with all the graphics and effects they want
(animated, 2 D, 3 D, still) that illustrates the scripts and lends clarity. The graphics brief will also
have the style and treatment required for the opening and closing shots, strap lines and stings.

The production assistant will then book the locations, crew and cast for particular shoot days
together with the equipment required.

Production (Shoot): The director, cast required, crew required go to the location or studio to
shoot the script. Remember you may already have “raw footage” shot for another programme
that can be used as cutaways, etc. Footage from a DVD, mobile phone or domestic camera is
not high enough resolution and therefore not good enough quality to use in broadcast
programmes.

The production manager generally stays at the office to handle further bookings and any crisis
that might arise on the shoot.

Graphics Design & Creation: During the production phase the director (for educational
programmes) will check with the content developer that the graphics are correct and illustrate
what they need to. The director will then brief the graphic artist on the graphics in terms of
style, font, colours used etc. and the visual elements that will be applied throughout the series.
Not forgetting any funder/sponsor logos that are needed.

Graphics take time to create especially if there is animation. However, they are very important
to the final product in terms of clarity of learning and explanations (flat 2D animation does not
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have to be expensive). They have an enormous impact on the result achieved with the
programme so do not stint if you can help it.

The opening and closing sequences, and look and feel of the graphics, help to give the
programme an emotional and psychological feel for the message required.

Remember: Most of the titling can be done in edit on the edit suite. Graphics is expensive and
should be used only where necessary. Highlighting areas on a graphic can be done in edit in
accordance with the voice describing what is happening and what to look at.

Voice Talent Recording: Try to do all the voice recordings when you shoot as this can reduce
costs and keeps the voice sounding the same. If the presenter is not on camera during a
particular graphic sequence let them read off the script onto camera and use as voice over.

If you need to use a voice over that is not on shoot then see if anyone inhouse can do it but
they must have the talent/skill to do it, not just have a good voice. Talking into a microphone is
not as easy as it seems.

Remember: You will pay for usage on the voice so please sign a contract to cover all
platforms, in perpetuity.

Original Music or Library Music Tracks: Music is a fundamental element that provides an
emotional identity and an emotional impact to your production. The choice of a particular
music track is very important to most productions.

The ideal way is to have an original track created for the production which is called
“commissioned” music. Negotiate a good deal with the musician and ensure a contract is signed
that states what they are composing, how long, and that all rights belong to you in the end (all
copyrights and royalties).

“Library music” can be used, you will pay per “needle drop” i.e., per 30 seconds or part thereof
even if it is a repeat.

Logging: The director will look through the raw footage and choose the shots they want to use.
They will take down the time code or punch it into the computer (depending on the system
being used). This edit list will then be digitised into the edit suite. This saves a lot of money if
working on a hired edit suite. Alternatively you can just take your tapes to the edit and they will
digitise the whole lot in and you then choose, in the edit, which shots you want and in what
sequence.

Editing: The base of video post production is editing. The director should sit with the editor and

instruct the editor as to which shot goes where and in what sequence. The director will also
bring in the graphics that have been made separately, and either imported into the suite or
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brought on a disc to be loaded into the edit suite. It is this stage that is most important as a
good editor can make your footage and cutting work well even when the shots are not so good.

An offline edit (also called a rough cut) will be done first. By the end of the offline edit the shots
and graphics are in the right sequence and in sync with the voice over. All elements that convey
information must be put in at this stage. This must then be reviewed by the producer or those
involved to make sure that the sequence is still correct, the graphics are working and that the
video is coming across as is required for the purpose it will be used.

NO CHANGES MAY BE MADE WITHOUT ADDED EXPENSES AFTER THIS POINT!

The edit suite has basic capacity (generally) to manipulate colour, luminance, and picture. It
normally also has a way of bringing shots in via effects such as “page turns”, “flying in”, and
others.

Once the offline has been approved and the necessary changes made, the online edit takes
place. This is where the strap lines are put in, any dissolves or effects are put in and the cuts are
generally smoothed out. This is the final edit stage.

Remember: Put in identification slates to help with selections when looking for a particular
lesson. This slate is never shown to the public but it comes at the beginning of the video with
titling on black It normally has the date of production, name of lesson, number of the lessons in
the series, producer’s name, school, grade, and all information that would be pertinent to
where and when it would be broadcast.

Final Mix: This is where the video is sent to the audio suite (if necessary) to have sound effects
and any music added to it. The audio on the video is compressed and equalised, i.e. the volume
level of different voices is balanced to the same volume level.

The video is now completed and a master is made of it on tape (usually DVCam — digital). A
safety copy is made which is always kept in the library. The DVDs or CDs will be made from the
master tape/recording.

Summary of Process

1. On screen imaging to be conceived and created.

(Opening and closing sequences, stings, background slates for titles, strap lines).
The production process relies heavily on the content schedule and its deadlines.

2. Curriculum Mapping.

3. Producer then gets involved with the content head in the concept planning to ensure
the visuals endorse good educational methodology and are able to convey clearly the
learning content in the script.

4, Content continues to develop lessons that use the agreed concepts to articulate the
learning required.
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10.
11.
12.

Final lessons submitted will be reviewed by production as well as content.

Final lessons after changes will be sent to a script writer to put in production values such
as dialogue, general visual direction and suggested locations.

During this time the production house:

a. will hold auditions for presenters (adults and children)
b. revamp sets

C. prepare props required

d. put together a final production timeline.

Presenters will be approved by all parties (content and production).

Directors to receive a comprehensive briefing on each script by content and production
as to lesson requirements, teaching methodologies.

Shooting will begin.

Graphics brief are written, reviewed by content, briefed in to graphics.

Shooting to be closely monitored by producer for education correctness and content.

NO CHANGES TO SHOOT PERMITTED AFTER THIS POINT!

13.
14.
15.

16.
17.

Real life scenarios to be edited.

Offline edits will be done.

All offline edits to be reviewed (including graphics) by content and producer for
correctness.

Changes on edits and graphics to be made.

Changed graphics checked by content.

NO CHANGES PERMITTED TO VIDEO AFTER THIS POINT!

18.
19.
20.

IDs to be allocated to all lessons.
Online editing and packaging take place.
Master tapes to be completed for platform (correct format).

Example of a Budget with Time Line Allowance
1 x series of 6 lessons

SURPLUS MONEY MATHS 2 BLOCKS - GRADE 12
(12 LESSONS @ 20 MIN EACH = 4 HOURS)

Total

478,379.68

Cost per minute R 1,993.25
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RATE CARD - FACILITIES & RESOURCES

Commissioning Editor per day 2,111.78
Line Producer per day 1,682.78
Production Manager per day 1,468.28
Production Assistant per day 681.78
Director per day 1,468.28
Studio (with Control Room) per day 5,457.00
Additional Studio Hand per day 535.00
Lighting Designer per day 2,140.00
ENG 370 camera kit per day 1,080.70
ENG 170 camera kit per day 647.35
ENG Cameraman per day 1,926.00
ENG Soundman per day 1,016.50
Camera Assistant per day 481.50
Radio Mic per day 107.00
Lights per day 107.00
Lapel Mic per day 21.14
Rifle Mic per day 42.80
Sony 9" Monitor per day 107.00
Avid Newscutter XP Edit (incl

editor) per day 3,258.15
Pro Tools Audio Final Mix (incl

operator) per day 2,300.50
Music Commissioned per music as neg.
Library Music Norm fees Per Norm as neg.
Samro Fees Samro

Translation Services per word 1.00
Graphics artist & machine per day 1,776.20
Prod Car - Condor per day 444.05
Mileage per km 3.75
Logging & Viewing per day 321.00
Digitising per hour 160.50
Delivery and Collection perd &c 107.00
Transfers: Decks: DVCam per hour 160.50
Betacam per hour 187.25
VHS per hour 42.80
Tape Stock: Betacam SP 60 per tape 143.59
Betacam 90 per tape 182.44
DVCam 184 per tape 335.45
Mini DV 60 per tape 41.20
DVD Mastering Series 963.00
DVD Disc per disc 9.42

CD Recordable per CD 6.60
Props/Wardrobe/Location Fees Per Topic 1,000.00
S&T Person/day | 41.20
Booking Fees Booking R 53.50
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ARTISTS

2,250.0
Presenter per day 0

2,000.0
Experts per day 0

1,800.0
Learners per day 0

1,800.0
Speaking Extras per day 0
Non Speaking Extras per day 100.00

2,500.0
Voice Over per script 0

1,000.0
Script Writer per script 0
Translation Services per word 1.00
BROADCASTING
Digitising per hour 150.00
Archiving per hour 150.00

our
Drive Space per day drive
Editing: Coming up slates; Line
Ups per day 720.00
Coming up Voice over per call 500.00
TOPICS
Lessons 12
Series 2.00
Number of hours 4.0
ACTIVITIES

No. of E::/s No. of ::\./soffor
People block blocks all

CONTENT DEVELOPMENT
Commissioning Editor 1 2.00 2
Line Producer 1 2.00 2
Script Editor /script 3 12.00 36
Translation Services /word 0 2.00 0
PRE-PRODUCTION
Director 8 2.00 16
Production Assistant 8 2.00 16
Commissioning Editor 0.2 2.00 0.4
Line Producer 2 2.00 4
Production Manager 3 2.00 6
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PRODUCTION

ENG shoot (cameraman) 4 2.00 8
ENG shoot (soundman) 4 2.00 8
ENG shoot (Director) 4 2.00 8
ENG shoot (presenter) 2 2.00 4
Line Producer 1 2.00 2
Production Manager 2 2.00 4
Production Assistant 4 2.00 8
Experts 0 2.00 0
Learners 2 4 2.00 16
Speaking Extras 0 2.00 0
Non Speaking Extras 2 4 2.00 16
Studio shoot (director) 4 2.00 8
Studio shoot (presenter) 4 2.00 8
Studio shoot (studio hand) 1 4 2.00 8
Graphics 8 2.00 16
Graphics (Director) 2 2.00 4
POST PRODUCTION

Logging - Director 2 2.00 4
Logging 2 2.00 4
Digitising 2 2.00 4
Edit Offline 3 2.00 6
Edit Offline - Director 3 2.00 6
Online & Packaging Edit 5 2.00 10
Online & Packaging Edit (Director) 5 2.00 10
Review in Edit 1 2.00 2
Review in Edit - Director 1 2.00 2
Review in Edit - Line Producer 1 2.00 2
Production Assistant 0 2.00 0
Voice Artists allow 0 2.00 0
Final Mix (final mix operator) 2 2.00 4
Final Mix (Director) 2 2.00 4
Commissioning Editor 0.5 2.00 1
Production Manager (QC &

Dumping to tape, DVD 200
Management) 3 6
DVD Mastering 1 2.00 2
Consolidation (an editor) 0.5 2.00 1
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CONSOLIDATED ACTIVITIES

No. of

No. hours Days
Commissioning Editor 3
Line Producer 10
Production Manager 16
Production Assistant 24
Director 62
Cameraman 8
Soundman 8
Presenter 12
Experts 12
Learners 16
Speaking Extras 16
Non speaking Extras 16
Studio hands 8
Editor 19
Sound Engineer 4
Consolidated Resources
Camera kit 8
Graphic Machine 16
Studio 8
Edit Suite 19
Logging 4
Digitising 4
DVD Mastering Machine 2
Final Mix Suite 4
Production costs Learner
lessons 478,380
Contracts 198,534
Commissioning Editor 2,112 3 7,180 1 7,180
Line Producer 1,683 10 16,828 1 6,828
Production Manager 1,468 16 23,492 1 23,492
Director (Freelance) 1,468 62 91,033 1 91,033
Scriptwriter 5,000 12 60,000 1 60,000
External Facilities 18,000
External Crew once off 1,800 4 7,200 1 7,200
External hire of
equipment & facilities once off 10,000 1 10,000 10,000
Fuel & expense travel
claims once off 800 1 800 1 800
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Traffic Facilities 186,903
Graphics 1,776 16 28,419 28,419
Imaging of opening and

closing sequence once off 15,000 1 15,000 1 15,000
Studio 5,457 8 43,656 1 43,656
Studio Hand 535 8 4,280 1.3 5,564
ENG 370 camera kit 1,081 8 8,646 1 8,646
ENG crew vehicle hire 444 8 3,552 1 3,552
ENG Camerama 1,926 8 15,408 1 15,408
ENG Soundman 1,017 8 8,132 1 8,132
Avid Newscutter XP Edit

& editor 3,258 19 61,905 1 61,905
Pro Tools Audio Final Mix

& operator 2,301 4 9,202 1 9,202
Booking Fee 54 2 107 1 107
Delivery & Collection /d&c 107 4 428 1 428
Logging Room 321 4 1,284 1 1,284
Digitising Fee 150 4 600 1 600
Video Production related

expenses 1 73,022.94
Presenters per day 2,250 12 27,000 1 27,000
Experts per day 2,000 0 0 1 0.00
Voice Artist per script 2,500 0 0 1 0.00
Learners per call 1,800 16 28,800 1 28,800
Extras Speaking per day 1,800 0 0 1 0.00
Extras Non Speaking per day 100 16 1,600 1 1,600
Props/ wardrobe/ /series

location fees allow 1,000 2 2,000.00 |1 2,000
S&T shoots ENG 41.20 8 329.60 20 ,592
S&T shoots Studio 41.20 8 329.60 8 2,636.80
Shoot tape stock (mini DV

64) 41.20 2 82.40 6 494.40
Master tape stock (DVC

pro 184) 656.45 2 1,31290 |1 1,312.90
VHS/DVD transfers (incl

transfer) 330.42 2 660.84 1 660.84
DVD Master Creation with

menu and graphics per series 963 2 1,926 1 1926
Broadcasting 1,920
Digitsing per hour 150 4 600 1 600
Archiving per hour 150 4 600 1 600
Drive Space per day our drive 1 0.00
Editing: Coming up

slates; Line Ups per day 720 1 720 1 720
Coming up Voice

overs per call 500 1 500 0.00
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Script Notes for Content Developers
Some things to think about when writing your scripts:

e Always consider your tone. Try to make your words sound less like a teacher and more
like a colleague or friend. Tone should be friendly, familiar and easy-going but
confident! Do not think of yourself as standing in front of the class, lecturing. Rather
think of yourself as sitting around a table in the kitchen, doing extra lessons. Be
conversational, informal and engaging. TV is an intimate medium and you don’t have to
worry about maintaining discipline, that’s the class teacher’s job!

e Age-appropriate learners can be used in the episodes. However, these learners should
be used as foils, not as experts. We don’t want the on-screen learners to be too clever
or too precious. The kids watching are very sensitive to false personalities and on-screen
learners should be handled as naturally as possible. Use on-screen learners to explore,
interview, interrogate and experiment. Don’t use them to convey large chunks of
information.

e Always keep the language as simple as possible. Keep sentences short. Use full stops
instead of commas. Make sure that you are only making one point per sentence.
Remember that many of our viewers speak English as second language. Try to translate
the script accurately from “teacher-ese” into accessible and familiar language.

e Structure: this is crucial. All the information in the lesson must support and enhance the
central themes of the lesson. Eliminate tangents. Each lesson should have a single major
theme and one or two supplementary themes. Repeat the important concepts rather
than pile on additional concepts which might confuse the learner.

e Asarule of thumb, start with general principles and channel the information down to
specific examples. Set the scene then tackle the details. Think of a funnel shape. It starts
out wide open and then channels the content down to a small and concentrated flow.

e Make the reasoning evident in the script so that viewers do not lose the thread of the
lesson. Take it step by step. A causes B, B causes C, therefore A causes C. Think of
yourself as a tour guide and point things out, make things interesting, encourage
curiosity but always make sure that you are leading your audience carefully and
methodically down the relevant path. Don’t be afraid to re-cap where you’ve been and
point ahead to where you are going at any point in the script.

e Try to establish the context of each episode before talking about the lesson’s learning
outcomes. Do not just start with “Hello, by the end of this lesson you should be able
to...” Rather start out with “Hello. The world of [computer hardware] is a crazy place.
Things are changing all the time and technology keeps getting better. So, how can you
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keep up to date with all the latest IT developments? Well, by the end of this lesson, you
should be able to ...”

Make sure the audience is being involved. Don’t just talk and talk and talk without any
opportunity for input from the learners who are watching. Ask questions, ask for
opinions, ask them to think about things. But do not just revert to a list of rhetorical
guestions. And try not to assume that every learner in the class will arrive at the correct
answer. Don’t say things like, “That’s right. Ten is the answer.” Rather say, “Do you see?
The answer is ten.”

Don’t be afraid of being emotional. While emotional language should never be used at
the expense of clarity, you can be quite dramatic in your approach. Use cliff hanger
guestions and interesting, quirky facts to keep the viewer interested. Do not, however,
ask the presenter to “overact”. Learners are very perceptive and can detect a false note
in any performance.

Read your scripts out loud and time yourself. Firstly, for approximate timing and,
secondly, to hear how the sentences sound when you say them. TV scripts are designed
to be read out loud by a presenter. This makes scriptwriting very different from writing
for a book where text is meant to be read, silently, off a page. When writing for TV, you
may even have to adapt the standard rules of grammar and phrasing to suit a verbal
performance. Always use punctuation marks to indicate pauses, clauses and other
important phrasing. When you are reading out your scripts, don’t just read in a
monotone. Go somewhere private and really act them out, complete with energy and
enthusiasm. This will help give you an indication of improvements you can make to the
script that will enable the presenter give a more animated performance.

If you are running long, cut down the script. It is better to cut material in the script
phase than when you are already in studio. The important thing is to keep the internal
logic of each episode intact.

Consider the subject block as a whole. Work out the block framework with your content
head until you are both satisfied. Don’t be afraid to ask questions or interrogate the
framework as you write. It’s better to ask questions as you write. If you are unsure
about something, don’t wait until you are finished writing before getting clarification.
Asking a question now will probably save a whole lot of time later on.

When you are writing, think visually. After all, TV is a visual medium. However,
remember that it is the producer’s job to decide what visuals will and will not make it
into the production script. Nevertheless, feel free to put as many suggestions and ideas
in the video and/or “Notes” column as you like. Your producer then has the option to
use your suggestions (if possible), adapt your suggestions (if appropriate) or reject your
suggestions (if impractical).
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If you have a specific example or visual treatment that is essential to the content of your
lesson, make a note on the script explaining the importance of the scene and detail the
learning outcomes that the scene should achieve. Do not worry about putting in
extraneous details like “zoom in on scientific apparatus”. Just indicate what you would
like to see on the screen and the producer will work out the best way to accomplish the
suggested visuals.

Consider practical examples that will support your lesson. One of the positive comments
that came out of research is that TV can take the learner out of the classroom and put
them on-site. This makes it possible to show them practical applications of theoretical
knowledge. However, do not suggest impossible or impractical locations.
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APPENDIX 5

Educational Review of Video Lessons

Comments

Indicators

What to look for:

Content Accuracy

Is the information in the video correct and accurate?

Graphics
Spelling, number formats
Voice

Is the script followed?

Content Treatment

Has the topic been dealt with in an appropriate way?

Is there a logical
sequence?

Are the key concepts
unpacked in enough
detail?

Is gender equity
addressed?

Are stereotypes
promoted?

Is the language used
accessible?

Comments

Link to curriculum

Is the video appropriate for the intended audience?
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Are the curriculum
objectives covered?

Approach to Learning

Will the viewer be able to access and engage with the material to
achieve outcome?

Are the steps
signposted?

Are key concepts
explained/illustrated
clearly?

Does the audio match
the visuals?

Indicators

What to look for:

Presentation

Does the presenter speak
clearly?

Are the words
pronounced correctly?

Is the pace of the
delivery appropriate?

Learner Engagement

Is there a hook to catch
the viewers’ attention?

Will learners’ attention
be held?

Are critical questions
asked to stimulate
learning?

Are there opportunities
for viewers to engage?
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Strengths & Weaknesses

What does the lesson do
well?

What aspects need to be
improved on?

Production Review of Video Lessons

Comments

Indicators

What to look for:

Visual Appearance

What can/can’t you see?

Audio

What can/can’t you
hear?

Presentation

Is the presenter fluent
and clear?

Does the presenter have
presence?
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APPENDIX 6

Pilot Evaluation Report
Introduction

The Commonwealth of Learning (COL) has entered into an agreement with the Namibian
College of Open Learning (NAMCOL) for a pilot project so that NAMCOL could demonstrate,
research and document the potential of multimedia content in open schooling.

Sixteen video lessons were produced and recorded for broadcasting in Mathematics, English,
Physical Science and Accounting —two lessons each in Grade 10 and Grade 12. These lessons
were pilot-tested with learners at two NAMCOL centres and one secondary school in
Windhoek, with the aim to assess the usefulness of the lessons to the target audience.

The pilot study was conducted by NAMCOL staff members at the following schools/centres: Jan
Mohr Secondary School (Grades 10 and 12 Accounting), Cosmos High School, which is also a
NAMCOL centre (Grade 10 Mathematics, Physical Science and English) and at NAMCOL's Yetu
Yama Centre with learners who are enrolled for the Pre-Entry to Tertiary Education (PETE)
programme (Grade 12 Mathematics, Physical Science and English).

This report presents the data of the pilot study and draws some conclusions based on the data,
followed by recommendations from the learners.
Data Analysis and Presentation of Results

Table 1: Total number of respondents by subject and level of study

Level
Subject JSC NSSC Total
Accounting 65 34 99
English 17 14 31
Mathematics 21 18 39
Physical Science 24 15 39
Total 127 81 208

The total number of respondents was 208 of which the highest number was for Accounting with
99 (47.6%), followed by Mathematics and Physical Science each with 39 (18.8%) and finally
English 31 (14.9%).
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Figure 1: Respondents by school/centre

Yetu Yama .
239% Cosmos High
School
29%
Jan Mohr
Secondary
School
48%

The highest percentage of respondents was from Jan Mohr Secondary School at 48%, followed
by Cosmos High School at 29% and then Yetu Yama with 23%.

Figure 2: Respondents’ opinion on whether lesson objectives were met

o
60.0% 53.1%
50.0% -
40.6%
40.0% -
30.0% -
20.0% -
10.0% -
3.9%
° 1.0% 1.0% 0.5%
0.0% : — . : . .
Strongly Agree Not sure  Disagree  Strongly No answer
agree disagree
Respondents' opinion

The above figure indicates that 93.7% of respondents agreed that lesson objectives were met
while 2.0% felt the opposite. However, 3.9% were not sure and 0.5% did not answer.
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Figure 3: Respondents’ opinion on speaking clarity of actors
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Respondents' opinion

The above figure indicates that 69.6% of respondents agreed that actors spoke clearly in the
lessons while 16.9% felt the opposite. Also, 13.0% were not sure and 0.5% did not answer.

Figure 4: Respondents’ opinion on whether the sound quality was of an acceptable standard

50.0% - 46.9%
45.0% -
40.0% -
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30.0% -
25.0% 1 19.8%

20.0% - 15.9%
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10.0% - 6.3%
5.0% - . - 0.5%
0.0% . . r

Strongly Agree Not sure Disagree Strongly No answer
agree disagree

1

Respondents' opinion

The above figure indicates that 66.7% of respondents agreed that the sound quality was of an
acceptable standard while 22.2% felt the opposite. In addition, 10.6% were not sure and 0.5%
did not answer.
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Figure 5: Respondents’ opinion on whether the visual quality was of an acceptable standard
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Respondents' opinion

The above figure indicates that 76.3% of respondents agreed that the visual quality was of an
acceptable standard while 6.7% felt the opposite. Furthermore, 15.0% were not sure and 1.9%
did not answer.

Figure 6: Respondents’ opinion on whether watching the video broadened their understanding
of the topic

60.0% -
49.3%
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00% n T T T - T - T 1
Strongly Agree Not sure  Disagree  Strongly No answer
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Respondents' opinion

The above figure indicates that 81.2% of respondents agreed that watching the video
broadened their understanding of the topic while 7.3% felt the opposite. However, 11.1% were
not sure and 0.5% did not answer.
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Figure 7: Respondents’ opinion on whether the language used by the actors in the lesson was
easy to understand
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The above figure indicates that 91.8% of respondents agreed that the language used by the
actors in the lesson was easy to understand while 3.4% felt the opposite. However, 3.4% were
not sure and 1.4% did not answer.

Figure 8: Respondents’ opinion on whether the lesson did stimulate their curiosity
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Respondents' opinion

The above figure indicates that 64.3% of respondents agreed that the lessons did stimulate
their curiosity while 16.5% felt the opposite. However, 16.9% were not sure and 2.4% did not
answer.
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Figure 9: Respondents’ opinion on whether the lesson was of an appropriate length
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The above figure indicates that 64.2% of respondents agreed that the lesson was of an
appropriate length while 15.5% felt the opposite. However, 17.4% were not sure and 2.9% did
not answer.

Figure 10: Respondents’ opinion on whether there was a logical flow from one lesson to another
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Respondents' opinion

The above figure indicates that 64.3% of respondents agreed that there was a logical flow from
one lesson to another while 12.1% felt the opposite. However, 17.4% were not sure and 6.3%
did not answer.
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Figure 11: Respondents’ opinion on whether the graphics were clear
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The above figure indicates that 69.1% of respondents agreed that the graphics were clear while

15.5% felt the opposite. However, 10.6% were not sure and 4.8% did not answer.

Figure 12: Respondents’ opinion on whether they found the lesson to be engaging
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The above figure indicates that 63.8% of respondents agreed that they found the lesson to be
engaging while 11.6% felt the opposite. However, 16.4% were not sure and 8.2% did not

answer.
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Figure 13: Respondents’ opinion on whether they would like other topics to be taught through
video
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The above figure indicates that 83.6% of respondents agreed that they would like other topics
to be covered through video while 2.4% felt the opposite. However, 8.2% were not sure and
5.8% did not answer.

Figure 14: Respondents’ opinion on whether they would recommend the lesson to fellow
learners
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The above figure indicates that 78.1% of respondents agreed that they would recommend the
lessons to fellow learners, while 5.2% felt the opposite. However, 11.6% were not sure and
5.2% did not answer.
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Table 2: Respondents’ general comments

No of
General comments learners
A way of motivating learners to go to classes. 1
Disadvantage of video lessons must be mentioned to illustrate its full view. 1
Extend the time. 1
| enjoyed it very much. 1
| think watching the video is good; it's more interesting than listening to a teacher. 1
| would like to recommend direct and indirect proportion topic to my fellow learners to do
it clearly and make sure that they understand even ratio and rate too. 1
If all the lessons were in this way we could understand better. 1
It should be done more often. 1
It was boring; | could not understand what they were saying. 1
It was good. 1
It was great. 1
It's easy to remember. 1
Keep up the good work. 1
More examples will make it easier to understand. 1
Much better to show the colours of the liquid that added to the test tube and bring a lot
of topics to the student. 1
No answer. 177
Poor sound quality. 1
Teaching is the best than the video. 1
Thank you for bringing this system. 1
Thank you for the new program let it continue, it’s easier to understand. 1
The actors should be louder next time. 1
The lesson must include as many formula for calculating things such as compound
interest. 1
The program was very short. 1
The standard of language used by the characters should be improved. 1
This is really good. 1
Videos must be shown in every subject. 2
Watching the video is very interesting. 1
We need other subjects like Biology to be taught on video. 1
We need to know more than one method on how to get the answer. 1
We want to hear more about what kind of diseases dirty water cause. 1
We would like to see more video in other subjects. 1
Grand Total 208
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Main Findings

The total number of learner respondents was 208 of which the highest number was from
Accounting with 99 (47.6%), followed by Mathematics and Physical Science each with 39
(18.8%) then English 31 (14.9%). Of all the learner respondents’ opinions, the following main
findings were established in this study:

e the lesson objectives were being met - 93.7%;

e the actors’ spoke clearly - 69.6%;

e the sound quality was of an acceptable standard - 66.7%

e the visual quality was of an acceptable standard - 76.3%

e watching the video broadened their understanding of the topics covered - 81.2%
e the language used by the actors in the video lessons was easy to understand - 91.8%
e the lessons did stimulate their curiosity - 64.3%

e the lessons were of an appropriate length - 64.3%

e there was a logical flow from one lesson to another- 64.3%

e the graphics were clear - 69.1%

e the lessons were engaging - 63.8%

e they would like other topics to be taught through video lessons - 83.6%; and

e they would recommend these lessons to fellow learners - 78.0%.

Conclusion

The analysis of data indicates that most learner respondents are in favour of the video lessons.
There are a number of reasons for their opinions. Some indicated that watching the video
lessons is better than listening to the teacher. The video lessons make it easier for learners to
remember the content covered.

Recommendations
Learners suggested that the following should be considered:

e improving the sound quality;

e increasing the actors’ volume;

e increasing the duration of the video lessons;

e introducing more of such video lessons in all subjects;
e provision of these video lessons more often; and

e additional content coverage in all subjects.

83



Implementing a Multimedia Content Development Strategy: The NAMCOL Experience

APPENDIX 7

Press Exposure

84









	cover_implementing_multimedia_content_development_strategy.pdf
	Cover Final




