Innovative Poster
Utilizing Interactive Software to Engage Students in Electronic Learning Environments

Introduction / Need for the Innovation or Idea
“Designing, developing, and assessing meaningful learning environments that produce positive learner outcomes is essential to properly educating the citizens of the 21st century” (Doerfert, 2011,22).  When students are engaged, they are more motivated to excel through independent learning (Robertson & Howells, 2008).  Engaging students is not only utilizing lecture-based practices but must also facilitate student experiences (Kiili, 2005).  In addition to student’s educational experiences, the learning process is significantly affected by the technology in their personal lives (Murphrey, Rutherford, Doerfert, Edgar, Edgar, & Leggette, 2013).  However, technology should accompany other teaching methods to effectively captivate students.  Innovative methods that utilize computers create an engaging learning environment for students (Kiili, 2005).  Interactive modules can simulate an engaging learning environment through direct experiences that motivates players (Kiili, 2005, p. 14).  Marrison and Frick (1993) found that multimedia-based instruction as compared to traditional instruction reduced student learning time and improved students’ learning retention (Shanthy & Thiagarajan, 2011).  

How it Works / Methodology / Steps
Three interactive multimedia activities were created by [University] partnered with [University] Division of Agriculture as part of the Soybean Science Challenge.  These interactive modules were developed using Articulate Storyline© software to target high school students enrolled in science or agriculture classes.  These interactive, learning modules reinforce previously developed curriculum covering: soybeans used in food products, animal feed, and biodiesel.  Each module begins with an introduction to [State] soybeans and includes an overview of the diverse uses associated with soybeans and interactive activities.  Modules were created to be supplemental soybean curriculum or as stand-alone teaching and learning tools.
	Storytelling is a crucial design element to consider (Rollings & Adams, 2003) when creating interactive modules.  The story aspect assimilates challenges into an applicable or real-world problem (Seagram & Amory, 2004).  A story sets the background for the interaction (Kiili, 2005) and allows the user to take on a role within the storyline.  
	In addition to an engaging storyline, appropriate graphics and audio elements should be incorporated into the design (Kiili, 2005).  Elements within the module should be designed according to design principles (Mayer & Moreno, 2002).  Pictures and illustrations were used to graphically support each module and were representative of Telg & Irani (2012) industry-standard design principles.  Articulate supported images, graphics, and videos to strengthen online education.  A panel of agricultural communicators and a field expert reviewed all content.  
	Finally, interactions should be consistent and fair (Rollings & Adams, 2003).  Each user is allowed the same number of attempts to solve each problem or answer the question.  Killi (2005) stated that positive feedback can keep the simulation fun and engaging.  The user is allowed two attempts to answer each question or complete the activity before the module informs the user of the correct answer.  
	Although an interactive module story may seem simple, it can still immerse and engage the user (Kiili, 2005).  A storyline only needs to be as complex as its story (Rollings & Adams, 2003).  The storyline provides an assimilation into the responsibilities of a farmer.  After the introduction, each module begins with an introduction and overview of [State] soybeans and their diversity of uses along with several quiz questions.  An interactive soybean plant and images of various soybean products and the production process were also utilized in the introduction/overview portion of all activities.  Finally, the user participates in the interactive feed mixing activity where he or she must add the correct ingredients to make feed. Identification, selection, and drag-and-drop activities are used to reinforce important concepts.  The user travels to the feed mill and selects the correct ingredients to incorporate into the feed.

Results to Date/ Implications
The food, feed, and fuel interactive modules are part of the Soybean Science Challenge.  The Soybean Challenge is a science enrichment program targeted to students in grades 9-12 to address soybean production and agricultural sustainability issues (University of Arkansas Division of Agriculture, 2013).  The curriculum is set to launch October 14, 2013.  Students who successfully complete the course and enter a project in one of the outlined science fairs are eligible for cash awards.  Agricultural education professionals are challenged with “designing, developing, implementing, and assessing pedagogies” for engaged learning Doerfert, 2011, p. 22).  Articulate Storyline allows educators and professionals to create an engaging, interactive learning opportunity to reach a variety of learners through an assimilated storyline, applicable problem solving, supportive graphics, and interactive activities.  When learners are not engaged, they are more at risk to fail or “become adept memorizing rote fact” (p. 22).  As a result, students are less proficient problem solvers even with an abundance of educational resources (Doerfert, 2011).

Future Plans/ Advice to Others
“Today’s learners are more diverse than ever” (Doerfert, 2011, p. 22).  Efforts by educators and staff development units should continue to focus on interactive educational activities to increase youth learning, and also to train or educate employees, such as the Cooperative Extension Service.  “Many extension professionals and university are subject-matter experts with little to no formal education in teaching and learning” (Doerfert, p.22, 2011).  Because the activity’s difficulty should advance as the user’s skills or knowledge increases (Kiili, 2005), interactive activity developers should have a clear understanding of the audience and the learning objectives.  Furthermore, future plans should focus on evaluating the effectiveness and efficiency of using interactive activities created with Articulate Storyline versus traditional instruction. 

Cost/ Resources Needed
Articulate Storyline©, which is only available for Windows Systems, was utilized to develop the interactive modules.  Articulate is fairly easy to use and was the standard software used the agency contracting the module development. The software is approximately $1,398 (Articulate, 2013).  It is also strongly recommended that the interactive module developer have access to a high resolution, high quality photo database or an account with a royalty free image company.
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