L-Tech Newsletter Desigh Document:
Leveraging Multimedia for Deep Learning

Issue Title: Design for Understanding: Applying Mayer's 12 Principles to Multimedia in
Online Courses

Target Audience: Junior College Faculty (Online and Hybrid Instructors)

Goal: To equip faculty with practical, research-backed guidelines (Mayer's 12 Principles) to
designh multimedia content that minimizes cognitive load and maximizes student learning
outcomes.

Section 1: What is Multimedia and the Dangers of
Overdesign (200 words)

Content Focus:

1. Definition of Multimedia: Explain that multimedia learning involves the use of
words (spoken or written text) and pictures (static images, video, animation,
graphics) together, leveraging the brain's dual processing channels (visual and
verbal).

2. The Overdesign Trap (Cognitive Load): Introduce the concept of cognitive load
(Intrinsic, Extraneous, Germane). Emphasize that "more media" does not mean
"better learning." Excessive use of irrelevant media or poor layout leads to
extraneous cognitive load (overdesign), which harms learning. The goal is simplicity
and alighment with objectives.

3. Five Examples of Multimedia in Online Courses:

a. Animated Process Diagrams: For illustrating technical or cyclical
procedures (e.g., the water cycle, a software workflow).

b. Narrated Screencasts: For software training or demonstrating problem-
solving steps.

c. Audio Podcasts/Vox Pops: For expert interviews or student reflections,
allowing auditory processing on the go.

d. Interactive Simulations: For practicing complex, high-risk tasks (e.g., lab
procedures, negotiation scenarios).

e. Concept Maps/Infographics: For visually organizing complex relationships
and data.



Section 2: Mayer's 12 Principles of Multimedia Learning:

Theory and Practice (500 words)

Instructional Note: Present the principles grouped by their focus (Reducing Extraneous
Processing, Managing Essential Processing, Fostering Generative Processing).
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Principles to Manage Essential Processing (Helping Organize Information)

Principle Explanation Application Example

People learn

better when a . i i
. Action: Break down a 30-minute lecture into
. long lesson is ) ] ]
5. Segmenting . three 10-minute videos, allowing the learner to
broken into .
control when they move to the next topic.
user-paced

chunks.

People learn

better when
they already Action: Before a complex module, provide a brief
. know the glossary or a 2-minute introductory video

6. Pre-training o . .
names and defining the key technical terms students will
characteristi encounter.
cs of key
concepts.

People learn

better when Action: Use bolding, color changes, arrows, or
. . cues highlight | zoominginvideos to visually direct the student's
7. Signaling ) . . . .
essential attention to the most important information or
material steps.
organization.
People learn
better from
graphics and Action: When explaining a technical diagram,
i narration rely on spoken narration rather than written on-
8. Modality . . . .
than from screen captions to avoid overloading the visual

graphics and channel.
on-screen
text.




Principles to Foster Generative Processing (Encouraging Deeper

Engagement)
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Section 3: Featured Video: Why Multimedia Design
Matters (50 words)

Content Focus: A brief introduction and a link to an external video resource explaining the
Cognitive Theory of Multimedia Learning (CTML).

Devlin Peck Video

This month, we recommend this short video to hear directly from instructional design
experts on how these principles translate into better educational practice.

Section 4: Multimedia in Practice: Examples for the
Junior College Setting (150 words)

Content Focus: Concrete, scalable examples faculty can implement now.

e Mini-Lecture Animation: Create a 3-minute video explaining a challenging math
problem (like factoring polynomials) using an animated demonstration, not just
static whiteboard notes.

e "How-To" Screencast: Use a tool like Loom or Camtasia to record a 1-minute video
showing students exactly how to submit a file to the LMS Dropbox or how to
correctly format a bibliography entry.

e Annotated Image: For an art history course, use an image of a famous painting with
interactive hotspots or callouts that appear when the student hovers over them,
providing specific details about composition or technique.

e Digital Field Trip: Use a 360-degree video or interactive map (like Google Earth) to
let students virtually explore a geographical site relevant to a history or geology
course.

Section 5: Self-Assessment: How Your Course Stacks Up
(50 words)

Content Focus: A brief introduction to the accompanying Rubric.


https://www.youtube.com/watch?v=d9WpfWriY7A

To help you apply these principles to your own courses, we've developed a simple self-
assessment rubric. Use this tool to evaluate your existing or planned multimedia content
against Mayer's 12 design principles.
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