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Introduction

Under the direction of Dr. Danilo Baylen at the University of West Georgia, Techy Teachers, a collaborative learning group, have constructed a workshop to demonstrate the effective use of Windows Moviemaker and other digital storytelling technology in the secondary classroom. The workshop will include the opportunity to learn about and practice using Moviemaker. Our hopes are that, through the completion of this workshop, secondary educators will have a digital story to utilize in their own classrooms.
Overview
Title
Storytelling: It’s Digital!

Goals

Through completion of this professional learning opportunity, participants will learn how to use Windows Moviemaker to create resources to use in their classrooms.
Objectives
In this workshop, participants will learn how to use a program that is already located on the desktops of their computers. Windows Moviemaker can be used in many ways to create digital stories. This workshop will give participants the opportunity to learn and develop their Moviemaker computer skills. It will also expose participants to digital stories that have already been created and show them how diverse digital stories can be.  

Participants will be given the opportunity to create their very own – classroom usable –digital story through the use of Moviemaker.  Assistants will be on site to help aid participants throughout the entire process.  By the end of the workshop, participants will have gained knowledge, inquired and made conclusions about Moviemaker, and will be able to apply this knowledge to new situations or to create new knowledge for others.  The workshop will instill a desire to pursue personal and aesthetic growth with the newly acquired information.

Rationale
The multimedia software, Windows Moviemaker, is readily available on most computers. It offers users the chance to create their own movies for personal, as well as professional, use. The program utilizes photographs, video clips, sound clips, and the user’s own entered text to create an interactive resource. The uses of Windows Moviemaker are endless. From personal pictorial slideshows to an entire classroom learning resource, Moviemaker offers the user ample opportunities for use. Through the use of video clips, still images, and sound, teachers can offer their students an awesome resource for learning. Teachers can also use this program as a resource for allowing students to show what they have learned. 

This Digital Storytelling workshop is intended as a resource for helping teachers learn how to use Moviemaker in the classroom. Through completion of this workshop, the participants will be able to create multimedia presentations to use in their classrooms. Participants will develop a level of comfort with the program and learn to fulfill the state and national technology standards. 

Prerequisites
The participant does not need a previous knowledge of Moviemaker! Participants only need a basic knowledge of computers and digital formats and a desire to increase their level of technology usage in the classroom. During the workshop, participants will develop their own digital storytelling example to use in the classroom. Those comfortable with Moviemaker can assist those who are not.  All participants will be learning and producing a digital storytelling example together. Participants may wish to come prepared with images, videos, or links.  

Resources
In order for the participants to gain the most from the digital storytelling workshop, each participant will need to be able to comfortably see a presentation board with internet capabilities (ie: ActiveBoard, Smartboard, LCD computer projector, etc.) in a whole group setting. For small group work, one computer for every three participants is recommended in order to offer an opportunity for each participant to have access to the technology. Each computer will need access to the internet and Moviemaker installed. If the computer needs an updated version of Moviemaker, it can be downloaded at: http://www.microsoft.com/windowsxp/downloads/updates/moviemaker2.mspx. The four workshop providers will be available to assist teachers in the development of their digital storytelling example. This hands-on structure will accelerate the learning of the technology and the creation of a project example that will be usable in the classroom.
Processes
The workshop will be conducted in four phases:

Phase 1:

Introduction of Moviemaker to the participants; overview of the “how-to’s” of the program

Phase 2:

Group presentation of Moviemaker examples
Phase 3:

Individual Moviemaker work time

Phase 4:

Save and share Moviemaker creations; participants will be given the chance to save digital storytelling examples to take with them to their own classrooms

Storytelling: It’s Digital! Workshop Schedule

5:00 PM: Large central presentation room setup is complete and available for participants to take a seat, boot up the computers, and ensure that Moviemaker is working properly on each computer. Computers should also have access to the internet. If participants have brought their own images, videos, or sound clips, they should use this time to ensure that all will work properly.

5:30 PM: Whole group session begins. During Phase 1, the presenters will discuss how to create a presentation in Moviemaker. Participants will learn how to import images, video clips, and sound clips. They will also be instructed in the various effects and transitions available in the program. They will also be instructed in how to publish the movies.

6:00 PM: During Phase 2, the presenters will demonstrate examples in various subject areas. 

6:20 PM: During Phase 3, the participants will be given an opportunity to work with groups of three to prepare Moviemaker presentations. They should use this opportunity to ensure that they have knowledge of how to insert images, videos, and sound clips into the digital storytelling example.

7:30 PM: During Phase 4, the participants will save and share their digital storytelling examples. Participants will be given the chance to share resources with each other.

7:55 PM: Once participants have had a chance to view and save any examples they wish, they will complete the online survey. If the internet is unavailable or the survey will not load properly, a paper version will be available. Participants will ensure that all images, videos, and sounds have been removed from their workstation and will shut down the workstations. 

8:00 PM: Participants will depart.
Feedback
Participants will evaluate the quality of this workshop and its relevance to their instruction through an on-line workshop evaluation.  This tool is available to preview at:  Before participants leave the workshop, each will complete the on-line evaluation.  The results will be compiled through an automated process and be available to the workshop sponsor that same day.
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