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Multimedia has the potential to create high quality learning environments. The 
key elements of multiple media, user control over the delivery of information, and 
interactivity can be used to enhance the learning process through creating integrated 
learning environments. Explanation can be combined with illustrative examples, 
online assessment with feedback and the user can be provided with opportunities to 
practice and experiment. A range of media elements can be used to convey a given 
message and the user can study at a time and place convenient to them, taking as long 
or as little as they need. So, many communication methods that serve this purpose 
without destroying the objective could be considered as innovative methods of 
teaching. benefits of innovative methods in educational institutions has the potential 
not only to improve education, but also to empower people, strengthen governance 
and galvanize the effort to achieve the human development goal for the country. In 
this article researcher has tries to give focus on benefits of multimedia in education.  
KEYWORDS: Education, Multimedia, Innovative Model 
 
Introduction 

Multimedia has been defined in a number of ways. It is not our intention here 
to go into the details of these definitions. But, in order to clarify the use of the term in 
the context of the book, “Multimedia can be defined as an integration of multiple 
media elements (audio, video, graphics, text, animation, etc.) into one synergetic and 
symbiotic whole that results in more benefits for the end user than any one of the 
media elements can provide individually”1  

Interactive Multimedia in Education and Training emerges out of the need to 
share information and knowledge on the research and practices of using multimedia in 
various educational settings. The book discusses issues related to planning, designing 
and development of interactive multimedia in a persuasive tone and style, offering 
rich research data. Roles and application of multimedia in different education and 
training contexts are highlighted, as are case studies of multimedia development and 
use, including areas such as language learning, cartography, engineering education, 
health sciences, and others.  

There have been many experiments and innovations in the field of education 
and training regarding knowledge delivery. From face-to-face to virtual education, 
different technologies have played great roles at different times. In the last two 
decades, due to the advent of computer technologies, information delivery has got 
new meaning. Development, access, and transfer of text, sound, and video data have 
given a unique face to classrooms, libraries, and training and resource centers, in the 
form of interactive multimedia programs. The purpose of education is not just making 
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a student literate but adds rationale thinking, knowledge ability and self sufficiency. 
Creativity can be developed and innovation benefits both students and teachers. 
Objectives: following are objectives framed by the researcher 

1. To discuss benefits of multimedia in education. 
2. To highlight various types of multimedia. 

Research Methodology: Researcher has adopted doctrinal research method and 
collected data from various books, journals and Internet. 

 
Various Types of Multimedia in the Classrooms: 

Fifty years ago, classroom multimedia was limited to filmstrips, audio 
recordings and, if you felt particularly daring, the occasional interpretive dance. 
Today, technology has broadened the range of multimedia experiences available to 
educators, giving them a large toolbox with which to bring course material to life for 
their students. Classroom multimedia can encompass sound, video, pictures and 
interactive technology 
1. Traditional Teaching Method:  

In the pre-technology education context, the teacher is the sender or the 
source, the educational material is the information or message, and the student is the 
receiver of the information. In terms of the delivery medium, the educator can deliver 
the message via the “chalk-and- talk” method and overhead projector (OHP) 
transparencies. This directed instruction model has its foundations embedded in the 
behavioral learning perspective and it is a popular technique, which has been used for 
decades as an educational strategy in all institutions of learning. Basically, the teacher 
controls the instructional process, the content is delivered to the entire class and the 
teacher tends to emphasize factual knowledge.  In other words, the teacher delivers 
the lecture content and the students listen to the lecture. Thus, the learning mode tends 
to be passive and the learners play little part in their learning process. It has been 
found in most universities many teachers and students that the conventional lecture 
approach in classroom is of limited effectiveness in both teaching and learning. In 
such a lecture students assume a purely passive role and their concentration fades off 
after 15-20 minutes2. 
Some limitations which may prevail in traditional teaching method are  

• Teaching in classroom using chalk and talk is “one way flow” of information 
• Teachers often continuously talk for an hour without knowing students 

response and feedback. 
•  The material presented is only based on lecturer notes and textbooks. 
• Teaching and learning are concentrated on “plug and play” method rather than 

practical aspects. 
• The handwriting of the lecturer decides the fate of the subject. 
• There is insufficient interaction with students in classroom. 
• More emphasis has been given on theory without any practical and real life 

time situations. 
• Learning from memorization but not understanding. 
• Marks rather than result oriented. 
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Multimedia Teaching – an interactive learning: 

 
2. Computers: 

Computers are the main tool used to present multimedia items such as video, 
PowerPoint presentations, animation and sound. In the classroom, computers have 
made a huge impact on the way teachers provide information to their students. Using 
computers, teachers have evolved their teaching methods; instead of lecturing and 
writing notes on a blackboard, teachers can now show their students visual and audio 
material to enhance their learning. These methods are much more effective for 
students who process information visually. 
 
3. Internet: 

The internet is another multimedia tool that works in tandem with computers. The 
Internet is an extremely valuable resource for teachers because it makes information 
readily available. Teachers can use the Internet to look up lesson plans from other 
teachers, find educational videos and materials to show their class and they can even 
have their students use the Internet as a research tool. The Internet makes it possible 
for teachers to download and stream various types of multimedia that can enhance 
their lessons. 
4. Traditional Multimedia:  

One of the most common types of multimedia still remains the traditional form, 
using only a single content type such as a video recording or DVD, a filmstrip, a slide 
show, or a piece of music. In many cases, these are still the most appropriate types of 
multimedia to help your students learn a documentary film, for example, is a good 
way to bring information together in an engaging way that has been curate by experts. 
5. Mixed Multimedia: 
 Course materials can now be linked together with several types of multimedia, in 
a fashion that allows you to pick and choose what kinds are the most valuable. For 
example, if you were trying to teach your students about the law of gravity you could 
put together a computer slide show presentation that blends an image of the 
mathematic formulas, an animation showing how gravity keeps planets rotating 
around the sun, a film clip of a scientist talking about Isaac Newton and a YouTube 
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video of someone performing a demonstration that illustrates how objects of different 
weights fall at the same time. 

 
6. Hands-On Multimedia: 

The widespread availability of digital cameras and HD video recorders many 
which are now even built into cell phones makes do-it-yourself multimedia a more 
accessible option than ever. As an educator, you can create your own videos: if an 
experiment would be too time-consuming, or dangerous, to perform in the classroom 
you can record it for later playback; this allows you to edit it for length and to provide 
commentary as your students watch the recording. You can also encourage your 
students to work with multimedia in their projects. For example, a long-running class 
project on plant growth could be translated into a stop-motion photographic 
animation. 
7. Interactive Multimedia: 

Internet-enabled classrooms can give educators even more power to engage their 
students with the world around them. Video chatting and Internet presentation 
software like those used by distance-learning institutions can let your students have a 
"virtual guest lecture" from an expert in the field who lives far away. Combining 
interactivity with a "hands-on" mentality, online environments such as Second Life 
can also be a tool for teachers to link remote classrooms, bringing students together 
from around the world. 
8. Multimedia Learning Process: 

Multimedia, is the combination of various digital media types such as text, 
images, audio and video, into an integrated multi-sensory interactive application or 
presentation to convey information to an audience. Traditional educational approaches 
have resulted in a mismatch between what is taught to the students and what the 
industry needs. As such, many institutions are moving towards problem based 
learning as a solution to producing graduates who are creative; think critically and 
analytically, to solve problems. It is a learning process like- 

“I hear and I forget. 
I see and I believe. 

I do and I understand”3 
Currently, many institutions are moving towards problem-based learning as a 

solution to producing graduates who are creative and can think critically, analytically, 
and solve problems. Since knowledge is no longer an end but a means to creating 
better problem solvers and encourage lifelong learning. Problem-based learning is 
becoming increasingly popular in educational institutions as a tool to address the 
inadequacies of traditional teaching.  

These media elements can be converted into digital form, modified and 
customized for the final presentation. By incorporating digital media elements into the 
project, the students are able to learn better since they use multiple sensory 
modalities, which would make them more motivated to pay more attention to the 
information presented and retain the information better. 
 
Benefits of Multimedia in education4: 

This section provides short descriptions of the key benefits of learning using 
interactive multimedia courseware. The list is meant to assist in helping you think 
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about how the adoption of multimedia for training and education in your organisation 
could enhance the learning process and help you achieve measurable performance 
results. The following are common benefits in using multimedia courseware.  
1. The use of multimedia courseware increases efficiency5: 

The emergence of multimedia technologies has been set against a background 
of increasing student numbers and decreasing resources, increased administration 
burdens for teachers, and increased demands for research output. Using multimedia 
courseware and thereby reducing the amount of teacher-student contact time appears 
to offer the scope for significant efficiency savings. In other words, efficient teaching 
is not necessarily efficient learning. This argues that educators should be far more 
concerned with the effectiveness of multimedia technology in the learning process.  
2. The use of multimedia courseware increases students' interest in learning: 

It is often claimed that multimedia technology offers a more stimulating and 
motivating learning environment than that associated with traditional teaching 
methods. The validity of this claim is examined in relation to some established 
motivation theories. The motivation to learn is an important aspect of effective 
teaching.  We must therefore specify how multimedia can be used to motivate 
students to learn. 

In designing multimedia courseware it should be recognised that whilst the 
novelty features of multimedia may offer a short term incentive to engage in the 
technology, this by itself does not ensure that students engage in the subject matter 
and enter into the learning process. Just as students may enjoy but learn little from a 
highly entertaining lecture, students may enjoy but learn little from a highly 
entertaining multimedia package. This means that the user-interface, navigation and 
help facilities of the courseware require careful consideration. When using 
multimedia, students' expectations must be carefully managed and this has important 
implications for the teaching strategy needed.  
3. Multimedia courseware facilitates active learning6: 

Active learning embraces the view that effective learning occurs when students 
actively engage in the subject matter concerned . This can be achieved using a variety 
of activities, such as questions, exercises, discussions and so on, which are introduced 
into the teaching process. Multimedia technology can provide opportunities for active 
learning. Courseware can involve built-in questions, problems and tests, which 
encourage some thought and action on the part of the student. The interactive and 
non-linear capabilities of multimedia technology provide two important advantages in 
this context. 
4. Multimedia courseware facilitates experiential learning 

Multimedia technology offers the opportunity to simulate reality and therefore can 
facilitate experiential learning. Through video and sound, a real-life scenario can be 
conveyed and then the interactive and non-linear access capabilities of multimedia 
can enable the student to explore the situation as if for real. The student makes 
decisions and can see the consequences of those decisions. These capabilities of 
multimedia technology mean that it can be used for the application of previously 
learned concepts, or for a more inductive approach to learning.  
5. The use of multimedia courseware is consistent with student centered 

learning 
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Student centered learning recognises that students learn well when they take 
responsibility for their own learning, and also that different students have different     
learning styles and different learning needs. The student-centered learning approach is 
based on the work of Rogers, who states: `We cannot teach another person directly: 
we can only facilitate his learning.' 7 

 Multimedia courseware have claimed that these are consistent with the 
student-centered learning approach, because the technology offers flexibility in terms 
of what is studied, when it is studied, the pace at which it is studied, the order in 
which it is studied, and so on. Also, the interactive capabilities mean that the 
courseware can adapt to the specific abilities of the student.  The student centred 
approach to learning is premised on the learning process being directed towards 
meeting student needs. This is not achieved by courseware which cedes no 
responsibility to students, other than the opportunity to study in their own time. This 
merely translates the traditional linear learning process into a new environment 
without utilizing any of the capabilities of that environment.  

 A student centered learning approach does not mean any involvement from 
the lecturer. The role of the lecturer in the learning process is altered, however, so 
that, rather than being the transferer of knowledge, the lecturer becomes the facilitator 
of students' learning. The lecturer's role should be to help students develop their 
learning and study skills, so that they have the confidence and ability to take more 
control over their own learning. This role involves guiding, clarifying, and advising 
students, helping them resolve problems, and providing further examples to aid 
understanding. A key component of knowledge acquisition is based within the 
cognitive learning domain, and requires the integration of that new knowledge into 
the existing framework of knowledge; this integration often needs the active 
involvement of the educator.  
6. Multimedia courseware leads to better learning 

In order to assess the effectiveness of multimedia courseware in the learning 
process we must first define the educational objectives which higher education seeks 
to achieve. Educational objectives can be broadly classified into subject-specific 
objectives and more general transferable skills. The limitations of multimedia in terms 
of its ability to promote the achievement of the above objectives must be recognised 
by the designers and users of the technology.  
7. Improves Learning 

Numerous studies over the years have shown that interactive multimedia learning 
takes less time, is enjoyed more and increases learning. In a review of numerous 
meta-analysis studies Najjar (1996:30) found that "learning was higher when 
information was presented via computer-based multimedia systems than traditional 
classroom lectures"8. 
 
8. Flexible: 

Multimedia courseware on CD-ROM can be used at work on the desktop or at 
a learning centre, at home, while travelling, or to enhance facilitated management 
development programs. Multimedia courseware can also be used on networks, 
Intranets or the Internet. These distributed learning approaches allow for even more 
flexibility, but in the cases of Internets will involve much lower quality images and 
will preclude the use of video, at least in the near future. Multimedia courseware off-
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loads repetitive training tasks and frees facilitators to focus on company-specific, 
department-specific, or even team-specific issues.  
9. Practical Approach: 

It is capable of presenting true-to-life situations that learners face every day. 
Adults are very practical learners they learn best when faced with real problems that 
have real consequences. Decision tree simulation, video simulations or simple 
animations allow learners to learn-by-viewing, learn-by-doing or learn-by-coaching. 
All are effective methods for developing practical skill and increasing information 
retention.  
10. Consistent: 

All learners learn the same principles and skills. Computer-based courseware 
typically forces instructional designers to better organise and structure learning 
materials, and this alone can result in learning advantages.  
11. Timely: 

Learners can turn to the program when situations arise on the job, or when 
they are faced with new or increased responsibilities. This is critical, since research 
has shown that learning is enhanced and better retained when the topic is relevant to 
current needs.  

 
12. Engaging : 

Interactive learning with live-action video, audio, graphics, feedback, expert 
advice, and questions and answers keep learners interested and reinforce skills. 
Because it is exciting, challenging, and fun to use, it encourages learners to return to 
the program again and again. Through continual practice, learning is absorbed and 
integrated into daily performance.  
13. Cost-effective : 

Multimedia courseware may have higher up-front development costs, but overall 
studies have shown that it is less expensive and more effective than traditional 
classroom learning only. There can also savings on expensive and time-consuming 
travel, lodging, facility rentals, the loss of productivity caused by sending learners 
away, and other expenses. The ability to practice new concepts in a risk-free 
environment improves learners' skills and ability. When using a built in course 
management system which collects and analyses learner delivery and performance 
data substantial administrative time savings result. 
14. Employee Training9: 

Online courses and multimedia methods of teaching are used most commonly to 
help train new employees on company policy and business procedures. By way of an 
online method, multiple employees can be trained at the same time across many 
departments in different locations. These training methods, when constructed 
properly, are must less expensive that traditional methods and can be used for many 
different types of teaching 
15. Multiple Learning Channels: 

One of the key benefits to multimedia methods of teaching in both school and 
work settings is the increase in available channels for teaching. Some students learn 
better through visuals, some students learn better by listening, and some learn by 
working through material on their own. Multimedia aspects of online teaching allow 
teachers and trainers to use all three methods, reaching students more easily no matter 
their learning type. 
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16. Conferencing Aspects: 
Conferencing abilities are one of the most significant changes to teaching and 

training in recent years. Online conferencing allows multiple users to join 
conversations with streaming audio, video, and chat functions that allow for digital 
meetings. Employees can train together as groups for more complex material, and 
students can converse with teachers and other classes around the world. 
17. Continuous Resources10: 

Online multimedia centers are very easy to access, and they can easily be updated 
to keep them current, unlike hardcopy books. As a result, online course information 
tends to be useful far longer than more traditional types of teaching materials. 
Students and employees can refer back to the same resources of data they used when 
learning if they have any questions. Teachers and managers must maintain such 
centers of knowledge in order for them to be effective over the long term. 
Conclusion: 

From the above, we can make out that the Information and communication 
technology has made many innovations in the field of teaching and also made a 
drastic change from the old paradigm of teaching and learning. In the new paradigm 
of learning, the role of student is more important than teachers. The concepts of 
paperless and penless classroom are emerging as an alternative to the old teaching 
learning method. Nowadays there is democratization of knowledge and the role of the 
teacher is changing to that of facilitator. We need to have interactive teaching and this 
changing role of education is inevitable with the introduction of multimedia 
technology.  

So, teaching depends upon successful mode of communication and Innovation 
though we mean the changes that we propose to be included in our medium of 
communication or even inclusion of some other elements in communicating 
information. The researchers recommend that the teaching would be highly effective 
if the teacher start to use the recent multimedia technologies like usage of computers 
extensively or some modifications in the conventional mode of teaching. The use of 
computers may be very well practiced in the environment where the use of such 
technology is highly possible, but there must be some sort of innovation which can 
also be practiced in an environment where such use of technology is on its way to 
growth.  
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