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Design choices of 'A visit to Amsterdam'; 

 

A prototype of a resource based learning program. 

 

Mieke de Waal, August 2000. 
 

 

1. Learning problem. 

 
The Dutch Ministry of Education reported that many teachers in the Netherlands are 

unfamiliar with applications of ICT. There are also a lot of teachers struggling with the 

application of the 'learning to learn' principles. That is the reason that I have chosen to create a 

prototype of a resource based multimedia program that will stimulate independent learning 

activities of the learners. 

I agree with Annette, one of the H802 students, that "resource based multimedia is almost an 

embodiment of the 'learning to learn' approach" and that it justifies the choice for a resource 

based program. 

 

2. Learning objectives and learning activities. 

 
In msg.128 I have formulated the learning objectives for the teachers. I have chosen to design 

a program, which may be used by learners and teachers 

I think that it is a realistic approach to let the teachers judge if the program is suitable for their 

students and for their own teaching subject. 

The learners and teachers have to search for information in the program resources, to be able 

to perform a task. The teachers also have to make a short report (evaluation) about the 

applicability of a resource based structured program in their own practice.  

 

I have chosen a program about Amsterdam, because it contains different interesting subjects: 

history, arts, architecture, and social life. It can be used by different kinds of subjects in the 

school. There is also much material available to use: Dutch and English texts, pictures, sound 

and video's.  

  

3. Multimedia and computer based resources. 
  
The program is a prototype of a multimedia program. 'A visit to Amsterdam' uses texts, 

images and video with sound (Artis Zoo). 

The next examples did motivate me to choose for a resource-based design. 

 

Charles Booth, (OU CD-ROM 0235,) is an example of a computer-based resource. Such 

programs contain collections of papers, reports and images and are offered to students as a 

learning resource. The Booth program aims to teach students how to use computers for 

historic research. 

 

Homer, (OU CD-ROM 0235), is an example of an Interactive Media Learning Environment. 

It is a combination of computer based resources, like the Booth program and a package of 

course elements: tools, learning activities, study guide and other useful tools. 
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MENO, program about the Galapagos Islands, (OU CD-ROM 0049,) is a demonstration of 

different kinds of structures of educational multimedia productions. It contains a very simple 

structure for a resource base structured program. 

 

Evolution, CDROM 0049, is a resource disc with an encyclopaedic 'browser', tutorials, 

interactive experiments and interviews.  

The users can choose their own methods and way through the material, or follow a tutorial. 

 

I have tried to use the positive elements of the different programs and to avoid the negative 

elements.  

I would call my program a resource based multimedia learning program. It is a combination 

of a computer based resource and help tool to learn the learner’s active learning. 

The difference with, for example the Booth program is that the resource will not be the main 

issue, but the learning process of solving problems with the help of resources. 

The prototype is created with the use of Mediator 5, a multimedia authoring tool. 

 

4. Structure. 
 
->forward    <-back        <-> forward and back 

 

Start 

• Title -> 

• Arrival -> 

• Tourist Information Centre -> 

Main Page   

• Information Centre    
<-> Tasks <->Learners tasks <-> Task1 <-> Task 2 

      <->Teachers task 

      <-> Notebook  
      <-> Map (of the city centre) 

<-> Anne Frank house <-> Anne Frank Foundation 

<-> Rijksmuseum <-> Rijksmuseum2 <-> Dutch Painters <-> Rembrandt  

          <-> Van Gogh museum 

              <-> Rembrandt  

<-> Van Gogh museum 

<-> Zoo 

<-> Information Centre 

<-> Guided Tour (=tutorial) 

<-> Contents 

<-> Index 

<-> Search 

<-> History (last visited pages) 

<-> Hotspot Rembrandt <-> Rembrandt 

<-> Hotspot Van Gogh  <-> Van Gogh museum 

Finish  

• Departure 
 ->  Quit  

<-> Back 

Extra choices:  
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Help 
Back (last visited page), 

More (next page),  

Quit,   

I (Information Centre). 

 

Explanation: 
The program starts with three introduction pages. Those have a linear structure and one 

cannot go back (unless one uses the history button = last visited pages).  

The introduction is meant to emphasise the virtual aspect of the trip. 

The body of the program is written around the 'Information Centre' page. From this page, one 

can go to the resources and to the different help and search functions.  

The Information Centre contains two pictures of Dutch painters with hotspots, which are 

linked to pages of the painters. The hotspots are added to suggest a Tourist Office ambience. 

From each page one can go back to the last visited page or go straight to the Information 

Centre (blue button) or to the 'Quit' page. 

Sometimes one can use the 'More' button to find more information on the next page. 

The guided tour (tutorial) will have a linear structure, because this part is meant to guide the 

visitors through the subjects and to demonstrate how they may search in an effective way.  

 

The choice for a resource-based structure in a resource-based program may be obvious. It is 

important that the learners can practice different search methods (on subjects, keywords, or 

just by browsing), because using different strategies offers the most chance obtaining relevant 

information. 

It is also important, that the students can find out which techniques provide them the most 

comfort, or suit them best. 

 

It is very important to have an efficient information structure (database program) in the final 

version. Mediator has possibilities to use external databases. I have not tested this option yet. 

The search menus are user tools of Mediator. It is very important to check all the settings of 

the properties, because if they are incorrect, the search process does not produce the desired 

outcome.  

 

5. Interactivity. 

 
I will describe the interactivity features with the help of Sims classification (I have used this 

classification in msg.92 also. 

 

Object Interactivity  
Most of the activities are mouse driven. The user clicks buttons or spots to make choices or to 

activate some parts (videos or hot spots). The cursor changes its form on some places 

(hotspots and map), if the users reach a spot with a link. Searching through (large) 

information resources is quicker, if it is mouse driven. 

In the search index and the notebook typing activities are expected. 

The notebook is meant as a help to perform the task and to export notes or (parts of) texts.  

 

Linear Interactivity  
Except for the first introduction pages, it is possible to go everywhere. Some pages are shown 

in linear order, (Rijksmuseum and Rijksmuseum2), but they can be approached directly by the 

search buttons. 
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The user is free to go anywhere.  

 

Support Interactivity  
At this moment there is only feedback in the form of obtaining the desired information. The 

help function will give some more specific help in a future version. The tutorial will provide 

much more support activity. 

 

Update Interactivity  
There is no specific feedback and it is not the intention to provide feedback on the results of 

the tasks. It is the intention that those results are discussed with colleagues or with learners 

and teachers.  

The only individual dates are those about the visited pages. The students can see where they 

have been.  

They can also search on words and get feedback on it. 

The tutorial will be more interactive, because the students have to perform activities in a 

certain manner, and will be judged.  

  

Hyperlinked Interactivity 
The prototype contains some hypertext links. This will be extended in a definitive version.  

 

 

6. Production process. 

 
A resource based program has to be designed with a complete team with different specialists: 

media specialist, content and educational experts. 

I have spent much time to define my subject and to think of useful tasks for the students and 

for the teachers. 

I did not have much Mediator experience, and there are still lots of functions of the program 

to figure out. 

I made a first prototype, and I established that Mediator is a suitable instrument for making 

and showing prototypes. 

My test person (an HE teacher) was not enthusiastic. The program was boring. I had spent too 

much effort to create search tools, menus and texts. Furthermore the search tools did not work 

properly (the history page still doesn't work optimal). 

I picked up my old idea of a virtual city and used more pictures (and much more memory) for 

the next version. The test person liked this version. 

The program is rather extended, because I wanted to demonstrate (and practise) different 

features and give the suggestion of a rather extended database. 

This kind of programs can be produced best on CD-ROM, because they are fast and have 

much storage space. 

Mediator has many opportunities, but the program, the online guide and the text guide can be 

improved. They contain mistakes and my computer has crashed about 15 times! 

I hope my visitors will enjoy the virtual trip to Amsterdam.  


