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ABSTRACT 

 

THE EFFECTS OF AUTHENTIC AND INTERACTIVE VIDEO TASKS 

ON STUDENTS’ EXTRA LISTENING PRACTICES 

 

Kaynar, Neslihan 

Master’s Thesis, Master’s Program in Educational Technology 

     Supervisor: Dr. Olgun Sadık 

 

June 2019, 74 Pages 

 

 

The primary goal of this study is to examine the effects of authentic and interactive 

video tasks on English as a Foreign Language (EFL) learners’ listening practices, 

perceptions (interest and enjoyment level) regarding using multimedia learning in 

improving their listening skills. The study involved 15 students from the preparatory 

school of a university in Turkey. To analyze the effects of authentic and interactive 

video tasks, a pretest and a post-test were given to the students. Authentic and 

interactive videos that the students can watch and at the same time answer different 

types of questions were assigned by the researcher in a weekly program throughout 

seven weeks. To collect data, at the end of the each video, the students’ perceptions 

were asked about their experiences. After the implementation, a questionnaire was 

applied to understand the students’ overall perceptions (interest and enjoyment level) 

regarding the multimedia learning experience. Furthermore, follow up semi-structured 

interviews were conducted with 12 students to enrich and triangulate the data. The 

results of the study show that authentic and interactive video tasks created a positive 

effect on students’ listening practices and influenced their perceptions (interest and 

enjoyment level) positively. The study results suggest that most of the students who 

participated in this research found watching these videos out of the classroom 

appealing and useful for improving their listening skills. 

 

Keywords:  Interactive Videos, Multimedia, Authenticity, Listening 
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ÖZ 

 

ÖZGÜN VE ETKİLEŞİMLİ VİDEO ALIŞTIRMALARININ ÖĞRENCİLERİN 

İNGİLİZCE DİNLEME UYGULAMALARI ÜZERİNDEKİ ETKİLERİ 

 

Kaynar, Neslihan 

Yüksek Lisans, Eğitim Teknolojileri Yüksek Lisans Programı 

Tez Yöneticisi: Dr. Olgun Sadık 

 

Haziran 2019, 74 sayfa 

 

 

Bu çalışmanın temel amacı, özgün ve etkileşimli video alıştırmalarının üniversite 

hazırlık programındaki öğrencilerin dinleme uygulamaları ve algıları üzerindeki 

etkilerini çoklu ortam öğrenimi ve özgünlük açısından incelemektir. Çalışma 

Türkiye'deki bir üniversitenin hazırlık okulunda öğrenim gören 15 öğrenciyi 

kapsamaktadır. Bu video alıştırmalarının etkilerini araştırmak için öğrencilere ön-test 

ve son-test uygulanmışır. Bu videolar, araştırmacı tarafından yedi hafta boyunca 

öğrencilere alıştırma olarak verilmiştir. Her videonun sonunda, öğrencilere video 

deneyimleri hakkındaki görüşleri sorulmuştur. Uygulamadan sonra, Çoklu Ortam 

Teorisi ışığında uyarlanmış, öğrencilerin ilgiseviyelerini ölçmek için bir anket 

uygulanmıştır. Nitel verilerin toplanması için 12 öğrenci ile yarı yapılandırılmış 

görüşmeler yapılmıştır. Çalışmanın sonuçları, Çoklu Ortam Kuramı ışığında 

hazırlanan ve belirli öğrenme ilkeleri ile desteklenen özgün etkileşimli video 

alıştırmalarının, öğrencilerin dinleme uygulamaları üzerinde olumlu bir etki yarattığını 

göstermektedir. Çalışma sonuçları aynı zamanda ders temalarıyla uyumlu videolar 

izlemenin öğrencilerin görüşlerini olumlu bir şekilde etkilediğini göstermektedir. 

Öğrencilerin çoğu, bu videoları ilgi çekici ve yararlı bulduklarını ifade etmişler, son 

değerlendirme sonuçlarında öğrencilerin dinleme puanları üzerinde artış görülmüştür. 

 

Anahter Kelimeler: Etkileşimli videolar, Çoklu Ortam, Özgünlük, Motivasyon, 

Dinleme 
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Chapter 1 

Introduction 

 

This chapter contains theoretical framework, statement of problem, purpose of 

the study, research questions and significance of the study. 

Educational technology includes a great number of beneficial tools and 

resources. Examples of those tools and resources include electronic books (Embong, 

Noor, Rafek, Othman, Zarina & Khalid, 2014), videos, artificial intelligence (Drigas 

& Ioannidou, 2011), augmented and virtual reality applications (Gonzalez, 2017) and 

so on. According to the report of National Science Board (2018), technology 

integration became an important issue for both teachers and students as it provides a 

wide range of tools in many different practices such as online courses and computer-

based assessment tools and the number of students using technology tools is 

increasing. The report states that 58% of students in the USA use their own device and 

%32 of them uses school laptops while the other students use school tablets (14%). A 

report on digital reading by OECD (2015), shows that the students who read online 

become more successful in reading generally. According to OECD report (2015), 

%70.7 of students in Turkey has computer access while %48.7 of students can use 

computer at school. 

Understanding the benefits of educational technology has been one of the 

intriguing topics in the education field. Assumptions, questions, solutions, methods, 

and paradigms in educational technology research have been evolving (Savenye & 

Robinson, 2004; Spector, Merrill, Elen, & Bishop, (2014). For example, Savenye and 

Robinson (2004) emphasized that the use of e-learning environments in education 

created a strong effect on students and teachers. In a more recent study, educational 

technology tools improved students’ vocabulary acquisition and enhanced their 

language learning (BavaHarji, Alavi, & Letchumanan, 2014). 

Based on research in the field, teachers came across to many new approaches 

and techniques with the use of computers and mobile technologies for educational 

purposes. These advances in technology over the last decades have also offered a path 

to language teachers to discover new approaches and techniques of teaching languages 

with many new technology tools. Some technologies include e-books, online 
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assessment tools and multimedia tools such as videos. Using videos in language 

classes still is an emerging research topic with interactivity features embedded in 

videos because ordinary video platforms may not provide learners to get involved in 

the content of the video (Agarwala, Hsiao, Chae & Natriello, 2012). In this sense, 

researchers aim to explore new methods and tools that create best learning outcomes 

in a language learning classroom environment. Therefore, video technologies have 

been started to turn into a new media known as interactive video which learners can 

answer the questions while watching a video segment.  Within these tools, authentic 

and interactive videos are one of the most frequently used multimedia tools. In the 

context of this study, authentic refers to “samples that reflect a naturalness of form and 

an appropriateness of cultural and in situational contexts that would be found in the 

language as used by native speakers” (Rogers, Medley, 1988, p. 468). The other term 

is interactive video which means “a video delivery system capable of full two-way 

audio and video interconnection between two or more sites” (Lehman, 2006). 

Authentic and interactive videos have been accepted as a useful resource for language 

learning because they offer communicative contexts which learners may feel reality 

and enhance communication skills (Stempleski, 1992; Rammal, 2006; Stigler et al., 

2015). Advances in technology over the last decades have especially suggested tools 

and resources to improve students’ listening skills in language learning. For example, 

Xiaoqiong and Xianxing (2008) studied on the effect of technology on students’ 

motivation and listening comprehension. The research shows that the students got 

motivated at the end of the study and their listening comprehension skills were 

influenced positively. Another study applied on the use of computer-based software in 

teaching the listening skill shows that the students performed a great achievement on 

listening at the end of the research process (Yusof, 2012). Listening is one of the 

key elements in communication (Spearritt, 1962). According to Meskill (1996), 

computer instruction including audio and video helps students learn a language 

through personalized instruction. Meskill (1996) researched on the relationship 

between listening skills and a language environment supported by multimedia. In this 

sense, this study aims to explore the effects of authentic and interactive videos on 

students’ listening practices multimedia learning and authenticity and learn their 

perceptions.  
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1.1 Theoretical Framework 

With the development of educational technologies, learners are presented new 

learning opportunities. In the 21st century, with the advancements in computers, 

learners can reach information and open educational resources (Cronin, 2017; Smyth 

et al., 2016) and they have opportunities to manage their own learning anytime (Hepp, 

Hinostroza, Laval, & Rehbein, 2004). This is called Computer Assisted Language 

Learning (CALL). CALL offers tools and strategies to make learning more 

motivational and inspiring in student centered environments (Condrat, 2014). 

According to Lee (2000), there are reasons why CALL is being used in language 

learning and teaching. CALL provides learners opportunities to learn by doing 

(Dewey, 1938), increases students’ level of motivation, and contributes students’ 

achievement by giving them a chance to be more interactive and independence from a 

single source of information. Furthermore, according to Kozma (e.g., 1991, 1994) and 

Chris Dede (e.g., 1996), computers may possess properties or facilities that may 

precisely alter the nature of teaching and learning.  The researchers in the English 

Language Teaching (ELT) field have been explained the reasons why CALL created 

a different path in the learning and teaching processes. (Levy, 1997). According to 

Fotos, S., & Browne, C. M.  (2013), CALL is a method which helps students improve 

both accuracy and fluency in the target language by increasing their motivation level.  

One of the most significant steps in CALL is use of multimedia with interactivity in 

language teaching and learning processes, and its effects on learning. (Almekhlafi, 

2006).  

Multimedia Learning firstly has been explained by Mayer (2009) and it has been 

directly grounded on the principle that states “people can learn more deeply from 

words and pictures than from words alone” (p.47). According to Kılıçkaya and Karjka 

(2010), multimedia provides language learning environments by increasing students’ 

autonomy level and motivation with various learning strategies. Furthermore, when 

the students’ visual and auditory senses are activated, they may have a more 

entertaining and promoting language learning environment (Kayaoğlu, Akbaş & 

Öztürk, 2011). Therefore, messages delivered by the teacher for the instructional 

purposes should be designed according to the way our mind works and also they 
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should be congruent with the way we learn (Mayer, 2009). According to Sweller’s 

(1990) cognitive load theory and Mayer’s (2009; Mayer & Moreno, 2003) cognitive 

theory of multimedia learning, learner’s cognitive processing capacity has three 

different demands, which are (a) extraneous processing, (b) essential processing and 

(c) generative processing. During extraneous processing, learner struggles with the 

poor instructional design such as locating an illustration on one page and the caption 

describing it on a different page, which results in confusion. (Mayer, 2001; Mayer & 

Moreno, 2003). The second one is essential processing. According to Mayer (2005), 

“essential overload occurs when the amount of essential cognitive processing required 

by the multimedia instructional message exceeds the learner's cognitive capacity” 

(p.169). For example, when learners are in the process of understanding a difficult 

context, such as the process of lightning storm, they need to use a a great amount of 

cognitive processing. The third one is generative processing. Generative processing is 

the cognitive process that learners make an effort to understand the presented material 

and processing it deeply by the motivation. In this process, learner makes extra effort 

to comprehend the material by looking for inconsistencies with their background 

knowledge. In addition to three demands, Mayer (2009) also discusses that only 

combining visuals with the text is not enough for better understanding input. When 

they are not used properly with the suitable principles, they may cause cognitive 

overload while the input is processed in the brain.   

 

1.1.1 Three assumptions of generative theory of multimedia learning. Before 

explaining Multimedia Learning principles, the three cognitive theories of multimedia 

learning related to human information processing system need to be explained to 

understand how human beings perceive input. The first principle is Dual Channel 

Principle presented by Paivio (1990).  According to Dual Channel Principle, which is 

closely associated with Baddeley’s model of working memory (1999), human-beings 

have different channels in order to process two presentation modes (verbal/ nonverbal) 

and sensory modalities which are auditory or visual (Paivio, 1990). The second 

cognitive principle is limited capacity stating that people’s working memory is finite 

in the process of information within each channel. The channels have limited capacity 

and limited time when they keep information (Baddeley, 1986 & Sweller, 1999). For 
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this reason, too much information can result in cognitive overload in people’s memory. 

The last cognitive principle of multimedia learning is active processing. This principle 

states that people need three different processes to learn actively which are collection, 

organization and integration of new information when both verbal and pictorial 

information is processed in working memory at concurrently. (Mayer, 2009; Mayer & 

Wittrock, 2006; Wittrock, 1989). 

 

Figure 1. Mayer’s cognitive theory of multimedia learning (Mayer, Heiser, & Lonn, 

2001, p. 190).  

 

According to Mayer and Moreno (1998), outcomes of the multimedia principles 

have been interrogated by researchers and practitioners because of the fact that many 

problems have been emerged with the use of multimedia in learning environments. For 

example, if multimedia learning principles are not applied according to the way human 

mind works, it can cause cognitive overload in learner’s brain. (Mayer, 2009). In order 

to resolve these problems, Mayer and Moreno (1998) also claimed that using 

instructional technology with the help of research-based theory effectively will serve 

the educators to track students’ learning processes. 

 

1.1.2 Theoretically grounded and evidence-based principles for the design 

of multimedia instruction. Mayer (2009) asserted that studies conducted on 

multimedia instructions should be theory-grounded and evidence based. In order to 

make the instruction more effective through multimedia learning, Mayer (2009) 
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presents twelve principles based on more than almost 100 empirical studies and 

grounded on three types of cognitive load (p.406-411). 

Twelve Multimedia Learning Principles are: 

1. “Coherence Principle – People learn better when extraneous material is 

excluded rather than included. 

2. Signaling Principle – People learn better when cues that highlight the 

organization of the essential material are added. 

3. Redundancy Principle – People learn better from graphics and narration 

than from graphics, narration, and printed text. 

4. Spatial Contiguity Principle – People learn better when corresponding 

words and pictures are placed near each other rather than far from each 

other on the page or screen. 

5. Temporal Contiguity Principle – People learn better when 

corresponding words and pictures are presented at the same time rather 

than in succession. 

6. Segmenting Principle – People learn better when a multimedia lesson is 

presented in user-paced segments rather than as a continuous unit. 

7. Pre-training Principle – People learn more deeply from a multimedia 

message when they receive pre-training in the names and characteristics 

of key components. 

8. Modality Principle – People learn better from graphics and narration than 

from graphics and printed text. 

9. Multimedia Principle – People learn better from words and pictures than 

from words alone. 

10. Personalization Principle – People learn better from a multimedia 

presentation when the words are in conversational style rather than in 

formal style. 

11. Voice Principle – People learn better when the words in a multimedia 

message are spoken by a friendly human voice rather than a machine voice. 

12. Image Principle – People do not necessarily learn more deeply from a 

multimedia presentation when the speaker’s image is on the screen rather 

than not on the screen.” (p.406-411). 
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Personalization, pre-training and voice principle are provided in detail as they 

are used as a part of this study to support multimedia learning through authentic and 

interactive videos. Pre-training principle mainly focuses on the importance of knowing 

the names and characteristics of a subject before the implementation of multimedia 

lesson (Mayer, 2009). According to Mayer’s experiments (2009), 13 out of 16 studies 

have been confirmed in terms of pre-training principle. In this research, the students 

had ten class hours pre-training before watching the authentic-interactive videos. On 

the other hand, within the scope of evidence-based research, Mayer (2009) carried out 

many studies on fostering generative processes by using personalization principle and 

voice principle of multimedia learning.  It has been found out that the effect of 

personalization principle on learning was confirmed by 14 studies out of 17 while the 

effect of voice principle on learning was tested and confirmed by five of six studies.

 Mayer studied on the “social cues such as speaker’s voice or conversational 

style or on screen agent’s humanlike gesturing” and found out that they promote 

activation of a social response in the learners by motivating them to make an effort to 

“select, organize, and integrate incoming information” (p.346). Mayer and Moreno 

(2004) stated that these “social cues create a feeling of social presence” which make 

learners feel “in a real environment, which results in better learning outcomes” (p.347). 

For this reason, all the video materials used in this study included “human voice” rather 

than robot voice and all of the videos were authentic in which native speakers produce. 

One of these social cues is the personalization principle. Mayer, Fennell, Farmer, 

and Campbell (2004) conducted a study on the personalization effect of multimedia 

learning. In the research, the participants were 62 college students. 29 of participants 

took part in the personalized group while 33 of them took part in the non-personalized 

group. The students were given a narrated animation about the way human respiratory 

system works with a personalized and non-personalized version. In the non-

personalized narration, formal style was used to explain the subject while 

conversational style was used for the personalized narration (Mayer, 2005). Three 

experiments of the research indicate that the students who were in the personalized 

group performed better and got considerably higher scores on transfer tests. However, 

their scores were not better than the students who were applied non-personalized 

version on the retention tests. Nevertheless, it can be concluded that the results of the 
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study compliant with the cognitive theory of multimedia learning and personalization 

principle provided an opportunity to the students to process the material in an active 

way (Mayer, Fennell, Farmer, & Campbell, 2004).    

 The other social cue is the voice principle which is also related to the 

personalization principle of multimedia learning. A study was conducted about the life 

cycle of stars with 59 Turkish students at a college (Kartal, 2010). The researcher 

aimed to investigate the “relationship between learning outcomes and styles of 

language with varying degrees of personalization” (Kartal, 2010, p.620).  Kartal 

(2010) researched about the effect of machine voice and human in a computer based 

multimedia lesson. The researcher used a cartoon character called Peddy that spoke 

with a human voice and machine voice in the study to test students’ performances. The 

results of the study were in accordance with Cognitive Theory of Multimedia 

Learning. The experiments show that the students who were in the group that human 

voice was used during instruction performed better in the tests rather than the students 

who had multimedia lessons implemented with a machine voice instruction. 

1.1.3 Authenticity & authentic language learning in multimedia. 

Authenticity is a term related to real world language presented by a native speaker by 

transferring message. (Morrow 1977; Porter & Roberts 1981; Benson & Voller 1996). 

Rogers and Medley (1988) state that the focus of authentic language is not the source 

itself or the purpose of instrument. Instead, authentic language deals with how 

language presented appropriately and in a natural way. 

Herrington (2007) and Lombardi (2007) pointed out that authentic learning has 

attracted contemporary educators’ attention who see it as an opportunity to help the 

acquisition of fruitful knowledge used for real-world for more than 20 years. 

Herrington and Oliver (2000) promoted the authentic learning environment model as 

an instructional system model is similar to Gagne’s Nine Events of Instruction Model 

(Gagné, Briggs, & Wager, 1992). Then, they adapted it to e-learning environments and 

reached positive results (Herrington & Oliver, 2003). 

Authentic tasks aim students to acquire various skills by practicing real-world 

language with the purposeful and meaningful tasks. (Brown, 1989). For example, 

Thanajaro (2000) carried out a research to investigate how authentic materials 

influence learners' listening skills in the English as a Second Language (ESL) setting. 
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The researcher collected data through interviews and classroom observations. The 

results showed that the use of authentic materials in ESL classrooms created a positive 

effect on language learning motivation. In another study, Maneekul (2002) applied a 

study on use of authentic material and tasks to improve listening skill of undergraduate 

students. The study concluded that students’ listening skills developed considerably 

when authentic materials and tasks from native speaker’s videos were used. In another 

study, Weyers (1999) investigated the effects of authentic videos on students’ listening 

comprehension and communicative competence. In that research, university level 

students from Spanish classes were the group of participants as a control and 

experimental group. The experimental group was asked to watch 13 episodes of a 

Spanish drama. At the end of the research, it has been concluded from pre-tests and 

post-tests that experimental group performed better in listening comprehension and 

communicative competence. On the other hand, while designing authentic learning 

environments, using real-world materials with simple tasks is not enough to present 

the related context effectively. The contexts should motivate students (e.g., Brown et 

al., 1989; Honebein, Duffy, & Fishman, 1993; Reeves & Reeves, 1997).    

With the major contributions that Internet technology has brought into language 

classes, use of authentic multimedia materials in language classes has increased 

(Güngören, 2013). In this sense, authentic learning can be used in multimedia activities 

because of the fact that it presents real‐world learning environment and a whole 

product constituted by the integration of audiovisual tools to increase the permanency. 

In addition to this, these environments can provide a more engaging learning process 

for learners as they touch different senses (Güngören, 2013). Many researchers have 

showed that use of multimedia in language learning creates positive effects as 

multimedia tools provide authentic and rich comprehensible input (Ruane, 1989). For 

instance, Gough (1993) compared real world listening and classroom listening and 

highlighted that real word listening has an unpredictable context and unique 

characteristics while classroom listening is designed for evaluation of a task by the 

teacher based on a specific purpose. (Brett, 1995; Egbert & Jessup, 1996; Khalid, 

2001). According to Akkoyunlu and Yılmaz (2005), learning environments prepared 

with multimedia promote authentic learning. It has been stated that authentic learning 
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activities need to be organized interrelatedly within a period of time and they need to 

be discovered and completed by the students to reach the learning outcomes  

  

1.2 Statement of the Problem  

 Studies carried out in multimedia contexts have generally used short videos 

(Markham & Peter, 2003; Montero Perez, Peters, & Desmet, 2014) or videos designed 

for language learning overall (Chung, 1999). However, research efforts have been 

going on to figure out the ways to improve language learning through interactive 

videos. Although interactive videos have been in use, they have not received much 

interest in instructional settings (Clothier, 2013).   

In this research study, listening skills course in an English as a Foreign Language 

(EFL) context is taught on ten lessons weekly at the preparatory school of a private 

university in Turkey. According to researcher’s and other instructors’ self-reported 

concerns in the institution, use of target language (English) is limited to the classroom 

environment and learners do not have practice opportunities out of the school. It has 

been also observed by the researcher, who conducted this study, the students have 

difficulty in understanding English while they listen during the class hours. The 

students’ placement exams and in-class practice results also correspond to the 

researcher’s observations. Listening skill is challenging because ‘’learners have 

limited control over the rate of ‘’input’’ and ‘’spoken language does not have clear 

word boundaries’’ (Schmitt, 2000). In order to provide an additional listening practice, 

authentic and interactive video tasks were designed and conducted in this research 

based on the guidelines specified in the light Multimedia Learning Theory (Mayer, 

1997 & 2001). This theory implies that individuals perceive “better from words and 

pictures rather than from words alone” (p.47) because students may construct both 

pictorial mental and verbal models together when information is presented through 

dual channels (Mayer, 2000). Mayer (2000) previously stated that these design 

principles based on the grounded theory and the visual items were used for decorative 

purposes by educators, not for instructional purposes. Moreover, the number of the 

research focusing on the implications of multimedia learning design principles is not 

enough in the educational video context although it has been proved that applying 

them is beneficial for students’ learning process (Clark & Mayer, 2008; Mayer, 
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Moreno, Boire, & Vagge, 1999). To support multimedia instruction, the videos used 

in this research were chosen to provide authentic and interactive materials for students’ 

use. Authentic videos have many advantages for students such as serving rich cultural 

content, presenting real language and meeting learners’ needs (Richard, 2001).  

In this context, regarding the Multimedia Learning, authentic and interactive 

video tasks may offer opportunities students to practice on their listening skills and 

also motivate them to listen to authentic resources to internalize language learning 

process within this framework. 

 

1.3 Purpose of the Study 

This study aims to find out how authentic and interactive video tasks grounded 

by Multimedia Learning Theory affect students’ listening practices and their 

perceptions and intentions at the preparatory school of a university in İstanbul, Turkey. 

It is also expected to present practical research findings based on the integration of 

authentic and interactive video tasks to English Language teachers that employ the 

video in their classrooms successfully. In order to increase the reliability and validity 

of the research, mixed method research design was applied. To achieve the 

requirements of the mixed method and validate the study, the data was collected, 

analyzed, and interpreted according to both qualitative and quantitative research 

method techniques (Cresswell, 2017).  

In this study, the data was collected via pre and post-tests and analyzed 

descriptively as well as the results obtained from an adapted questionnaire including 

13 items that explore students’ authentic and interactive video experiences out of the 

class. Moreover, students’ performances and grades on the each video were recorded 

on the web tool and analyzed in a weekly program. When it comes to qualitative aspect 

of the research, at the end of the each video, the students were asked their opinions on 

the videos to get the immediate feedback from them. These responses were also 

analyzed thematically. To support the qualitative data, it was focused on the results 

obtained via semi-structured interviews conducted with 12 students who took part in 

the research.   
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1.4 Research Questions 

The study addressed the following questions: 

1. How are authentic and interactive video tasks affecting students’ listening 

practices in English? 

2. What are the students’ perceptions about the use of authentic and interactive 

video tasks for listening practices in English? 

 

1.5 Significance of the Study 

This study presents an insight on the use of Mayer’s Multimedia Learning 

Principle and students’ extra listening practices through the authentic and interactive 

video tasks prepared on a web 0.2 tool, Edpuzzle. The study aims to investigate 

students’ opinions about the use of these videos watched out-of classroom in terms of 

Multimedia Learning and authenticity. Considering great benefits and challenges of 

use of authentic and interactive video tasks in EFL classrooms these days, this paper 

examines the effects of these tasks on students’ listening practices and perceptions. 

(interest and enjoyment level). The study may also contribute to the other studies 

conducted on the use of authentic and interactive videos in the university level in 

Turkey. It may provide useful strategies for teachers in the university setting such as 

motivating to create their own interactive video materials using authentic videos 

providing language in a contextualized way and drawing students’ attention by 

increasing their interest and enjoyment level (Ruane, 1989). Furthermore, the outcome 

of this study may help language teachers to utilize these materials effectively both in-

class and out-class activities to provide their students’ extra listening practices on 

different themes that they follow while improving listening skills such as interpreting 

messages, and also sub-skills such as listening for gist or listening for specific 

information. This study also may provide ideas for teacher researchers in Educational 

Technology and English Language Teaching fields to carry out similar researches and 

contribute to the literature. 
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Chapter 2 

Literature Review 

 

2.1 Multimedia Learning  

The term was first explained by Mayer (2009) as,  “people can learn more deeply 

from words and pictures than from words alone, which has been also called the 

multimedia principle” (Fletcher & Tobias, 2005; Mayer, 2009. p.47). “Learning is 

facilitated when the graphics and text work together to communicate the instructional 

message” (Clark, R. & Mayer, R. E., 2008, p74). Hooper and Reinartz (2002) defined 

multimedia as “a combination of two or more media into a single coherent message” 

and “refers to software that contains combination of text, graphics, animation, video 

or other audio” (p.308). In this study, based on previous definitions, multimedia 

learning is a form of learning including presentation of information in a verbal form, 

written or spoken text. It is based on the use of different sources such as audio, video 

or animation accordingly in education regarding cognitive processes of human mind. 

 

2.2 Multimedia and Language Learning 

Through the developments of multimedia learning, studies have been inclined to 

search for the effects of multimedia tools on learning. Furthermore, video materials 

including both audios and visuals support second language learning. (Silverman, 

2013). Many studies have been also implemented on science of learning and science 

of instruction. (Mayer, 2000). For instance, Ni (2017) conducted a study about the 

results of English listening teaching assisted by computer multimedia with university 

students in China. The researcher used questionnaires to learn students’ ideas about 

use of multimedia in listening comprehension. The researcher found out that vision 

feature in the videos assist students to understand the context better. Moreover, it has 

been concluded that students who participated in the study found the presentation of 

information coming from textbook boring. The students addressed that the video 

materials used in the research were more interesting than traditional materials, which 

provided more active language learning opportunities to the students. On the other 

hand, the researcher (Ni, 2017) pointed out that video materials were not suitable for 

some students who had weak self-control ability as their attention was splitted. 
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Another research conducted by Chun and Plass (1996) showed that reading 

comprehension and vocabulary learning were improved through multimedia 

annotations which are the notes added to a text or diagram.  After choosing 36 target 

words, the researchers put them into three annotation types: text only, text and picture, 

and text and video. 160 German university learners in the research read the text 

including target words chosen. At the end of the research, the researchers found out 

that text and picture were more effective than text only in vocabulary learning process.  

Another research was conducted with the engineering students on the effects of 

e-learning environments supported by multimedia. The researchers used two different 

groups in the research. First one is the control group in which only text and statics 

graphics included while the second group is the experiment group in which text 

animated graphics and text animated graphics and audio. The researchers found out 

that multimedia integration created a positive effect on the process of e-learning. 

However, it was concluded that there is not very significant difference between two 

groups in terms of their scores and use of text animation only, text animation and audio 

influenced learners differently as they have different cognitive styles (Chikasha, 

Petegem, Boullart & Valcke, 2007). 

 

2.3 Videos in Language Learning 

Videos are the functional materials that motivate students to increase their 

academic success if they are used appropriately according to the goals of instruction 

process (Thorpe, 2006). With the drastic improvement of technology, videos have 

been widely used in education as they enhance teaching activities (Clark, 2013). 

Heinich, Molenda, Russell & Smaldino (2002) specified the roles of videos in 

education. The researchers explained the roles as following: (a) videos present a 

concrete referent for ideas; (b) they draw students’ attention by activating emotions; 

(c) they make the challenging issues more understandable for learners by simplifying 

information; (d) they give opportunities to be understood spoken and written verbal 

information through visuals (p.112). Furthermore, White, Easton and Anderson (2000) 

indicated that videos are beneficial for students as they help students comprehend 

complex concepts which are difficult to define verbally. In addition, videos are 

valuable learning materials for learners because they help them enhance themselves in 
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many ways. For example, they contribute students learning experiences by increasing 

their motivational level and enabling them situations that they may develop their 

creative thinking skills (Harmer, 2006). In another research, the role of digital videos 

in language acquisition was investigated through seven hypothesis. The researcher 

stated that digital videos played a significant role in the process of creating a friendly 

learning environment (Tschirner, 2001). 

Throughout education history, teachers have been inclined to use traditional 

ways of teaching. This approach needs just the existence of students and teachers in a 

classroom with instructions. However, in today’s world, digital technology created an 

intense influence on education and how it should be applied regarding future 

generation’s expectations (Salavati, 2013). Film and videos have been used as 

influential components in classroom instruction since 1950 (Marchionini, 2003). 

Mathew and Alidmat (2013) highlighted that video materials play a positive role in the 

process of understanding lessons by learners. The other researcher Hu (2006) 

emphasized that videos are always beneficial for students because they do not only 

focus on listening to the characters in the video. At the same time, they see non-verbal 

expressions of the characters.  

According to AI Seghayer (2001), when multimedia instruction is supported 

with different interactive environments, language skills such as reading, listening or 

speaking become more motivating and enjoyable. Many studies show that using 

interactive video improved students’ learning process and created fruitful learning 

outcomes (Donkor, 2010). Donkor conducted an experimental study on the 

effectiveness of video-based materials and traditional teaching materials with 73 

students who study at the technical institutions. Donkor (2010) found out that video 

materials are more proper in terms of pedagogy if they are benefited from as distance 

education materials than the traditional instruction materials. Donkor (2011) also 

stated in another research that students’ motivation and interests increase when video 

materials are prepared carefully regarding the all elements such as content, sound and 

images. Moreover, Donkor (2011) did a research about the effects of teaching tools 

consisting of video materials on students’ acceptance and feelings in learning 

environment. 71 participants attended from three study centers. The researcher 

highlighted that video materials are useful for students in the process of acquisition 
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practical skills. Another study applied by Jones (2003) revealed that verbal and visual 

annotations resulted in better learning outcomes in listening as the students in the 

research stated that they can remember and recall information when these two input 

are provided together. On the other hand, Sejdiu (2017) states that all studies 

conducted in the multimedia field do not approve that instruction supported by 

multimedia is more effective than traditional teaching regarding listening 

comprehension. 

According to Prensky (2012), videos would replace most of the reading activities 

in education in the future. Therefore, teachers should benefit from short videos 

extensively in their classroom. Using videos become more important where there is a 

need for observing and practicing real life skills. Hearing, listening, reading and 

writing the target language is crucial to develop students’ experiences in that language 

(Ybarra & Green, 2004). Brand, Favazza and Dalton (2012) also explain that 

technology helps learners to achieve learning outcomes through the differences in their 

abilities such as hearing, moving or perceiving English. 

 Among the technological media, video is an effective teaching tool when used 

properly (Hartsell & Yuen, 2006; Shephard, 2003). Videos provide learners 

opportunities to see the paralinguistic behaviors such as facial expressions and gestures 

so that they can see the use of real language in specific contexts (Harmer, 2007). 

Another study about the method of using videos as a way of teaching was conducted 

with 75 male students by Dehaki in 2017. The researchers investigated about the 

effects of videos on listening and also students’ attitudes. In the study, it has been 

concluded that participants who involved in video watching performed better in 

listening comprehension activities and showed positive attitude towards listening.  

 

2.4 Interactive Videos in Language Learning 

The revolution of the videos contributed to a variety in language education. One 

of these innovations helping the quality of learning outcomes is interactive video 

which provides new opportunities for students (Vural, 2013). While watching 

interactive videos, students have chance to communicate with each other when they 

have Internet connection (Vural, 2013). Instructional videos have been known to 

increase deep learning between students (Mitra et al., 2010). Interactive videos provide 
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learners experiences that they can play an active participant role in the middle of the 

action. Previous research suggest that learners possess information more effectively 

when they are involved in these activities (Steinert & Snell, 1999). AI Seghayer (2001) 

stated in his research that a mental image is created through videos and students’ 

concentration level increases with the help of curiosity, dynamic image and sound ease 

the learning and helps recall.  

The main aim of interactive videos is to control students’ further learning 

activities and help them to personalize the elements in the context (characters, pilot, 

main idea etc.). The benefits of interactive videos have been addressed in many 

different studies. For example, Ashar Ahmad Kuail (2017) conducted a study with 82 

EFL learners using interactive digital videos. While teaching the experimental group, 

interactive digital videos were used as a material. The researcher used traditional 

teaching methods while teaching the control group. The results of the study show that 

using interactive videos created a positive effect on the students' levels of reading 

comprehension skills, vocabulary and its retention. The experimental group performed 

better in reading comprehension than the control group. Positive effects of interactive 

videos have been mentioned in various studies.  

 

2.5 Criticism on Multimedia Learning  

Although many studies focused on the advantages of Multimedia Learning 

included materials such as instructional videos, it has been stated by the cognitive 

researchers that these materials need high level of cognitive processing in order to 

process the visual and auditory input and to select the message. (Homer, Plass, & 

Blake, 2008). As it has been mentioned in the previous part of the research, learning 

is a process depending on learners’ cognitive system including selecting, organizing 

and integrating process. (Mayer, 2011). Briefly, it causes cognitive overload when the 

multimedia instruction is not presented properly in accordance with the way human 

mind works with research-based principles. For example, students may experience 

some problems in their learning process if they do not have any prior information to 

process the incoming input (Moreno, 2004; Sweller, 1999). This is one of the 

multimedia learning principles, pre-training.  Moreover, according to Ballantyne 

(2008), some studies carried out on Cognitive Theory of Multimedia Learning may be 
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applied in more realistic study settings as they are limited in terms of applicability of 

the principles.    

In addition to the applicability, multimedia has been criticized because of the 

measurement issues during the research. Mayer and Stull also (2007) also addressed 

that transfer test performances serve as a measurement in these studies as they do not 

have direct measurement tools of generative and extraneous processing and they also 

asserted that there is obscurity because of the lack of measures. Mayer et al. (2002) 

said: ‘‘admittedly, our argument for cognitive load would have been more compelling 

if we had included direct measures of cognitive load’’. (p. 180).  

According to the context of this study, the relationship between multimedia 

learning (Mayer, 1997; 2001) and authentic-interactive video tasks have been 

presented in this part. Within the scope of this research, the students were provided 

authentic and interactive video tasks concerning Multimedia Learning. While 

preparing the video tasks, voice principle and pre-training principle were also 

benefited from to support multimedia learning in this research. The main of this study 

is to investigate the effects of these video tasks on students’ listening practices in terms 

of multimedia learning, authenticity and motivation. Furthermore, it is aimed to learn 

their perceptions toward authentic-interactive videos tasks. These authentic-interactive 

videos were chosen and prepared to give opportunities to students in order to practice 

listening within the course content but out of the classroom environment as they need 

to do extra practice.  

In this sense, a whole instruction program was not designed from the beginning 

of the academic year totally in accordance with multimedia principles and authenticity 

because of the fact that the students who participated in the research have already been 

taking the listening and speaking course aligned with the pacing plan and curriculum 

implemented in the class-hours at the prep school program of a university. In this 

sense, the students were provided required input from the course book content that 

supposed to be taught during ten listening class hours. In other words, they experience 

essential cognitive process (Mayer, 2005) in the weekly listening classes. Therefore, 

the videos prepared for this research were assigned as tasks to students to practice 

listening out of the classroom, in their own learning environment freely. As Terrell 

(1982) and Krashen (1981) stated that the situations should not make students feel 
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anxious, independent learning should be preferred. Within this context, Multimedia 

Learning principle was taken into consideration in the process of authentic and 

interactive video tasks and it was supported by the other principles such as pre-training 

voice principle and personalization principle.  Firstly, regarding Multimedia Learning 

Principle which highlights that “people learn better from words and pictures rather 

than words alone” (Mayer, 2009, p.47), authentic videos were chosen in compliance 

with the course content in a weekly program (the units covered in the class such as 

Culture, Fashion, Environment) and different kinds of question forms such as 

true/false, open-ended or multiple choice questions were embedded video and these 

videos were assigned to the students via the web tool. The aim of this study is to 

explore how these tasks affected students’ extra listening practices and learn their 

perceptions on this experience. 

 

 

 

 

 

  



20 
 

Chapter 3 

Method 

 

This chapter provides information about the research method implemented in 

this study. This part includes detailed information about the research design, selection 

of setting, participants, data collection tools and procedure, data analysis process, 

validity and reliability considerations and limitations of the study. The purpose of the 

study is to explore the effects of authentic and interactive video tasks on students 

listening skills and understand their perceptions about authentic and interactive tasks.  

.  

3.1 Research Design 

In this study, mixed method research (MMR) design was chosen and applied. 

MMR means “collecting, analyzing, and interpreting both qualitative and quantitative 

data about the main facts in a single study” (Creswell & Clark, 2007). To find the 

answer for the research questions, MMR was utilized by the researcher because this 

research has got multi-stages needed to benefit from different types of data collection 

tools. For this reason, using only one source of data collection may not help the 

researcher to obtain reliable and valid results. Guba and Lincoln (2005) stated that use 

of mixed method strategies can increase the understandability of the research 

considerably. In the process of designing the study, Creswell’s MMR suggestions were 

taken into consideration in terms of timing, usefulness, practicality of data collection 

and analysis process. Using multiple methods as a way of triangulation assisted 

researchers to have “well-validated and proven results” (Creswell, 2017). In this 

research, the researcher studied a single class. Within the scope of this research, the 

role of authentic and interactive video tasks and their effects on students’ listening 

practices and perceptions (beliefs and intentions) have been investigated. To answer 

the research questions of the study, quantitative data first was collected to interpret 

students’ listening performances before implementation process. In the following 

phase, qualitative data was collected to answer the second research question 

successfully. Use of authentic and interactive video tasks on students’ listening 

practices was evaluated through quantitative method within the scope of listening 

comprehension. The students’ performances on these videos were evaluated weekly 
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via the online platform used to provide the videos.  In the next phase, the students’ 

opinions on the use of authentic and interactive videos for extra listening practices 

were collected through the open-ended questions asked at the end of the each video 

task. Finally, to obtain students’ perceptions about the use of these videos, semi-

structured interviews consisting of seven questions were conducted with twelve 

participants. Three participants were not be able to participate the interviews. 

 

3.2 Research Questions 

 The study addressed the following questions: 

1. How are authentic and interactive video tasks affecting students’ listening 

practices in English? 

2. What are the students’ perceptions about the use of authentic and interactive 

video tasks for extra listening practices in English? 

 

3.3 Participants 

The sample of the study consisted of 15 students (eight male-seven female) 

who have been studying at the English preparatory school of a university in İstanbul, 

Turkey. Students’ ages ranged from 18 to 23. Five of them were international students 

who were from mostly Arab countries such as Qatar, Saudi Arabia and Morocco. The 

rest of the class consisted of Turkish students. The study had been taken place in the 

third module of four -module English program in the preparatory year at the university. 

They were the students who were the classmates from the beginning of the module 

and their proficiency level in English is B1-Intermiediate. The proficiency level was 

identified by a reliable and valid placement test conducted by the Testing & 

Assessment Unit of the University. However, in order to ensure the study requirements 

in terms of reliability and validity, a standardized Cambridge PET listening test was 

conducted again by the researcher before the implementation process of the study. 

Based on the researcher’s observations and participants’ exam scores before the 

implementation, both Turkish and Arab students had some difficulties in listening. 
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An approval from the university setting was received before the preparatory 

school students were invited to participate in the research and the data collection 

process began.  After the approval was taken from the institution, an invitation with a 

consent form was sent to the participants. The participants were the B1 level 

preparatory school students who were in the listening course of the program. In the 

interview process, every student was asked his/her permission to record their voices 

for the purpose of the study. The students also were informed beforehand that the data 

was collected and held confidentially. 

 

3.4 Setting 

The study was conducted at the preparatory school of a university in Turkey. 

The school had a population including more than 750 students. According to the 

statistics that school administration declared, %50 of the school population consisted 

of international students who were mostly coming from the Arab countries. The 

preparatory school had a modular system consisting of four language levels 

(1.Elementary 2. Pre-Intermediate 3. Intermediate 4. Upper-Intermediate). When the 

students enrolled the preparatory program, they had a placement test including four 

skills in English: listening, reading, writing and speaking. After placement test, they 

were randomly assigned to their classes regarding their levels in English language. The 

students whose levels were more than B1 had proficiency test to be eligible to meet 

the preparatory school requirements and continued their education in their own 

departments. These placement and proficiency tests were prepared and conducted by 

the Testing & Assessment Unit of the school. Three professional subject matter experts 

managed all of the exam process in this unit. The videos prepared by the researcher 

were not used during the lessons because of the reasons which were related to school 

regulations such as pacing plan or curriculum that are supposed to be followed. 

Therefore, they were assigned to students to work on their own to practice on their 

listening skills and learn their opinions on the use of authentic and interactive videos.  
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3.5 Procedures 

The study had been implemented for nine weeks in total at the same class 

chosen for this research. Prior to the implementation process, the students were given 

a short tutorial by the researcher to introduce the online tool that they used during this 

process. The students explored the web tool during the class time. According to the 

observations of researcher, the students did not experience any technical problems 

while using the web tool. Before the implementation process, students’ listening skills 

were tested with a standardized Cambridge PET test consisting of 12 questions as well 

as the placement test conducted in the beginning of the module. After conducting the 

pre-test, the authentic-interactive videos were prepared according to seven units of the 

course-book taught in ten class hours in a week. These were the course-books units 

covered in the class hours throughout the third module: 

 

1. Tradition/Culture 

2. Fashion 

3. Technology 

4. Health 

5. Inventions 

6. Economy 

7. Success 

 

During the implementation weeks, students were sent weekly authentic and 

interactive videos prepared by the researcher on the web tool. The students could view 

all of the videos on their own accounts. In the fourth and ninth week, no videos were 

sent to the students as they were the exam weeks. The videos were taken by Edpuzzle 

database which was an open source including many authentic videos. Different types 

of questions such as true/false, multiple choice or open-ended were selected by the 

researcher. The questions embedded within the video were prepared regarding 

different listening skills such as guessing the word’s meaning or listening for specific 

details that might help the learners during the course. Here was an example of the 

questions asked in a video: 
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Figure 2. An example from the questions asked in a video. 

 

Figure 2 was a question asked in the test about “listening for details”. The video 

was about Thai culture, which was the first unit of the listening course. The students 

watched the authentic-interactive videos, answered the embedded questions and 

explained their authentic and interactive video experiences by writing their comments 

to the writing section within the videos. The researcher followed the students’ process 

and their reactions to these authentic and interactive video tasks every week. After the 

students watched the last video, they were asked to take the post-test. A likert-scale 

perceptions questionnaire prepared by combining different themes of the study 

(multimedia learning, authenticity and interest/enjoyment level), were implemented. 

Following the questionnaire, twelve interviews based on the students’ opinions were 

conducted by the researcher.  

 

3.5.1 Data collection instruments. 

3.5.1.1 Pre-test & post-test.  The aim of the pretest was to measure the 

participants’ listening competency in EFL before the implementation of authentic and 

interactive video tasks in the course and also to ensure the test-retest reliability in the 

research. Pre-test for this study was used as an additional instrument to validate the 

data because of the fact that the participant students of this study have already taken a 

placement test conducted by the Testing and Assessment Unit of the university at the 

beginning of the module and they were placed in their classes according to their scores 

on the placement test. In this sense, the quantitative data was collected via a pre-test 
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and post-test of multiple choice and true/false questions. The test taken from 

Cambridge PET-Listening part consisted of two sections with twelve questions and 

students were expected to complete the test in 20 minutes. In addition, this test was 

examined and validated by two English instructors from the university setting. On the 

other hand, the post-test of the study was identical to the pre-test. The same items and 

structures were used in the post-test test to explore whether participants’ listening 

performances have changed after the implementation process. The answers of the tests 

and students’ performances were not been announced in the process.  

 

3.5.1.2 Students’ performances & grades on the interactive video platform. The 

interactive video platform, Edpuzzle was used in this research to provide authentic and 

interactive videos tasks to students. The authentic videos assigned the students were 

taken from open sources such as Youtube, Khan Academy or National Geographic 

provided by Edpuzzle database. Figure 5 shows the example videos. 

 

 

Figure 3. A screenshot of example videos from National Geography 

 

By using this platform, the teachers may crop the video that they choose, record 

their voices, add clarifications and embed quizzes along the video to check students’ 

comprehension on the video by changing the authentic video to an interactive video. 

Additionally, the platform had a grading system that teachers can easily track students’ 

learning performances within seconds. Teachers can see the class performance, grade 

and individual student performance out of 100 points and make comments on the each 

performance to give a more personalized feedback to students. Teacher can also learn 

how much time a students spend on the video and how many questions students 
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answered correctly. In this sense, the researcher benefited from all features of this 

platform to learn students’ performances on the authentic and interactive videos. 

 

Figure 4. Individual grading on the platform. 

 

3.5.1.3 Students’ comments at the end of the videos. Using this interactive video 

platform, teachers may have chance to give written feedback to their students at the 

end of the each video. Moreover, at the end of the each video, students can give a 

written feedback about their opinions or comments on the video. The researcher 

benefited from this feature of the platform and asked students to write about their 

experiences on watching authentic interactive videos. After the students explained 

their opinions at the end of the videos, the researcher graded students’ performances 

on the authentic and interactive videos, gathered and saved the data consisting of 

students’ personal comments to the question such as “How was your authentic-

interactive video experience? How did you feel at the end of this video? Would like to 

watch this kind of video again? Did you like it or not?” asked at the end of the each 

video weekly. 
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Figure 5. An example of student’s comments at the end of the video. (Participant 2, 

March 22). 

3.5.1.4 Questionnaire. An adapted close-ended questionnaire included the statements:  

(1) I strongly disagree, (2) I disagree, (3) Neither agree or disagree, and (4) I agree 

and (5) I strongly agree was used to find out the effects of these video tasks because 

these types of questionnaires are more effective thanks to their convenience during 

analysis. (Seliger and Shohamy, 1989). Furthermore, a research should be “valid, 

reliable and unambiguous” (Richards & Schmidt, 2002, p. 438). In this research, an 

adapted questionnaire consisting of 13 items in total including descriptions of 

Multimedia Learning Principles (Mayer, 2009) and specific items related to students’ 

perceptions (interest and enjoyment level), rooted in Self Determination Theory 

(Ryan, Deci, 2000) and authenticity were used. The definitions of multimedia learning 

principles (Mayer, 2009) were used as questionnaire items below: 

 

Table 1 

Questionnaire items related to Multimedia Learning 

                     Statements Related Multimedia Learning                             

Principle 

S1. I learned more from words and pictures 

than from words alone. 

S.7 I liked watching videos more than only 

listening the audio-materials. 

Multimedia Principle 

 

Multimedia Principle 

S3. I learned better with a human voice than 

a machine voice. 

Voice Principle 

Table 1 (cont.d)  

 

S4. I learned better from videos when words 

are in conversational (informal) style rather 

than formal style (e.g. I learn better from a 

video about the travel experiences of 2 

brothers rather than a lesson given by 

lecturer formally). 

 

 

Personalization Principle 
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S5. I learned better from videos when I had 

a background (previous information) about 

the topics. 

Pre-training Principle 

 

Table 1 indicates the items and the principles that applied within the scope of 

this research by using authentic-interactive video tasks.  

 

Table 2 

Questionnaire items about authenticity factor      

Statements 

S10. Videos I watched were relevant to real life. 

S11. Real language samples in the videos improved my listening skills. 

S12. Videos from real life motivated me to use the language. 

S13. Videos allowed me to know and learn about the current world. 

 

Table 3 

Questionnaire items adapted from IMI (interest/ enjoyment section) 

Statements 

S6. Watching informational videos out of class were motivating for me. 

S8. Watching videos out of class made my learning more enjoyable. 

S9. I am willing to watch interactive videos again. 

  

3.5.1.5 Piloting the survey. According to Creswell (2007), a pilot test is used as an 

instrument by getting feedback from a small number of individuals in order to test the 

understandability of the items. For this reason, the researcher benefited from a pilot 

test to grant the easiness and understanding of the survey items.  For this study, when 

the alpha coefficient was measured, it was found as .85. The survey used within the 

scope of the research was piloted with 16 participants. Pilot participants did not 

participate in the research actual implementation process. They were B1 level students 

studying in a different class and they were not included in the authentic and interactive 

video watching process. The pilot survey was applied in one class hour. The researcher 

took note the time taken to complete the survey. At the end of the survey, the pilot 
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participants were asked to give feedback and also asked whether there were some 

wordy or unclear items in the survey. The majority of the students did not point out 

any ambiguity related to the questionnaire items. They mentioned that the sentences 

were given explicitly. Only two students stated that they did not exactly understand 

the fourth item in the questionnaire. They pointed out that they do not know the 

meaning of a word (conversational) in the statement. For this reason, the researcher 

gave a synonym of the word in the parenthesis and also provided an example with the  

statement to make it more meaningful for the research group. The other pilot 

participants stated that the survey is convenient to use and each item is clear enough 

to understand. Table 4 shows the first and edited version of the unclear statement in 

the questionnaire. 

 

Table 4 

Change on the adapted item 

 

First Version of the Item  Second Version of the Item 

I learned better from videos when words 

are in conversational style rather than 

formal style  

I learned better from videos when words 

are in conversational (informal) style 

rather than formal style (e.g. I learn better 

from a video about the travel experiences 

of 2 brothers rather than a lesson given by 

lecturer formally). 

 

3.5.1.6 Interview. According to Johnson and Turner (2003, p. 308), interview has 

different advantages for research and researchers such as measuring attitudes, 

providing in-depth information and interpretative validity. When it comes to the 

qualitative dimension of the research, semi-structured interview which is a very 

common qualitative data collection tool (Burns, 1999) was used to learn how students 

experienced authentic and interactive videos. The questions used for the interview 

were prepared by the researcher and a subject matter expert. The students were 

interviewed separately by the researcher, their responses were voice recorded and the 

researcher transcribed students’ responses verbatim on a laptop computer. Each item 
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in the semi-structured interview questions that focus on three main sections of the 

research questions: (1) Multimedia Learning Theory (2) Authenticity and (3) 

Perceptions. The questions in the interview were directed by the researcher according 

to the participants’ answers. In this sense, below were the examples of the primary 

questions included in the interview. There were also some follow up questions asked 

based on the participants responses to the following questions: 

1. What do you think about your experience of watching the authentic interactive 

videos?  

2. How do you think watching interactive videos influenced your listening skills? 

3. Were there any motivational factors of watching interactive videos for our 

listening class? Do you think that they motivated you or not? Please explain. 

4. What do you think about watching real-life (authentic) videos out of class? 

5. Would you prefer reading from textbook or watching interactive video? 

Support your answer with reasons. 

6. The videos were related to the units covered in the class-hour at the school. Do 

you think that learning the topic before watching the video helped you to 

understand better? 

7. Would like to tell us anything else about the authentic-interactive videos that 

you watched? 

3.5.1.7 Activities that students did during the tasks. According to Brown (2001), 

listening strategies should be taught students who are in the process of acquiring a new 

language because these strategies are helpful for them to understand the listening text 

better. The students who participated in this study were taught these strategies since 

the beginning of the academic year and also during the class hours by the researcher 

to improve their listening skills.  Students were asked questions requiring different 

listening strategies in the authentic and interactive videos. Listening comprehension 

questions were used by the researcher to measure student’s understanding. 

Comprehension questions have been used in foreign language classes. If they are asked 

properly, they improve students’ higher order thinking skills, accordingly critical 

thinking skills. (Egbert, 2007, 2009) Here are the example strategies and questions 

related: 
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1. Listening for specific details. This strategy requires students to focus on details 

and pay closer attention to the listening text.  Students were asked questions to 

find the important details in the videos such as dates, people or places. For 

example, a multiple choice question was asked in the first video related to Thai 

traditions:  How often do rings needs to be refitted? 

2.  Listening to make inferences. Inference questions were used in the videos 

that students watch the authentic-interactive videos and can make inference to 

find out what a concept literally means in the related context. For instance, 

students were asked to infer the meaning of the target vocabulary in the video 

about Thailand traditions:  What does "fled to" (past form of flee) mean? 

3. Using nonverbal cues.  As the videos were used in this research, the students 

were exposed to non-verbal cues and they could understand the context of the 

video better with the help of visuals, gestures and facial expressions of people 

in the videos. To give an example, “Do you think that these women feel happy 

with the rings around their necks? Why?” 

 

3.6 Reliability and Validity 

Reliability that focuses on consistency, dependability and replicability of the 

findings of the data collected in a study is one of the most important requirements of 

a research. (Nunan, 1999, p. 14). As Lincoln and Guba (1985) and Merriam (1998) 

stated in their research, reliability can be guaranteed through different techniques such 

as an investigator’s position, triangulation and audit trial. In this research context, 

investigator was an insider to interpret the data collected. Different validation 

strategies were used in this research to validate the findings (Patton, 2002; Creswell & 

Clark, 2007).  . In order to validate the data, the researcher explained all the procedures 

during the implementation explicitly. First of all, research questions were explained to 

clarify the important aspects of the research. The questionnaire, the students’ 

comments at the end of the each video experience and lastly the interviews conducted 

with the participants served as strategies to validate the findings with multiple data 

collection instruments. Furthermore, audit trail technique was used in this research to 

follow research stages regularly. Throughout the research process, the researcher took 

notes weekly to record as much information as possible to understand and interpret the 
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findings In order to obtain a smooth data, to interpret and analyze it in a detailed way, 

the researcher took notes during the research that may help the understanding of the 

authentic and interactive video tasks. The questionnaire used in the research was also 

piloted to measure the understandability of the questionnaire items for the students as 

the questionnaire was modified to make it more suitable for the research sample. The 

alpha coefficient value was measured as .85. To ensure the reliability of the items, a 

single similar group of B1 students took part as a pilot group.  

When it comes to the qualitative phase of the study, questions for the semi-

structured interviews were prepared by the researcher with the help of a subject matter 

expert. Although researcher did not have any bias or thread for students’ responses, 

the participants were rated only by the researcher.  

 

3.7 Data Analysis Procedure 

The data collected from the participants were examined and provided through 

different themes in this research. Data analysis process took approximately three 

weeks after the data was collected. In order to obtain a more detailed perception of the 

students’ authentic and interactive video experiences, as well as the impact of these 

perceptions on test scores, two kinds of qualitative data were aimed to collect analyze.  

The first one is the students’ comments at the end of each video and the second 

is the interview data. First of all, the students’ comments at the end of each video were 

analyzed thematically. The analysis of students’ comments were compared with the 

results of quantitative phase of this study. Following the implementation process, the 

students were interviewed individually and their answers were recorded. Then, these 

responses were typed on a laptop computer. Generally, all the interviews lasted from 

four to six minutes. After conducting the interviews, the students’ responses were 

coded with the statements on electronic system by the researcher. The themes in this 

study were defined uncomplicatedly because students’ answers to the interview 

questions were similar to each other. After examining the codes, the data were divided 

into different categories addressing commonality. Igo et al. (2005a) followed the same 

procedure while identifying categories from students’ interviews in a similar way. The 

interview data explained opinions of twelve students and five themes emerged: 1) the 

students’ general experiences on authentic and interactive video tasks 2) the students’ 
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opinions about the effect of authentic and interactive video tasks on listening practices 

3) students’ opinions about multimedia learning 4) students’ opinions about 

authenticity. 

 

3.8 Limitations 

Although this research was prepared and carried out attentively, undeniably 

there were some limitations.  The first limitation is lack of time for this study. The 

study had a nine week process in total but only in the first seven weeks, the students 

watched authentic interactive videos. Therefore, this short time period might affect 

students’ performances and experiences on the authentic and interactive video tasks 

directly as they might not find a chance to watch more video and improve their 

listening skills and performances. It could be more reasonable if this research was 

conducted in a longer term. 

 Secondly, the interview items were prepared by the researcher and a subject 

matter expert. However, they were conducted and interpreted by only the researcher. 

To increase the reliability of the interview instrument and analyze the data another 

rater might take part in the research.  

Thirdly, one of the most important limitations is participant’s listening 

competency. To ensure their levels, a placement test by the university and also a pre-

test by the researcher were carried out and the participants took the same course 

content at the same class.  Nevertheless, it may not be completely inferred that all of 

students who participated in this research have a certain level of listening skill. Also, 

the time that they spend for improving their listening skill may change from student to 

student, which affects the reliability of the study. 

Fourth, the study did not have a control group. Only one group was used for 

the implementation of the authentic and interactive videos, there was no control group 

as there were some administrative issues in the study setting. 

The last but not the least, the researcher was an insider (as the teacher of the 

course) in this research. Although being an insider helped her to interpret the data in 

the context, there is a potential for bias. Even though the students were informed about 

the research process explicitly to reduce ethical concerns, there is potential for students 

to provide false data.  
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 The last limitation that should be taken into consideration for the future studies 

is that individual differences. The themes chosen for the authentic interactive videos 

were directly aligned with the course content covered in the class-hours. However, the 

students’ performances on the authentic-interactive videos may have influenced by 

their personal interests. For example, a video about “a Thai tradition” was provided 

the students to be watched in the fifth week. However, one of the participants explained 

his comments on the video and said: I did not like watching a video about this topic.” 

In order to overcome those issues, alternative videos about the same theme could be 

provided to the students and they could have chosen the videos according to their 

interests.  
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Chapter 4 

Findings 

 

Taking the research questions into consideration, the findings of the study are 

provided in this part of research. The main aim of this research is to find out the effect 

of authentic and interactive video tasks on students’ extra listening practices and 

perceptions regarding multimedia learning and authenticity. The data collected for 

these purposes were analyzed to explore the effect of authentic and interactive video 

tasks based on students’ performances during the implementation and also interview 

were conducted and analyzed to explore learners’ opinions.  

 

4.1 Findings about students’ listening comprehension: Pre-test & Post Test 

Results 

Students took a pre-test and post-test in order to find out how their listening 

performances affected as a result of use of authentic-interactive video tasks for extra 

practice. To obtain the data, students had a standardized Cambridge PET test including 

listening comprehension questions as it has been mentioned in the data collection part 

of the study. According the analysis done descriptively, it has been found out that there 

was a difference between the pre-test and post-test scores of the most of students who 

participated in this study after the implementation of authentic and interactive video 

tasks while four of them did not show a significant improvement in those tests. The 

pre-test and post-test scores were analyzed through Wilcoxon Signed Rank Test.  

 

Table 5 

Wilcoxon Signed Rank Test results 

 

 

 

 

 

Study Group N M SD 

Pre-test 15 73 9.96 

Post-test 15 81,3 10.26 
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According to test results, there was found a significant difference after the 

implementation of authentic and interactive videos. The significance value was found 

to be .20 (p <. 001).  (two-tailed). 

 

Table 6 

Students’ pre-test and post-test scores out of 100 points 

 

Participants   Pre-test Scores   Post-test scores 

Participant 1 70 75 

Participant 2 80 90 

Participant 3  60 65 

Participant 4 60 75 

Participant 5 60 70 

Participant 6 70 70 

Participant 7 70 70 

Participant 8 70 90 

Participant 9 80 80 

Participant 10 80 80 

Participant 11 80 90 

Participant 12 85 85 

Participant 13 90 100 

Participant 14 60 90 

Participant 15 80 90 
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Figure 6. Comparison of mean scores of pre-test and post-test. 

 

4.2 Findings about students’ performances on the authentic and interactive video 

tasks 

The data mostly came from students’ performances on the authentic and 

interactive video tasks. The web tool used in this research has a useful feature for the 

researcher because it kept a record of each student’s performance. Thanks to this 

feature of the tool, the researcher saved all reports on the system. As students’ video 

performances were graded throughout the implementation process, data coming from 

the platform were analyzed accordingly. Students’ performances in the each video 

were evaluated and compared one by one to find out whether their individual 

experiences on these video tasks improved or not. As a result of analysis process, it 

has been concluded that ten of 15 students increased their scores periodically as they 

complete the video tasks. However, the reports also show that authentic and interactive 

video tasks did not make a big difference for five of the students on the weekly process. 
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Table 6  

Examples from students’ progresses on authentic interactive video tasks scores (out of 

100 points) 

 

Participants Video 1 Video 2 Video 3 Video 4 Video 5 Video 6 Video 7 

Participant 1 75 80 81 85 87 90 100 

Participant 2 70 80 85 86 90 98 100 

Participant 3 75 85 90 95 100 95 100 

Participant 4 65 72 78 86 90 90 95 

Participant 

15 

44 65 70 78 80 85 88 

           

 

Table 6 shows an example from the video grades of some students who did not follow 

a gradual improvement. 

 

Table 7  

An example of fluctuation on students’ video grade performances (out of 100 points) 

 

Participants Video 

 1 

Video 

2 

Video 

3 

Video 

4 

Video 

 5 

Video 

 6 

Video 

7 

Participant 

11 

85 86 100 71 100 90 100 

Participant 

12 

88 83 85 86 75 100 85 
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Figure 7. Mean scores of the class for the each video. 

 

4.3 Findings of Questionnaire 

The questionnaire used as an instrument in this research consisted of 13 statements 

focusing on research question areas: Multimedia Learning, authenticity and 

perceptions (interest and enjoyment level). In this sense, the data coming from this 

questionnaire were categorized in three different sections: 

 

4.3.1 Multimedia Learning  

The students’ responses to the related statements of the questionnaire were 

analyzed and it has been found out that 14 of the 15 students participated in this 

research consider that they learn better when the words and pictures are presented 

together, which is the fundamental of Multimedia Learning (Mayer, 2009). When 

students’ answers to the statement: “Watching short authentic- interactive videos 

helped me better understand the content of the course” were analyzed, it has been 

found out that 13 of students strongly agree and one of them agree the idea about the 

contribution of watching these videos to the understanding of course topics while only 

one student disagrees with this statement.  
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The other statement was about voice principle of Multimedia proposing that 

human voice is more helpful than machine voice according to tests done: “I learned 

better with a human voice than a machine voice”.  Students were provided all videos 

included human voice regarding voice principle of Multimedia Learning. When the 

answers were analyzed, it has been found that ten students consider that human voice 

is in the videos is more effective for students’ learning rather than machine voice. On 

the other hand, five of students stated that they neither agree or disagree with this 

statement.  

 

Table 8 

Students’ answers on the voice principle of multimedia learning    

              Statement        S.A               A.         N. 

 I learned better with a human voice than  

a machine voice. 8 2 5 

 

 

S.A: Strongly Agree 

A: Agree 

N: Neither Agree or Disagree 

 

The other statement was about the use of conversational style in the videos 

rather than a formal style. According to the results of this statement, six students stated 

that they strongly agree that they learn better when they see informal language samples 

in the video rather than a formal style and four of them agree with this idea. However, 

three students disagree with this statement, they did not find effective conversational 

style used in the videos while two students neither agree or disagree.  

Pre-training was also one of the principles that is used to support Multimedia 

Learning in this research. As it has been mentioned in the third chapter, the students 

were given face-to-face classes focusing on the course contents aligned with the video 

topics. Ipso facto, all students were exposed to pre-training sessions before they 

watched the videos weekly. According to the results of this statement, it has been 

found out that all of the students who participated in this research found pre-training 
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principle useful for their learning. While seven of them strongly agree that they learned 

better from videos when they had a background (previous information) about the 

topics, eight of them agree with this statement. 

 

Table 9  

Students’ answers on the pre-training principle of multimedia learning 

 

                    Statement        S.A       A. 

I learned better from videos when I had  

a background (previous information) about the topics.  8      7 

 

To learn students’ ideas about the use of videos and listening materials during 

learning process, a comparison statement was given: I liked watching videos more than 

only listening the audio-materials. Majority of the students thought that videos are 

more appealing for them than the audio materials.  

 

 

Table 10 

Students’ answers given for the statement: “I liked watching videos more than only 

listening the audio-materials.” 

                    Statement              S.A     A.          N. 

I liked watching videos more than only 

listening to the audio-materials    10      3           2 

 

4.3.2 Authenticity 

All of the videos used in this research are the authentic materials produced by 

the native speakers of English. In this juncture, this research aims to find out the effect 

of use of authenticity on students’ learning process through the videos. In order to find 

how authenticity affected students’ ideas, 4 statements were given in the questionnaire. 

When the responses were analyzed, except for only 1 student who answered: I neither 

agree or disagree, 9 students strongly agree that the videos assigned them by their 

teacher were relevant to real life.  Moreover, 5 of the students also agree that videos 

were about real life contexts. Secondly, students were asked to rank the effect of real 
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language samples in the videos on listening skill. Any student who participated in this 

research did not choose disagree or strongly disagree choice. 8 of them strongly agree 

that use of real language in the videos has a positive effect on improvement of listening 

skills and 4 of them also agree with this positive effect. However, 3 of students chose 

“neither agree or disagree”. Any participant did not choose “I strongly disagree or 

disagree”. Additionally, this research aims to explore whether use of real life videos 

increased students’ interest and enjoyment while listening. When the related statement 

was analyzed, it has been concluded that 8 of students strongly agree that these videos 

motivate them more to use language, 4 of them agree while 3 of them neither agree or 

disagree. On the other hand, only one students disagree that real life videos has a 

motivating effect on the use of language.  

When it comes the effect of videos providing information from current world, 

ten students strongly agree that they learned about the current world via these videos, 

two students also agree with this idea. Three students said “neither agree or disagree” 

as they were indecisive in this view. 

 

 

Table 11  

Frequency of the statement 13 related authenticity  

               Statement 13       S.A     A.      N. 

Videos allowed me to know and learn    

about the current world.        10     2      3 

 

 

4.3.3 Students’ Perceptions about the Use of Authentic and Interactive video 

tasks 

To investigate students’ perceptions on the effect of these video tasks 

statements focusing on interest and enjoyment level were taken from Intrinsic 

Motivation Inventory (IMI) and adapted according to the content of this research. 

Students were asked whether they found them enjoyable or not. When they watched 

these videos out of the classroom, nine of them stated that they strongly agree that 

these video tasks were motivating for them, three of them agree while two of them 
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said “neither agree or disagree”. No students chose “disagree or strongly disagree” 

items. In this sense, it has been concluded that majority of students have positive 

perceptions about the use of these tasks. 

Secondly, students were asked whether watching authentic-interactive videos 

made their learning more enjoyable for them or not. While 10 of them strongly agree, 

3 of them agree that these videos created a pleasurable learning for them. On the other 

hand, 2 students disagree with this statement as they do not consider that the videos 

that they watch during the research did not make the learning process more enjoyable. 

Lastly, in order to learn students’ intentions about watching authentic and 

interactive videos in the future, “I am willing to watch interactive videos again.” 

statement was provided for them. Majority of students reported that they would like to 

watch these videos again in the future, only one student disagrees that. Table 12 

indicates students’ ranking on the willingness of watching authentic- interactive video. 

 

Table 12 

Students’ ranking on the willingness of watching authentic- interactive videos 

 

                        Statement 9    S.A       A.             D. 

I am willing to watch interactive videos again. 9       5  1 

 

 

4.4 Interview Findings 

For the qualitative aspect of the research, students were asked their opinions 

via semi-structured interview at the end of nine-week video task process. It was aimed 

to investigate student participants’ experiences on these authentic and interactive video 

tasks, their opinions about the effect of multimedia and authenticity factors on their 

listening skills and perceptions.  In this juncture, findings were examined and divided 

into four areas to show students’ opinions answering the research questions explicitly. 

The themes obtained from the data are below: 
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4.4.1 Students’ General Experiences on the Authentic-Interactive Videos 

Majority of the students stated their positive perceptions on the use of 

authentic-interactive video tasks out of class in different areas. After examining 

students’ views, the themes were categorized accordingly. When the students were 

asked about their general experiences on the use of these video materials, 8 of 12 

students reported that they learned about different topics such as culture or global 

issues while watching authentic and interactive videos. The students express their 

opinions as follows; 

 

“Actually, I think it was very good because I learned some information that I 

did not know. After I watch these videos, I noticed that I learn useful 

information. I think it was very helpful for me.” (Participant 1, personal 

communication, March 26, 2019). 

 

“It was good experience for me because I can access the knowledge about 

different cultures and learn and use them to improve my listening skills.” 

(Participant 2, March 26, 2019). 

 

“When I watch these videos, I feel more knowledgeable because I feel that I 

am learning.” (Participant 12, March 26, 2019). 

 

“I think watching video was really good experience for me I learned many 

things from these videos. I improved my listening, they were informational, I 

learned many things that I did not know before.” (Participant 11, March 26, 

2019).  

 

Some of the students pointed out the easiness and practicality features of the 

videos used in the research. 3 of the students stated that the videos served as useful 

materials during the implementation process.  

One of the students explained his ideas as follows; “It is really easy to use. 

When you sent them to us, I could open and watch it easily.” (Participant 3, March 26, 

2019). Another student touched on the practicality feature of the videos. She stated 
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that her learning was not limited to a specific place or time when they watch the 

authentic-interactive videos because of the fact that she could access all videos easily 

anywhere. She said; 

 

“It was useful because I can easily watch the video and practice on it when I 

lie down in my bed. Also. If I am even in the bus, I can watch the videos and 

learn something about our lesson topics. It is really practical. Yes! It is practical 

for me.” (Participant 11, March 26, 2019). 

 

4.4.1.1 Students’ Perceptions about the Effect of Authentic-Interactive Videos on 

Enjoyment and Interest Level 

Although the items adapted from Intrinsic Motivation Inventory (IMI) were 

provided in the questionnaire to obtain the results from the students, semi-structured 

interview also was used to ensure the data. Students were asked questions about the 

effect of these videos on their interest and enjoyment level. Students responded to the 

question: “Were there any motivational factors of watching interactive videos for our 

listening class? Did they motivate you? Do you think that watching authentic and 

interactive video is enjoyable? Please explain.” 

Except for one student, majority of the students stated that the videos they 

watch during the process motivated them to listen and watch more. Moreover, some 

of the students declared that they feel better when they watch the videos because they 

find them enjoyable and an effective way to practice English. Most students expressed 

their opinions as follows; 

 

“Of course. They motivated me to watch more and improve my listening skills. 

I heard native speakers, learned general cultural information and I believed 

myself, I can be better.” (Participant 2, March 26, 2019). 

 

“ Yes! I like watching videos. I learn by watching visually. It motivated me. I 

like learning by watching. So it really motivated me. It is a fun and enjoyable 

way to learn English. It motivated me like this.” (Participant 11, March 26, 

2019). 
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“When I answer a question correctly, I feel more confident so it motivated me. 

I feel that I can answer all listening question.” (Participant 12, March 26, 2019). 

 

“Videos motivate me to listen more. I improved my listening in English.” 

(Participant 1, March 26, 2019). 

 

On the other hand, one student considers that authentic-interactive videos did 

not increase his motivation in this process. He said: “It does not have a big effect on 

my motivation.” (Participant 6, March 26, 2019) Also, one student thinks that his 

motivation level changed according to the video he watched. The student expressed 

his opinions below; “It depends on the video. Not all of them were motivating but 

some of them motivated me to practice more.” (Participant 3, March 26, 2019). Table 

13 demonstrates students’ answers to the question: “Were there any motivational 

factors of watching interactive videos for our listening class? Did they motivate you?  

Please explain.” 

 

Table 13 

 

Frequency of students’ answers on the motivational factors of watching authentic-

interactive video 

Interview Question         Yes          Sometimes           No 

Did these videos motivate you 

while watching?   10   1   1 

 

4.4.2 Students’ opinions about the effect of authentic and interactive video tasks 

on listening practice 

 

The students who participated in this research commented on the effect of these 

videos on their listening practices. The students pointed out that these videos affected 

their listening practices in positively in different scopes such as vocabulary learning, 

pronunciation and interactivity. The interview data collected from the students show 
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that the students regard authentic-interactive videos as an opportunity to improve their 

listening skills out of the classroom. In this sense, 9 of 12 students stated that these 

materials help them to practice on their listening skills in an effective way. One of the 

students compared her listening skills with the previous learning experiences and 

expressed her ideas as follows; “To be honest, it was so good for my listening. 

Actually, I do not listen out of the school regularly. So, I watched and found them 

beneficial. My listening is better than last module.” (Participant 14, March 26, 2019). 

Four students explained their comments about the effect of these videos on listening 

skills and they pointed out that they learned how to pronounce some vocabulary items 

through the videos. The students expressed their ideas below; 

 

“...We have listening exam in this module. They are mid-term and final exams. 

During this module, we studied with these videos and they helped me a lot. I 

learned how to pronounce the words. For example, if I do not remember how 

to pronounce a word, I try to remember the video. Then I remember the 

pronunciation.” (Participant 6, March 26, 2019). 

 

“ I had problem with pronunciation because of my accent but they helped me 

to learn the pronunciation of the new  words” (Participant 10, March 26, 2019). 

 

Some students also mentioned the effect of these videos on vocabulary 

learning, in parallel with listening comprehension. One of the students expressed his 

opinion as follow; 

  

“When I hear the new words, I am curious about their meaning I can understand 

their meanings in the video”. (Participant 8, March 26, 2019). 

 

One of the students also commented on the questions asked in the each video. 

She pointed out the effect of different question types such as multiple choice, open-

ended or true/false on her listening skills.  She said: “I answered the questions about 

these people. Sometimes I choose the answer or write the answers and it really 

improves my listening skills different question types.” (Participant 11, March 26, 
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2019). On the other hand, only two students stated that their first video experiences 

were challenging for them. The students expressed their ideas as follows; 

 

“It was difficult. Really. When I watched it for the first time, it was really hard 

me to understand the video. But later, in the second time, it was better than the 

first one. And when I watched the last video, I noticed that I can watch videos 

and understand them easily.” (Participant 10, March 26, 2019). 

 

“Actually, at the first, I did not understand anything, seriously. But in the 

second and third times, I understood them. This is what happened to me.” 

(Participant 3, March 26, 2019). 

 

4.4.3 Students’ Opinions about Multimedia Learning 

The students were asked whether they prefer watching authentic-interactive 

video or only reading/ listening materials. Except for only one student, all of the 

students preferred video materials indicating the multimedia effect. The students 

pointed out that videos are more effective tools for learning as they have both visuals 

and narration at the same time. The students expressed their opinions as follows; 

 

“Actually for me, I prefer to watch and listen to videos because it is better than 

only reading or listening. I love watching listening videos. I understand better 

when I watch rather than only reading. You do not see photos or visuals when 

you are reading. I can understand better by watching video.” (Participant 1, 

March 26, 2019). 

 

“I prefer watching video because while I am reading, I get bored but videos are 

more interesting and appealing for me, I learn better.” (Participant 4, March 

26, 2019) 

 

“I prefer watching interactive videos of course. They are visual, colorful, 

interactive we can interact with the videos. I learn better while watching. When 
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you read or just listen, you cannot see. I remember easily when I watch the 

video.” (Participant 11, March 26, 2019) 

 

“Certainly video is better for me. When I saw the videos visuals, I learn better.” 

(Participant 5, March 26, 2019) 

 

“I think watching video is better because I have problems in listening and it 

helped me more rather than book or recordings to improve my listening.” 

(Participant 6, March 26, 2019) 

 

Another student pointed out the relationship between multimedia learning and 

authenticity factor; 

 

“Reading is not as enjoyable as watching, I think. While watching interactive 

video, you feel like living in that video, you see. You feel relaxed you can 

understand their feelings, lives, traditions easily through these videos. 

(Participant 2, March 26, 2019)  

 

On the other hand, one of the students stated that she can learn from both videos and 

reading/ listening equally and she said:  

 

“Both of them. Text-book or audio material or videos. I think English should 

be everywhere in my life. It should be like my mother language. I need to 

watch, read, listen and use it out of class.” (Participant 12, March 26, 2019) 

 

One of the students also drawn attention to the voice principle in the videos. 

He mentioned the positive effect of real human voice in the videos as follow;  

 

“Apart from the machine, the original voices of humans were good. They were 

not robot voices. You can understand real native speakers naturally.” 

(Participant 2, March 26, 2019) 
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 Only one student in the research reported that she would prefer learning from 

textbook rather than videos. She said: “I would prefer book because sometimes I 

cannot hear the words in the videos. So, books are more explanatory for me.” 

(Participant 14, March 26, 2019). 

 

 The other category was the students’ opinions about pre-training before 

watching the videos. As it has been mentioned in the method section, all students had 

pre-training sessions related to the content areas of the videos, aligned with the pacing 

plan and course-book used in the learning process. When the students were asked how 

these pre-training sessions in the class hours affected their learning, all of them 

responded positively to this question. The students also stated that they learn new 

concepts and information through the video but pre-training sessions make learning 

more effective. The students express their ideas as follows; 

 

“Actually, the topics affect learning. Some words were new for me while I was 

listening. But we read or knew it before, we could understand it better.” 

(Participant 1, March 26, 2019). 

 

Another student pointed out that pre-trainings make learning more permanent 

when they are connected with the videos. The student also indicated that watching 

videos is a more personalized activity when it is compared to the ordinary lessons. He 

expresses as follows; 

 

“Actually, you are repeating the same topic in an effective way through the 

videos. So you cannot forget easily because you read and cover something in 

the class. Then you practice it but not as a lesson, as a normal life activity. I 

think it is more personalized, individual and special.” (Participant 2, March 26, 

2019). 

 

“I think it helped me more when we cover it in the class. It is like a revision 

for me but enjoyable one.” (Participant 10, March 26, 2019). 
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“I want to watch videos related to our topics. In the class, we use books and 

learn about the topic. Then, we watch the video and we learn better.” 

(Participant 5, March 26, 2019). 

 

4.4.4 Students’ Opinions about Authenticity 

Authenticity is one of the focus points of this research as the research aims to 

find out how authentic videos create an effect on students. At the end of interview, 

majority of the students explained that they like watching authentic videos because 

they see them as materials from real life. One of the students pointed out that he enjoys 

watching these videos out of class as an extra activity. He said: 

 

“ I think watching real video out of class is good because we do not have much 

time in the class and we can practice through these videos out of class more”. 

(Participant 1, March 26, 2019) 

 

“I enjoyed watching these videos. They are from real life like us. (Participant 

10, March 26, 2019) 

 

Two students shared her ideas about the authenticity feature of the videos and 

gave an example about her experience. 

 

“They were real and there were a lot of interesting videos. For example, titanic 

video. I really wondered about it before. I researched it but when I watch the 

video that you sent I really learned a lot of things and could understand the 

video. I could not find the exact word to explain it. But it was useful as they 

are real.” (Participant 13, March 26, 2019) 

“They were real videos not artificial. I learned new information. For example 

titanic video. I did not know about it. I did not search about it. Thanks to this 

video I learned information.” (Participant 14, March 26, 2019) 

 

 In conclusion, most of the students participated in this research stated their 

positive comments on the use of authentic and interactive videos out of classroom. 
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When the data was analyzed, it can be said that almost most of the students enjoyed 

watching authentic and interactive videos. Furthermore, the students found these 

materials as an opportunity to improve their listening skills in terms of comprehension, 

pronunciation, learning new vocabulary and so on. When it comes to the perceptions 

of the students, the interviews conducted with twelve students showed that they found 

useful and enjoyable to watch authentic and interactive videos not only to improve 

their listening skills but also learn new/cultural information. The students also 

mentioned the effect of multimedia in the videos implicitly. When they were asked the 

question; “Would you prefer only reading book, listening audio or watching interactive 

videos to learn or practice?” 14 of them preferred watching authentic and interactive 

video by indicating the visual and auditory input provided at the same time.  
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Chapter 5: 

Discussion and Conclusion 

 

This chapter provides a summary of the findings and recommendations for 

further research about the use of authentic-interactive videos. This study aims to 

investigate the effect of authentic interactive video tasks prepared regarding 

multimedia principle and authenticity factor on students’ listening practices and 

perceptions throughout nine week (seven week for implementation) process. The 

sample for this study included 15 preparatory students studying at a university in 

İstanbul. During the implementation process, authentic and interactive video tasks 

were assigned to students to practice on listening out of class. At the same time, 

students were given ten hours face-to-face listening classes weekly before watching 

the videos regarding pre-training principle of multimedia learning. 

 

Research Question 1 

 

 How are authentic and interactive video tasks affecting students’ listening 

practices in English? 

 

The first research question of the study aims to investigate the effects of the 

authentic and interactive videos on students listening practices. When the results of 

pre-test and post-test were analyzed, it can be concluded that students got higher scores 

in the post-tests after watching the authentic and interactive videos. During the 

implementation process, students’ performances were recorded weekly by the 

platform. Although most students' performances increased gradually in the weekly 

videos, fluctuations also were observed in some students’ performances. However, 

when the mean scores for each participant were analyzed, these fluctuations did not 

have a negative impact on students' achievements. These results also were supported 

by students’ comments asked at the end of the each video and through a questionnaire 

including different areas of research. Most of the students stated their positive opinions 

on the use of authentic and interactive videos out of class. They reported that these 
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videos are helpful for their listening practices. Students’ grades and also comments are 

compatible with each other. 

 

    Research Question 2 

 

What are the students’ perceptions about the use of authentic and interactive 

video tasks for listening practices in English? 

 

The students were asked about their experiences at the end of each video. 

Moreover, an adapted questionnaire was also used to obtain quantitative data for the 

first research question of the study. Furthermore, both students’ comments and 

questionnaire results were supported with the semi-structured interview for the 

qualitative aspect of the research. The students were conducted the interview 

consisting of seven questions in order to find out their perceptions about the use of 

authentic and interactive video tasks for listening practices focusing on multimedia 

learning and authenticity. After data analysis process, it is clear that the students 

benefited from these tasks to improve their listening practices. As they expressed their 

opinions during interview, the students consider that watching authentic and 

interactive video is an opportunity for them to practice the topics that they have learned 

in the class hours and also to learn new information about the world or different 

cultures. When it comes to interest and enjoyment level, the students stated that 

authentic and interactive videos motivated them to listen more as they enjoyed. Most 

of the students explained that they would like to watch these videos and practice 

through them again.  It can be concluded that multimedia learning has a positive effect 

on students’ video experiences. Except for only one student, all of them preferred 

watching video materials than only listening recordings or reading. When the students 

were asked about their reasons to choose watching videos, they expressed that videos 

make learning more effective because they are provided with both visual and audio 

materials at the same time. The students mentioned that they remember the words or 

topic better after watching video.  

The findings of the study are compatible with the previous studies in the field. 

In this context, Ni (2017) carried out a research focusing on effects of multimedia tools 
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in listening comprehension. In order to find out students’ perceptions on the use of 

multimedia materials, the researcher used a questionnaire as a research instrument. 

According to the data collected from students in the research, multimedia features such 

as visuals and audio were found appealing by the students. Similarly, in this research 

the students found the video materials more interesting and enjoyable than the books 

or only listening materials. The research also revealed that videos helped students’ 

learning process because of the visual and audio effect. With the help of Multimedia, 

learners take place in learning environment as an active participant (Neo & Neo, 2001).  

Similarly, most of the students in this study addressed that they learn better when they 

are exposed to both visual and audio input. They stated that they improved their 

listening in terms of listening comprehension, learning new vocabulary, pronunciation 

so on. In addition, the students compared use of text book and videos and reflected 

that course books are boring for them. On the other hand, Ni’s research (2017) found 

out that the video materials are not beneficial for students who have weak self-control 

ability because these tools can cause disorientation and cognitive load for learners 

(Baddeley, 1986 and Sweller, 1999). 

 However, using videos regarding multimedia learning cannot be the only 

reason why the students performed better in post-test scores and video grades at the 

end of the implementation process in this study. Authentic tasks have been used in 

instruction settings by colleges and universities around the world to lead learning. 

(Herrington et al., 2010). To find out what the students consider about the videos, 

interview were conducted with 12 students. 10 of 12 students addressed that the 

authentic and interactive videos that they watched are from real-life providing real 

world examples. Thus, majority of the students enjoyed while interacting with these 

videos as authentic tasks promote self-directed and independent learning which are 

significant elements for technology based learning. (Herrington, Oliver, & Reeves, 

2003). 

 In conclusion, this research aimed to explore the effects of authentic and 

interactive video tasks on students’ listening practices and perceptions regarding 

multimedia learning and authenticity factor. The research shows that authentic and 

interactive video tasks were useful and helpful for the students as they created a 

positive effect on their extra listening practices and perceptions as well as presenting 
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an enjoyable learning activity. Although the results of the study indicate an 

improvement on students’ video grades recorded via the platform and post-tests, their 

performances could be influenced by other factors. For example, the students’ 

interests, characters, learning backgrounds or study habits are different from each other 

and this would affect results of the study to a great extent. Moreover, technological 

readiness, and the attitude and acceptance of users are important factors that need to 

be focused on by carrying out a research in this field. (Tick, A., 2009). Therefore, it is 

very important that instructors should play a role as facilitators and they need to design 

suitable learning environments and video materials taking the students’ needs into 

consideration to motivate them. (Hadijah, 2016). For this reason, next page provides 

some recommendations for future research. 

 

5.2 Recommendations for Future Research 

This research focused on how authentic and interactive video tasks affected 

students who are studying at the preparatory program of a university.  

First of all, the study used an adapted instrument consisting of the statements focusing 

on specific areas: multimedia learning and authenticity. As there is limited research in 

the field integrating all of the branches above, the researcher combined the items from 

the scales that their reliability was ensured. For multimedia learning, Mayer’s 

descriptions were used to find out how the students’ learning changed. Interest and 

enjoyment level items were taken from IMI and adapted based on the context of the 

study. Similarly, the items related to authenticity were adapted from the authenticity 

scale. Although the questionnaire was tested on a pilot group, reliability analysis 

should be done for this context and age group for the future research. Secondly, the 

number of the participants who interviewed with could be more than twelve as it may 

not be enough to present whole perceptions of the participants on the use of authentic 

and interactive video tasks. If implemented again, the number of the interview should 

be increased. Thirdly, the implementation process lasted for seven weeks although 

total process consisted of nine weeks including pre-test and post-tests. The results of 

the study were shaped in a short period of time. When conducted again, this study 

would yield better results in a longer period.  
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The final suggestion for further study could be to identify the learners’ English 

backgrounds. Although pre-test was conducted for every participant and all students 

attended same course including ten face-to-face lessons every week, the amount of 

exposure to English can be different for each participant out of class. For the further 

studies, students may be asked about their amount of exposure to English in terms of 

listening. Correspondingly, the number of the videos assigned to students as tasks can 

be increased for the students who need more activity to practice. 
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APPENDICES 

 

A. Questionnaire 
 

The Effect of Authentic-Interactive Video Tasks on Students’ Listening Practices 

 

You are invited to participate in a research study focusing on the effect of authentic 

interactive video tasks on students’ listening skills. Thank you for taking time to read 

this information.  

This research project is being led by Neslihan Kaynar. The purpose of the study is to 

examine the effects of authentic interactive video tasks on EFL students’ listening 

skills in terms of learning, motivation and authenticity. You have been approached to 

participate in this study as you are a preparatory school student involved in Module 3 

at Altınbaş University School of Foreign Languages. Your participation is entirely 

voluntary. If you agree to participate, you will be invited to take part in this 

questionnaire and interview. Neslihan Kaynar will be responsible for overseeing the 

transcription and the anonymity of the data. There are no known risks associated with 

participation. The findings of this study will be presented at university level and at 

national and international conferences or they will be submitted for publication in 

peer-reviewed journals. 

If you have any further questions about the research or would like information on the 

findings, you can contact neslihan.kaynar@altinbas.edu.tr 

Gender: Female (    )     Male (    ) 

Please circle the correct numeric response to the each statement about the 

videos that you watched. 

            

Statements 

Strongly 

agree (5) 

Agree(4) Neither 

agree or 

disagree 

(3) 

Disagree 

(2) 

Strongly 

Disagree 

(1) 

1 I learned more 

from words and 

pictures than 

from words 

alone. 

5 4 3 2 1 

2 Watching short 

videos movies 

helped me better 

understand the 

content of the 

course. 

5 4 3 2 1 
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3 I learned better 

with a human 

voice than a 

machine voice.  

5 4 3 2 1 

4 I learned better 

from videos 

when words are 

in conversational 

(informal) style 

rather than 

formal style (e.g. 

I learn better 

from a video 

about the travel 

experiences of 2 

brothers rather 

than a lesson 

given by lecturer 

formally). 

 

5 

 

4 

 

3 

 

2 

 

1 

5 I learned better 

from videos 

when I had a 

background 

(previous 

information) 

about the topics. 

5 4 3 2 1 

 

6 

Watching 

informational 

videos out of 

class were 

motivating for 

me. 

5 4 3 2 1 

7 I liked watching 

videos more than 

only listening the 

audio-materials. 

5 4 3 2 1 

8 Watching videos 

out of class 

made my 

learning more 

enjoyable.  

5 4 3 2 1 

9 I am willing to 

watch interactive 

videos again. 

5 4 3 2 1 

10 Videos I 

watched were 

relevant to real 

life. 

5 4 3 2 1 
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11 Informal 

language 

samples in the 

videos improved 

my listening 

skills. 

       5 4 3 2 1 

12 Videos from real 

life motivated 

me to use the 

language. 

5 4 3 2 1 

13 Videos allowed 

me to know and 

learn about the 

current world. 

5 4 3 2 1 
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B. Interview Questions 

1. What do you think about your experience watching the interactive videos? 

2. How do you think watching interactive videos influenced your listening skills? 

3. Were there any motivational factors of watching interactive videos for our listening 

class? Did you enjoy while watching these videos?  Please explain. 

4. What do you think about watching real-life videos out of class? 

5. Would you prefer reading from textbook or watching interactive video? Support 

your answer with reasons. 

6. The videos that you watched were related to the topic that we have covered in the 

class hours. How did this affect your learning? 

7. Is there anything else you would like to tell us about the videos you watched? 
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