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Abstract


Historically, formal education was a sterile, rational process, while entertainment emphasized emotional processes.  However, both share a common goal:  creating memorable events.  Education tends to affect memory using repetition, structure, and links to previous memory while entertainment tends to rely upon emotion and linkages to basic human instincts and needs.  Educators seeking to enhance the learning process should be careful that the emotions evoked within education are the natural emotions of curiosity, discovery, and shared experiences.  Education’s emotional motivation should be based on logical consequences, not the contrived scenarios of entertainment.  Multimedia is a powerful tool providing simulations for training, realism for difficult to observe phenomena, and databases of information on a variety of topics.  The newness of multimedia applications has caused the blurring of the differences between education and entertainment, creating the “hybrid” term edutainment.  But the blurring should become clear again as multimedia in education matures.  





Introduction


	Education and Entertainment, two areas with seemingly opposite goals, have merged in the newly coined word:  Edutainment.  In this paper, we will explore edutainment, looking at the challenge of developing “rational emotionalism” in education to use modern multimedia tools to enhance memory and bring realism and interactivity into instruction.  Specifically, we will look at memory and structure as applied by education and entertainment, look at the use, and potential use, of multimedia in each,  look at abuses in the merging of education and entertainment, examine costs and options, and examine recommendations for meeting the challenges of multimedia in education. 





Keys to Memory


	Both education and entertainment seek to create memorial events.  Education seeks to modify the memory of the learner so that information and skills will be available when need both for the comprehension of complex ideas and for use in future activities.  Entertainment seeks to modify the memory of the entertained so that related activities will be purchased by the entertained and the “message” that the entertainment was desirable will be passed on to other persons who will then choose the same format of entertainment.  





Memory Enhancers in Education


	Education traditionally relies on repetition as a major tool in modifying memory.  The experience of writing spelling words or entering arithmetic “facts” into a workbook is shared by virtually all adults in the United States.  Structure is also used extensively either as hooks to existing memory (e.g. multiplication by 4 is defined in terms of multiplication by two) or patterns/rhymes (e.g. the right diagonal of the multiplication table is the same as left since 6*3 is the same as 3*6 and the rhyme I before E except after C or sounding like A in neighbor and weigh).  Structure is also used to enhance memory to link current learning to previous memory as when students learn the circulatory system of simpler animals and then expand that knowledge to learn the circulatory system of humans. 


	A typical educational structure to enhance learning consists of:  An advanced organizer which motivates students to master the instructional material,  recall previous knowledge, and consider the current learning within the big picture of its role within the larger body of knowledge to be mastered.  Followed by providing the learner with a clear understanding of the Goal of the instruction and the specific Objectives to be mastered as the learning progresses.  Next the actual instruction is presented, differently for each separate type of learning to be received.  Practice / Application follows allowing the student to gain skill with using the instruction.  Finally the student learning is checked with Evaluation / Feedback of the student’s mastery.  Although quite effective, this structural sequence can be sterile and boring, especially for younger learners who have become accustomed to stimulation via TeleVision and interactive games.





Memory Enhancers in Entertainment


	Entertainment enhances memory through the use of emotion as Linkages to basic human instincts (love, hate, fear, reproduction) or needs (success, power, wealth).  Structure in entertainment is manifested via a plot.  Typical plots in entertainment consist of:  Set the stage for drama and establish empathy with the entertained, some sort of internal or external Conflict, Conflict resolution (usually so that those with whom the entertained has empathy are “winners”), and Closure (or deliberate non-closure to entice interest in a sequel).


	Although quite effective, the use of emotion to enhance memory within entertainment raises some major concerns:  there is a great temptation within entertainment to take shortcuts with “art” and attempt to arose emotions with sensationalism instead of carefully developed plots, conflicts involving raw sex are quicker and less expensive to develop than those involving Love, pure violence is easy to incorporate into both games and movies, the “quick fix” has become the staple of the 1/2 hour or hour “drama” on prime-time TeleVision.  The tendency to use extremes of emotion in entertainment has lead to jading appetites among the consumers of entertainment and the “need” of entertainers to go even further into extremes in creating entertainment.





Emotion in Education?


	Considering the problems with the use of emotion in entertainment, why would education WANT to consider the use of emotion to enhance learning?  Anyone who has observed a small child engaged in learning should know the answer to that question.  Natural emotion based on curiosity and discovery is an extremely strong motivater as well as memory enhancer.  Human beings are born with a desire to explore their environment and manipulate variables to observe the reactions.  Learners often learn better when social interactions, sharing their explorations and discoveries, are incorporated into the learning.  The “trick” for educators using the emotional tools of entertainment to enhance learning is to use ONLY logical consequences.  A student exploring the environment of wolves for example, should “see” the results of leaving critical elements out of the environment or manipulating variables as a part of the study.  Students studying medication administration should “see” the results of a mix-up of medicine or improper administration.  If education yields to the “quick fix” or contrived emotions of edutainment, for example allowing the student to play a desirable “entertaining” game after completing some sort of “academic” activity, instead of learning that the improper application of the “academic” activity would naturally produce undesirable outcomes (such as running out of money before the end of the month if mistakes are made in calculations of budgeting), education will risk being considered an undesirable obstacle to having “fun” instead of being a critical element in helping the student reach personal future goals.  Learning enhanced by the appeal of logical consequences may be more difficult to achieve than increased repetition frequently sought by the techniques labeled edutainment, but logical consequences will lead to a higher desire to learn while games frequently lead to jaded appetites.





Multimedia in Education


	Multimedia is a powerful tool.  An old Chinese proverb reminds educators that: I Hear, I Forget; I See, I Remember;  I Experience, I Understand.  There are many experiences that students must not actually engage in until AFTER they have mastered the skills to be learned.  Students without a good understanding of chemistry must not experiment with “experiencing” the handling of “real” chemicals,  students learning to administer medicine must not “experiment” on “real” patients, students learning CPR must not work with patients who will die if CPR is not correctly administered.  To reach mastery in these dangerous areas, multimedia simulations are powerful tools allowing students to experience the emotion of the real life experiences without danger to the student or another human.  There are many good chemistry simulations,  Jackson Mental Health has developed a medical administration program to teach appropriate techniques and knowledge, resuscitation Annie has allowed trainees to develop appropriate CPR skills without risking the life of a real patient. 


	In addition to simulators, multimedia can bring a sense of realism to student learning.  It is one thing to read about Canada geese, another to see and hear North American Waterfowl and practice placing the birds in their appropriate environment.  It is one thing to read about animals in Africa, another to explore the African Safari multimedia program where moving the cursor CAREFULLY across the views of the plains allows the user to “see” hidden animals, examine them closely in typical activities for the animal, and look up additional information on the animal in a handy, on-line reference manual.  It is one thing to read about civil rights, another to see and hear the speeches of Martian Luther King and the freedom marchers in action.  Databases on computers, flowers, music, and the internet put information that stimulates the students natural curiosity and desire to learn within easy student access.  One very obvious advantage of multimedia over traditional learning environments in education is in teaching students to read.  Seeing and hearing the action in a story allows students to associate the written word with the appropriate sounds, context and action.





Education in Entertainment?


	We have examined the potential of multimedia containing the qualities of entertainment in instruction.  What about the claims of entertainment that it is “educational”.  Unfortunately, many of the claims of “educational” are marketing tools based on secondary skills such as improving hand-eye coordination, teaching cause and effect or logical problem-solving skills.  Most of these claims are exaggerations or plain falsehoods designed to increase sales.  For entertainment to be educational, it must be based on natural occurrences such as the “exploring programs” from National Geographic or Planetarium shows.  Good Edutainment includes such programs as Animals, African Safari, Hawaii.  Questionable entertainment includes violent games, mindless repetition, contrived responses.  The Reality of “edutainment” is that even programs that seem to be “educational” such as spelling “adventures” frequently teach the wrong thing.  In spelling, for example, students learn that proper spelling is an impedance to their trip up the river to adventure when they SHOULD be learning that spelling is a critical element in communication and NECESSARY for meaningful adventure to happen.  Thus the “entertainment tool” to teach actually creates and environment where the “learning” is a hindrance to the desired goal of the student....definitely not what education would like students to learn.  





Costs and Options


	One of the obstacles to the use of entertainment tools in education is the increased cost, both direct and indirect.  Direct costs are obvious:  machines and software.  Indirect costs are much harder to measure:  time instructors spend locating and evaluating software; time students spend with “games” that would be better spent on discovery or guided practice.  The development costs that are usually hidden are as important as the more obvious implementation costs.  Educators must be especially alert to the problem of jading appetites diminishing the natural curiosity / discovery that occurs in more traditional instruction.  Also social interactions are frequently neglected when using multimedia tools and they are important for most students both as a motivation and as a development of people skills necessary to be effective in “real life” beyond the classroom. 


	So if the costs in time and money and potential for producing inappropriate learning are so great, what are the realistic options available.  One, of course, is to keep a sterile education environment based on passive instruction.  A second is to replace education with entertainment in schools with exciting movies and interactive computer work that appeals to the senses.  But “real life” requires more than the ability to be actively entertained.  A third option is Appropriate Media Usage, using interactive learning that involves all the senses to enhance NATURAL emotion to excite a student’s natural curiosity and to provide safe, realistic experiences to develop skills that are simply too dangerous to learn directly.





Recommendation


	To obvious recommendation of those with experience with multimedia as an educational tool is to bring Natural emotion into education.  Educators must learn how to assign value to the use of media and interactive learning, comparing the direct and indirect costs against the advantages to be gained in instruction through their use.  Educators must learn to use interactive instruction for critical, complex or dangerous education and add interactivity and Multimedia into any learning where its value exceeds its cost in both time and money.  Edutainment has created a challenge for educators to become knowledgeable in the options that multimedia provide for instruction.  Education and entertainment have been merged both in the term edutainment and in reality.  Educators must learn to recognize the value of appropriately designed interactive multimedia instruction and learn to recognize entertainment inappropriately marketed as “educational”.  The reality is that memory and emotion are linked and the linkage should not be ignored.  Maturity of multimedia will bring clarity to its use in education and separation between entertainment and education will once again be readily discernible.  In the meantime, educators are challenged to learn to recognize strengths and weaknesses of multimedia and discover ways of implementing emotion for the mind.
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