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Talking Books | Using Multimedia to Support Learning and Literacy

he case for using talking books

is compelling. Instructionally,

their visuals, animations, sound
effects, and narration grab students’
attention and increase motivation,
making talking books ideally suited to
introducing a unit or simply altering
instructional styles. Animated talking
books can also reinforce lesson con-
tent. For example, the concept of over
can be reinforced by animation show-
ing one object moving to a position
above another. Talking books can be
effective instructionally for other rea-
sons. The combination of text and its
accompanying narration can support
multiple reading skills, including pho-
nemic awareness, vocabulary, pronun-
ciation, fluency, and text comprehen-
sion. This can be especially helpful for
English as a Second Language (ESL)
learners. The joint visual and audi-
tory content can also support learning
through different modalities, which
may be helpful for many children, in-
cluding those with special needs. And
once created, talking books may be
used repeatedly in either whole-class
or individual instruction. For exam-
ple, students absent when the talking
book is presented or ESL learners can
view the talking book on their own as
many times as needed to catch up or
to master content.

Students, including reluctant read-
ers or writers, appear motivated as
they develop their talking books, all
the while engaging in reading, writing,
and multimedia authoring. Student
products can be shared with other
classes or in a class, grade level, or
whole school electronic author’s fair.
Students’ talking books can be posted
to a class Web site or viewed during
open house. Paper copies can be print-
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ed for students to read on their own,
while a single book or an entire collec-
tion can be burned to a CD and placed
in the school library or sent home.

Getting Started

To support teachers in getting started
creating talking books, we developed
a Web site (http://www.talkingbookli-
brary.net) that includes resource ma-
terials and a library of examples. The
resources page has a link to directions
for creating talking books in Power-
Point 97, 2000, and XP. These direc-
tions are comprehensive, proceeding
step by step through the entire process
of creating talking books.

The library currently contains sample
instructional talking books arranged
by grade level and subject area and
each is annotated with a description
of its content and instructional goal.
For example, Two Liners, Two Destinies
is intended for middle school social-
studies students. The book provides
extensive background information on
the Titanic and Lusitania and poses the
essential question: Is salvaging artifacts
from these wrecks preserving history
or is it grave desecration? Another ex-
ample, intended for an elementary au-
dience, is Freddy the Friendliest Mouse,
which teaches comparative and super-
lative forms of adjectives.

When planning your own talking
book, first decide on your purpose. Do
you want to teach a concept, introduce
a unit, or chronicle a class field trip?
Do you want to make a creative writ-
ing class book through a language ex-
perience process where students sug-
gest ideas and dictate prose that you
record? Do you want your students
to create their own talking books or
create books for another class? What-
ever type of talking book project you
choose, consider the following to make
the process run more smoothly.

---------------------------------------------------------------------------------------------------------------------------------------------------------------------------------

Teacher-Generated Books

* Create a storyboard showing the
text, images, and possible anima-
tions for each page.

* Create images using PowerPoint
Draw tools or find images online.

* When using images found online,
be sure to save the full-size image
files rather than the thumbnails
that appear as the result of an image
search, as the larger file images will
look better when inserted in your
talking book.

* Save the images with a meaningful
name to a dedicated folder.

* Record image sources for a citation
page at the end of your talking book.

* Use graphic design techniques such
as creating a horizon line for out-
door scenes and lines at the junc-
tions of walls and floors for indoor
scenes. Freddy the Friendliest Mouse
is a good example of the use of such
lines, which keep objects from look-
ing like they're floating in space.

* Back up your work frequently, saving
the file with a new name such as talking
bookl, talking book2, etc.

Student-Generated Books

* Even if your goal is to have students
create their own talking books, it
can be helpful to share examples,
then model the process by complet-
ing a talking book as a whole class
first. This teaches students to brain-
storm and storyboard the progres-
sion of the book before turning to
the computer. It also demonstrates
the need for high-quality graphics
and citing sources.

* Clearly focus students on the learn-
ing goals connected to the talking
book project. Is the purpose a cre-
ative story, documentation of a class
project, or something else?

* Use rubrics and checklists geared
toward each type of project to guide
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Two Liners, Two Destinies

student work and set clear expec-
tations for elements that are, or

are not, to be included. Consider
including students in the creation
of assessment tools to support en-
gagement and ownership. A sample
storyboard handout, checklist and
rubric are available on the resources
page of the Web site.

Final Thoughts
Our preservice students typically iden-
tify the talking book assignment as one

Freddy the Friendliest Mouse

of their most rewarding experiences
during the semester. As instructors,
we've found the project effective in get-
ting students to consider state standards
and the interests and reading levels

of their intended audience while also
raising their understanding of the in-
structional potential PowerPoint offers.
Practicing teachers who have used their
instructional talking books in class
have reported positive student attitudes,
engagement, and learning, while those
who have had their students create indi-
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vidual talking books report that, while
time consuming, the projects were well
worth it. We hope this article encour-
ages both teachers and teacher educa-
tors to use talking books in their own
instructional settings and share their
products by submitting them through
the talking book Web site.

— Jonathan Brinkerhoff is an associate professor
of educational technology at the University of
New Mexico. Previously, he taught elementary
grades for 17 years, experiencing firsthand the
introduction of educational computing in the
schools with a Commodore VIC 20 and Radio
Shack TRS 80s.

—Susan Bowdoin is an instructional coach for
Albuguerque Public Schools. She has experience
as a classroom teacher, resource teacher, and
technology integration specialist and holds a
masters in Organizational Learning and
Instructional Technology from the University
of New Mexico.
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Giant Gampus, Inc. is working to develop the most effective methodology for creating, delivering, and assessing
learning in a 271st-century environment, They are also developing a next-generation library of content, delivering
enjoyable learning experiences, and working with leaders to assess 21st-century skills, Together, they will empower

new Corporate generations to successfully participate in the global community. www.giantcampus.com

Members Sony Creative Software inspires artistic expression with its award-winning line of products for digital video, music

DVD, and audio production. As a subsidiary of Sony Corporation of America, the company also develops applications
that enhance the experience for users of sony hardware devices, Sony Creative Software customers span the globe
and include seasoned professionals in the film, television, video game, and recording industries, students and educators,
hobbyists and enthusiasts, and young children exploring music creation, www.sonycreativesoftware.com

Wimba, a leading provider of collaborative learning software applications for online and blended education, bridges
technology and pedagoagy by supplementing course management systems with many of the proven disciplines of
In-person learning environments. The Wimba Collaboration Suite includes video, voice, chat, application sharing, and
white boarding solutions. The integration of these tools into typically static, text-based online courses or the traditional
classroom, enhances the learning experience through greater collaboration and interaction. www.wimba.com
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