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The purpose of this session is to explore how interactivity might enhance the use of multimedia in worship, learning and mission. In particular I wish to make the following assertions:

	While the introduction of multimedia has been beneficial for the church in many ways, it has often resulted in reinforcement of the notion of congregation as passive spectators. This is partly due to ‘entry level’ technology use and partly due to the tendency to ‘translate’ current church practice into multimedia equivalents.

An increase in the level of multimedia interactivity can greatly enhance participation, communication, exploration, creativity and satisfaction. Multimedia authors and event leaders are encouraged to help people move from being spectators to being authors.
Multimedia interactivity in ministry and mission takes place within the interactivity of God with the world. In other words, multimedia can be effective to the extent to which it serves God’s ‘interaction’ with humanity and Creation. An increase in computer interactivity is not an end in itself.
Multimedia use needs to take place within a dialectic framework which connects the personal, the global and the gospel. Good educational practice should inform the use of multimedia in all settings (eg. shared praxis).
While product and process are no longer separate, technological communication still uses forms of expression which both ‘reflect’ and ‘contain’ messages. In the trade-off between better aesthetics and better technology, aesthetics should always come first. 

One of the key concepts in computer environments is that of interactivity, the processes by which the user acts upon and reacts to information utilising the available computer hardware. Interactivity can take place at a range of levels in terms of the computer hardware and software, and also the extent to which the user can shape the user environment according to desired outcomes.

While this notion of interactivity is applied to the computer environment, it can also to be applied to use of multimedia in general. 

The issue at stake is the extent to which applications of computer multimedia lean towards passivity on the part of the user, and the corresponding extent to which the user experience may be enhanced by increasing the level of interactivity. We are almost over the initial hump of learning to introduce multimedia to worship, learning and mission arenas. How might we go to the next level on enhancing the experience through increased participation or interactivity?

I am proposing that good multimedia planning and use takes place within a ‘hierarchy of interactivity’, where each level serve the level above:

	theological: the ‘interactivity’ of God and God’s world

educational: the ‘interactivity’ of teaching and learning
technical: the ‘interactivity’ of electronic media 


Shifts in Comunication and Culture
It is not new to say that modern mass media in general and the Internet in particular have changed fundamentally ways in which information is communication. It has been said that the Internet is more like a telephone that a television, since its use involves constant feedback and interaction.

The model of communication has changed from that of sending a piece of information in one direction from a ‘sender’ to a ‘receiver’ (eg. posting a letter) to the crafting of a multi-layered experience/conversation with built-in choice and feedback loops. We can list some of these communication shifts in a general sense:

	From TEXT to IMAGE

From LITERARY to ORAL
From STATIC to ANIMATED
From 2D to 3D
From PRODUCT to PROCESS
From INFORMATION to EXPERIENCE
From PASSIVE to ACTIVE
From RECEPTION to INTERACTION
From ONE-WAY to MULTI-WAY
From ACTUAL to VIRTUAL
From LOCAL to GLOBAL

To what extent has the church so far sought to adopt multimedia technology within a static, didactic, one-way communication model?

Interaction as Participation
Interactivity is not a new notion in education. Participation is a key aspect of both learner motivation and appropriation of new insights, values and skills. However the nature and degree of participation is determined by a large number of factors. 

	To what extent does the learner have choice about the type, duration and location of learning activities, or the learning topic itself, or even the goals of the learning experience? 
To what extent is learning individualised within a group setting?
How do environment, equipment, ability/disability, relationships, self-concept and communication skills affect participation?


Similarly, “interactivity” in worship is not a novel concept, rather the degree and nature of participation varies greatly from place to place. Responsive readings, movements accompanying songs, conversational prayer, use of hand percussion, and guided meditation are all examples of regular participation in worship.

Kierkegaard’s depiction of worship is helpful here: worship can be seen as the congregation being the ‘audience’ and the minister being on the ‘stage’, with God giving cues to the minister’s presentation for the audience’s benefit.. The alternative view is that God is the audience, the congregation is on the ‘stage’, and the minister is off-stage cueing the congregation’s worship for God’s benefit.

To what extent does the use of multimedia by churches maintain the status of the congregation as spectators of a presentation?
To what extent does the use of multimedia enhance or subvert the existing environmental character of the worship space as either ‘passive’ or ‘participatory’?
In worship, is the movement from passivity to interactivity always desirable or possible?

Consider some examples:

	While a Psalm is read aloud during worship, a Powerpoint presentation depicts images corresponding to the words of the Psalms.

During a Sunday School, class, a child uses a computer to search for Bible passages containing the word “neighbour”.
As part of a sermon, the preacher plays a video clip from the movie “Patch Adams” in place of verbally describing the same scene from the movie.

The difficulty is that the early days of computer use in both worship and learning have been characterised by either no or low interactivity. To some extent this is due to the novelty of the media, both in terms of preparation and presentation, and both in terms of hardware and software. Yet the passivity of the presentation is also often a reflection of the existing element of worship or education which the multimedia element replaces. eg. A Psalm reading where the congregation passively listen is replaced by a Psalm viewing where the congregation passively view images. This is a critical issue: the danger is to use multimedia to perform a communication function in much the same way as was previously done, without considering the broader context and possibilities of participation and interaction. I do not wish to suggest that the experience of worship and learning is not enhanced by the inclusion of visual, auditory and tactile elements! The question is “where to from here”?

Interactivity within God’s Mission
Interactivity can be seen to be about the physical and volitional aspects of computer usage (what we choose and do). I want to suggest that in increasing participation, we also need to craft environments that enable interactivity in a broader sense. Multimedia is never an end in itself. Computer interactivity takes place within the interactive, dynamic, multi-sensory, relational nature of worship and learning. Worship and learning have cognitive, affective, kinesthetic and volitional aspects (knowing, feeling, moving, choosing). These are not simply ‘ways to do things’: as arenas of human ‘being’, they are integral to a theological understanding of worship, learning and mission that engages the whole person. 

Interacting with God
The best worship and learning enable people both to encounter God and respond to God. The focus is not solely on receiving information about God, but on listening to God, receiving revelation from God, moving in the Spirit. To enable this means to create space for the encounter to take place, and to allow both personal and communal response to God. In a worship setting, response follows revelation. In a learning setting, discernment accompanies discovery.

Interacting with the community of faith
Worship and learning build Christian community through enabling people-encounters in which Christ’s presence is acknowledged, either implicitly or explicitly (and sometimes after the event). While spiritual growth has a personal and private component, this is complemented by growth within the body of Christ. At their best, worship and learning connect us will ‘all the saints’ through the ages and across the globe, as well as fostering deeper friendship and discipleship with our local Christian community. In a number of ways, multimedia allows very significant opportunities for new kinds of connections with the people of God. Interaction in this sense is about relational connection.

Interacting with the Christian Story and Vision
Worship and learning invite us to interact with Scripture, Christian teaching and Christian experience. People are enabled to understand God’s word ‘back then’ and to hear God’s word ‘here and now’. Multimedia can help to open up the richness of the Christian tradition, and to assist people to dream dreams and see visions – to explore and express what the coming reign of God means for our lives and our world. According to Thomas Groome, we need to enable a dialogue (or dialectic) between our experience and the Christian Story and Vision, out of which might emerge more faithful discipleship. In this sense, multimedia should assist exploration, comprehension, interpretation, comparison and evaluation.

Interacting with the world
Stanley Hauerwas has said that “church” and “world” are relational concepts – we need one to help us make sense of the other. The best worship and learning help us to see the world through God’s eyes, and to understand what it means to be the people of God in the world. This involves not only heightened awareness of our world, but also critical reflection on what it means to enculturate the gospel. Probably the missional question of our time is that of gospel and culture; how the good news is embodied in societies and sub-cultures, in habits or practices, in the fabric of community life. A key contribution of multimedia can be to take us out of our own little world to experience the richness of God’s world, to see life and faith through the eyes of others, to interact with people, both Christian and non-Christian, in exploration of faith, values and lifestyle.

Interacting with my self
The Christian journey is in part an inner journey, not only an encounter with God, but a discovery of our true selves. The inner journey requires hospitable spaces, trusted companions and wise guides. The best worship and learning helps people to dig beneath the surface of their own lives, to deepen self-understanding, to move from hurt to healing, to reshape hopes and dreams in the light of God’s purposes. Multimedia can provide the expressive media through which people may engage in inner exploration in the company of companions and guides.

Hence multimedia use in worship and learning should enable people to 
- encounter God
- encounter other Christians
- encounter Christian teaching
- encounter God’s world
- encounter themselves

Computer multimedia design and usage needs to both serve the ‘interactive/relational’ nature of Christian faith and discipleship AND the ‘interactive/participatory’ nature of worship, learning and mission – in a sense, the whole gospel for the whole person for the sake of the whole community. 

‘Design’ in this sense includes 
- the intended worship/earning/mission outcomes
- the structure and  content of the worship/earning/mission experiences
- choice of computer hardware and software
- the physical and aesthetic environment
- the leader/teacher’s approach and relationship with participants



Does Multimedia Enhance Learning?
Before looking at how interactivity might be increased, it is worth looking briefly at what educators say about the possible contribution of multimedia to the learning environment and learning outcomes. The following lists are compiled from a range of articles:


The “NO!” Case
Entertaining media does not make up for poor content
The more complex the media and physical environment, the more complex the teaching task may be
Technicians are not teachers!
Content may be compromised by what is available
Teachers may be preoccupied with technical matters, uncomfortable or unfamiliar with equipment
	Limited advance in learning for cost involved


The “YES!” Case
If technology is part of a positive learning environment
If the learning content and the learning medium energise students
If learners are engaged in authentic and multidisciplinary tasks
If assessment and ‘production’ have meaning for the student
If learning is interactive and responsive to student choice
If learning involves exploration and active problem-solving
If a teacher is present to facilitate learning
If students learn collaboratively and each member is valued
If students are able to teach and learn from others

We need to be clear that the use of multimedia does not necessarily enhance worship or learning, and also that a wide range of ‘environmental’, ‘design’ and ‘relational’ factors need to be taken into account. Focusing merely on ‘production’ and ‘display’ factors will mean that a number of critical issues are not addressed.


Jones (et al) offer a Technology Effectiveness Framework to assist both evaluation and planning:

The Learning and Technology Framework

TECHNOLOGY PERFORMANCE
High


		Quadrant C		Quadrant A







		Quadrant D		Quadrant B



Low

	passive			LEARNING		engaged
	learning					learning

www.ncret.org/sdrs/edtalk/tef.htm

Pattern A = Engaged learning and high technology performance

Pattern B = Engaged learning and low technology performance

Pattern C = Passive learning and high technology performance

Pattern D = Passive learning and low technology performance

According to the authors, the framework encompasses four positive (desirable) directions for change:

From D to B	increasing learning engagement

From B to A	increasing technology performance

From C to A	increasing learning engagement

From D to A	increasing learning engagement and technology performance

Note that the movement from D to C, that of increasing technology performance without increasing learning engagement, i9s not distinguished as a positive movement.

The framework is a helpful one for planning, although the assumption that more engaged learning and higher technology performance delivers better educational outcomes in every instance can easily be challenged.  Nevertheless, the matrix does help those planning learning to determine directions for increasing learner engagement.

The Internet and Interactivity Paradigms
Let us take a look at interactivity through the lens of the Internet and seek to apply some of the theory to multimedia use in general. At the outset, it is worth noting that interactivity is strongly related to interface design. It has been said that a computer interface has two levels: one level is like the interior decoration of a house – the carpet, curtains, and furnishings that you see and use; the lower level is wiring and plumbing and foundations which support and connect the interior of the house. In the same way, good interface design in a GUI environment often hides more than it reveals.

To some extent, definitions of WWW interactivity draw on educational theory, couched in computer terminology. Hence the concepts readily relate to educational settings. 

Some of this material is adapted from “Web Publishing Paradigms” by Tim Guay, currently at http://www.smcc.qld.edu.au/infotech/Paradigm/index.htm.

Level 1: Passive
At this most basic level there is no interactivity as such. The ”viewer” simply watches an image or screen and has no opportunity to change the experience other than turning off the equipment or leaving the room! Imagine a TV with only one channel or a Powerpoint presentation in church (which all are expected to observe). However, while the element of choice may be low, we would all agree that we have been deeply moved by songs, movies, drama, and images of which we have merely been ‘passive’ observers. Thus the participant in never entirely passive, and it would be wrong to equate the degree of interactivity either with the value of the content or the value of the experience. Nevertheless, it should become clear that higher levels of interactivity can greatly benefit the participant in a number of ways.

The key factors here are that
	the user is not involved in the authoring process in any way

	the user is given no choice during the presentation itself

there is no opportunity to respond to the presentation (other than that which is determined by the ‘user’) 
the users needs and interests may or may not be taken into account by the party authoring the presentation

Level 2:  Navigational
Navigational interactivity allows one to move through an information space to accomplish a goal, using such things as commands, menus, search engines, or hypertext links. At the simplest level, the choice is A or B, right or left, up or down. (Think of navigating a maze or a basic logic-based computer game). However, the user is limited to passive viewing of the information which is chosen. 

The key contribution of the Internet at this (and other) stages is hypertext, the ability to navigate in non-linear ways. While this will later seem to be a low level of interactivity, its very existence is what initially spawned worldwide interest in the Internet. Combined with the GUI (Graphical User Interface), it is what many people primarily want from the Internet – the ability to rapidly locate the desired information.

In other words, at its very simplest level, a simple choice of topic can add to user participation and satisfaction to a significant degree.

The online prayer journal of the Irish Jesuits is a highly effective example of how simple navigational functionality can be a vehicle for spiritual nourishment.
www.jesuit.ie/prayer

Simple 3D VR panoramas also fit this navigational paradigm, however in a more complex environment they can be part of a higher level of interactivity. 

Debra Beattie’s online documentary “The Wrong Crowd” is a prime example of high quality 3D VR with a non-linear narrative.
www.abc.net.au/wrongcrowd (best with Quicktime 5 or higher and a high speed Internet connection)

Level 3: Functional
According to Guay, functional interactivity takes place “where the user interacts with the system to accomplish a goal or set of goals. That goal may be winning, as in the case of a game, or ordering a product, as in the case of an online catalog. Throughout the interaction the user receives feedback on their progress, or lack thereof, towards the goal(s).” In other words, functional interactivity has a feedback loop – a score, a progress chart, a reward, or advice. WEB-based applications incorporating functional interactivity are appearing in ever-increasing numbers.

With functional activity, the user usually has goals and chooses a ‘vendor’ whose product/experience matches those goals. Most often there are a range of vendors and a range of users, hence in theory each is able to find a match. The nature or style of the interactivity can be either a selling point (as in a computer game) or a hindrance (as in online shopping!), affecting a user’s choice of vendor. (Note that the experience of functional interactivity can vary enormously: a computer game can be exhilarating or intriguing, an online shopping experience may simply be a means to an end.)

In a sense, functional interactivity allows a person to take the most direct route to their goal, or alternatively to meander and savour the experience of exploring. You can search for a specific book title or browse the online catalogue. The nature of the given feedback can enhance the interaction experience itself, for example, an online bookshop which consists of different ‘reading rooms’, each with its own theme, visual design and background music. Thus while the feedback is related to achievement of the desired goal, it may also add to the experience in ways that are not directly related to the goal.

The Online Labyrinth is largely navigational but has some simple functional interactivity, which, combined with evocative words and images, provides an extraordinarily rich meditation experience.
http://www.embody.co.uk/labyrinth/online.html#

Another example is a program such as Storybook Weaver, a story-writing program which allows children to add backgrounds, images and sounds from a library: the completed storybook is displayed in a linear manner.

Functional interactivity allows the participant to personalise the experience within a given range of parameters. 

Level 4: Adaptive
This next level of interactivity “offers a far higher level of creative control to the user, allowing the user to adapt the application or information space to fit their goals, or even their personality.” At lower levels of interactivity, the user participates within given rules or options. With adaptive interactivity, the ‘rules’ allow a much higher level of creativity. In a sense, you can change some of the rules, or at least the environment. Players can create new levels or worlds, alter the game rules, and determine interactions with other users. Users can combine various elements of the experience in new ways. 

 “At higher levels adaptive WEB sites allow the users to add or modify the site itself. At this level the distinction between author and reader becomes blurred.” This is a key characteristic of higher levels of interactivity.

Clearly, programmers and authors operate in these kinds of environments all the time. The challenge both on the WWW and in software environments is to provide the kind of GUI which allows non-technical users to manipulate the environment. At all levels, a key aim is to make the rule limits as simple or transparent as possible,

So at this level, a person is not simply playing a game or completing a task, they are shaping the game, altering the task, and creating new outcomes, albeit within certain parameters. To the extent that such adaptation is collaborative with other users, the number of possible interactions can increase exponentially. In a group environment, the whole is more than the sum of the parts.

See some of the website listed below as examples.

Level 5: Hyperadaptive
Let me quote from Guay for this final level of interactivity:

“More interesting, is the intelligent hyperadaptive site that interacts with the user and adapts itself to fit the user, readapting as the user's goals, knowledge, or mindset change. The hyperadaptive site thoroughly engages the user, evolving as the user evolves, even acting as a mentor to the user. Constructing such sites presents the Internet community with the greatest challenge, and the greatest reward. This reward will be expressed when sites take on a life of their own.”

“Hyperadaptivity will provide the user/creator, for the user becomes a creator, a fully interactive multisensory naturalistic information space. This will be a powerful augmentative mind tool, that will allow the collaborative exploration and creation of interconnected information spaces. Hyperadaptivity also encompasses the creation of intelligent information spaces that interact with the user at a deep level.”

“Properly designed hyperadaptive sites will fully engage and evolve with the user/creator at every level, more so when we have the bandwidth to support full Virtual Reality. Even without VR, hyperadaptivity has the potential to create intellectually and emotionally intense information spaces.”

At this level, multimedia becomes hypermedia – multiple media combined with hypertext allow a more organic association and organisation of ideas and information. When the user has the capacity to create the media and make and remake their associations, we have created a hyperadaptive environment. 


Roles of Educators in Relation to Media

(Mary Hess, Boston College)
from “Frame Shifting/Shifting frames: Using popular culture texts in religious education and pastoral ministry”, 1998.
http://www.luthersem.edu/mhess/

•Bridge-builder
(social currency)
- paths from culture to faith community

“we need to build paths for people from the context of consumer commodified mass mediated culture into the historically grounded, deeper veins of religious community”

Popular culture itself creates many of the bridge and link points, particularly through movies, TV and music. Mainstream media are rich with stories and symbols of faith, spirituality, mysticism, the supernatural and the ‘deep’ stuff of life.

“people need to be supported in environments that allow them to draw the connections themselves, and then find ways to embody them in their own practices.”

Hess’ work with religious educators concerning their practices elicited the following themes:
	pop culture is engaged by a dialogical group;

emotional responses are important raw data from which to work;
there is a relationship of some sort between the mediated representation and the community of faith;
this relationship is not defined in advance but allowed to emerge from the group;
there is someone present who must be fluent in the practices and norms of the faith community to serve as a resource and a facilitator

“the educator is building a bridge of meaning that makes explicit the direct connection between the two contexts, and that facilitates the uttering of authentic religious speech”.

•Discerner
(social conscientization)
- critique the multitude of symbols & stories

“we need not only to share the traditions of our particular community with people, but also help to critique and situate the multitude of symbols and epistemologies currently being floated in the cultural ‘soup’.”

Hess identifies the following dimensions of educational activity:
	critiquing the content

identifying the “null” curriculum (what is assumed or omitted)
bringing non-hegemonic viewpoints (minority or “edge” views)

•Translator
(entry points)
- translate faith into cultural forms and translate culture for the faith community

 “we have to find ways to translate traditional religious language and imagery into words and pictures that make sense in our contemporary context; and at the same time, translate the yearnings and quests of our pop cultural ‘texts’ into religious language so that our faith communities can recognise them.”

Hess notes that:
	translation is not ‘automatic: some things cannot be said the same way in two different languages;

the church has a long history of ‘enculturating’ its traditions in the vernacular;
people’s desires and yearnings are in part given expression through popular culture;
mass mediated experiences have a transcendent, communal dimension;
such experiences may involve feelings of vulnerability and fragility, hence the church should respond with respect rather than censure

Hess says that religious education may function in the above ways by offering
	clues to social currency

a source of social conscientisation
entry points to experiences of transcendence and connection


Educator’s Roles 
(Craig Mitchell)

•Translation
- what does this mean?
•Interpretation
- how does this mean?
•Discernment
- reading the signs
•Critique
- questioning & uncovering
•Incarnation
- creating new symbols



Planning for Interactivity: some principles

	Enable group members (congregation or learners) have access to interactive tools before and during the event: mouse, keyboard, drawing tablet, video camera, microphone

From time to time use multiple attention points, but not at all times
Seek to provide a choice of activity/response
Seek to provide varying levels of interactivity
Seek opportunities for ‘live’ improvisation in music, art, etc. – even hand percussion instruments are a start.
Consider different age groups when planning
Include options for people with visual and aural impairment


Planning for Interactivity: some strategies and tools

Multiple screens/presentations
Drawing tablets
‘Live’ music created in situ
SMS text messages
Story-writing techniques
Internet access (during worship)
‘Live’ video camera
Person-to-person interviews
Authoring projects – video, audio, powerpoint, hyperstudio
Hypertext
Touch screens
3D VR panoramas, hot spots
Feedback loops
Quiz
Webcam
Make a book or animation of a Bible story, expressing it in their own words and images
OR a contemporary version of the story
OR a poem/prayer/reflection
Make a photo essay on a topic
Use a paint program to create or colour images
Create and solve computer jigsaws
Search for information on the Internet
Create and solve online puzzles



Interactive Websites Worth Visiting

Believe it or not, I have not perused all of these sites! They have been recommended from various sources. They provide various examples of ‘interactivity’.

www.orisinal.com
www.donniedarko.com
www.flight404.com
www.haroldsplanet.com
www.looplabs.com
www.nobodyhere.com
www.otsland.com
surface.yugop.com
www.altzero.com
www.stanza.co.uk
www.amorphoscapes.com
www.soundtoys.net
www.bacteria.org
www.shockwave.com/sw/content/grooveblender/
www.pianographique.com
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