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Authentic Learning focuses on

problems and their possible solutions. It is rea_l life learning... It
encourages students to create a tangible, useful product that they can
share with the world and it is within the process of the task that
students have a meaningful shared outcome that connects with the
real world.
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Theoretical Framework

Digifc' Storytelling: An authentic approach to engage student learning

THEORY

Authentic Learning

Focusing on 10 characteristics of
Authentic Learning
Harrington, Reeves,

Oliver and Woo (2002)

Independent Variable

Video/Animation Project

8 grade 6/7 students
over 1 month

Dependent Variable

Using the 10
characteristics
as a checklist does
authentic learning
occur using this
medium?

Joel Campbell, 2014



Characteristic of authentic activity

Have real-world relevance

Are ill-defined, requiring students to define
the tasks and sub-tasks needed to
complete the activity

Comprise complex tasks to be investigated
by students over a sustained period of
time

Provide the opportunity for students to
examine the task from different
perspectives, using a varnety of resources

Provide the opportunity to collaborate

Provide the opportunity to reflect and
involve students' beliefs and values

Can be integrated and applied across
different subject areas and lead beyond
domain-specific outcomes

Are seamlessly integrated with assessment

Create polished products valuable in their
own right rather than as preparation for
something else

Allow competing solutions and diversity of
outcome
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Method

* One month qualitative case study.
 Eight, grade 6 & 7 students.
* Two, 2 hour sessions per week.

 Students explored digital storytelling by
creating a stop motion animated film.

* Myself and the teacher facilitated the project by assisting and offering
instruction with the process and the technology used.

* | acted as a participant observer.
* Observations were made through written notes, video and photography.

» Data was collected from semi-structured interviews with the participants at
the beginning of the project and surveys at the conclusion of the project.

* Surveys with the teacher and Child & Youth worker were also utilized to
gain different perspectives.

* Using the data gathered from the interviews, notes, survey questions and
video footage | attempted to find any connections relating back to the 10
characteristics to see if authentic learning was in fact taking place during the

project.
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* Pride of ownersh'i'.iﬁ;‘a, e finished product.

* A strong importance on co”aboration with fellow studen



