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Web 2.0, the use of interactive websites for creating and sharing content, has brought a whole new layer to the use of technology in the classroom. In the past, technology often meant using it as a form of information or supplement to teaching concepts. Now, with the use of web 2.0, a participatory part of the web, allows for teachers and students alike to create, collaborate and share in content. This means that teachers can creative media for hard to understand concepts, and students can now have a multitude of methods for demonstrating understanding of their skills and knowledge. 

However that also means that with new tools comes an inundation of tool filtering. Just as our information has grown exponentially, so has our access to creative tools to be our own publishers. Therefore having a quick method for evaluating the effectiveness and usefulness of a Web2.0 tool would be a time-saving tool for a teacher. Hence, Sarah Peterson, K-12 Technology Coach for the Anchorage School District, suggests the following questions: 

· Is it engaging/motivational?

· Could it be used to support the curriculum, a productivity tool for teachers or it is just entertainment? 

· Are there any downfalls (advertisements on the page, site difficult to navigate...)

· How would you justify using it to parents/principal?

· Are there any technical limitations?

· Is it appropriate for the age or audience?

Let’s examine two Web2.0 tools using these questions. 

Web  2.0 Tool 1: GoAnimate 

Example: http://goanimate.com/movie/0VBbdBGe_2FE/1 

Purpose:

The purpose of GoAnimate is to engage the students in the creation of animations without knowing any programming skills. In addition the site provides a social network community for sharing animations, watching animations, winning prizes and badges, and being engaged in the community forum. 

The possible animations that the students can create are varied from templates, which they can just add text that is turned to speech to complete character and full 2-minute animations that can be created. 

In addition, there are many characters, scenes and objects that can be added to the animation, all with coding for the animation packaged in them object. These are simply selected and moved around the screen until in the correct position. Once scenes and characters are put together, a music score can be added to the background for effect. 

Some of the caveats to this are the ability to theme your animations and style, create a gallery of other animations, and embed entire galleries into a website or blog. Not to mention they have a special account and gallery of lessons for students and teachers. 

__Middle School/ High School___ Is it appropriate for the age or audience?

GoAnimate is appropriate for middle school and high school students. Though the use of the tool would be very easy for Elementary students, I think some of the content in the animations may not be appropriate. I also think some of the tools and the interface may be advanced for Grades 1-3, as it requires multiple steps and concepts to complete.  

__Yes__ Is it engaging/motivational?

GoAnimate is incredibly engaging and motivating for an adult, and the ease of use and quick return of product makes it very motivating to invest more time on to become a more advanced user. This, of course, is rewarded by community voting, badges and prizes. Thus I think it would be more than engaging and motivational for a middle school/ high school audience. 

__Support Curriculum__ Could it be used to support the curriculum, as a productivity tool for teachers, or it is just entertainment? 

From my perspective as a teacher, I feel this would be a great tool for teachers to create short 2 minute animations to teach basic concepts for a blended classroom. I also see that it could be used as a source of content for teaching. For students, I could see it being slightly distracting, but, again a very motivating tool to demonstrate understanding of a concept to a teacher or peer. 

___No __ Are there any downfalls (advertisements on the page, site difficult to navigate, hidden costs? )

Through several days’ examination, I have yet to see a major downside. The one small downside is to do with the content that the users are created, which clearly GoAnimate can not help! That is to say, the majority of the animations or stories being told have a negative tone or are a violent nature, involving the killing of someone or something.  One might be distraught with the pay option, but I think the pricing for the plus features are completely reasonable and provide additional worthwhile services. 

___No Technical Limitations____ Are there any technical limitations?

As far as I can tell there are no real technical limitations. Since it is online, it can be accessed anywhere on any computer, regardless of platform. You more than likely will need an updated browser and flash player, but most machines have this. Though it should be noted this was only tested on a Mac running OS 10.6.7, using Safari, Firefox and Chrome. Though a possible limitation could be bandwidth, as it does seem very intensive on graphics so sometimes I did see some lag in loading of graphical tools and watching animations. 

How would you justify using it to parents/principal?

This tool is a great way to integrate technology into the classroom without the tool taking over the lesson. Often times when teachers wish to supplement a lesson with technology, or use technology to better help teach a lesson or complete a project, the troubleshooting or learning curve for the tool gets in the way of the lesson, especially if proper planning has not accounted for the learning of the technology. This tool took me about 1 hour to quickly navigate and learn, and using the templates I was able to create something simple in about 5 minutes. The entire site use actually takes a bit more time. But as mentioned earlier, this could be a great tool for students to use to create a series of animations to teach concepts or topics to peers in their school, from bullying to Bernouli’s Effect. Furthermore, it is a great way to engage students in a storytelling environment, allowing for a cross-curricular project involving language arts, culture and science/ math.  

Web  2.0 Tool 1: Domo GoAnimate 

Example: http://domo.goanimate.com/movie/0dAdvNQnp270/1

Purpose:

The purpose of Domo GoAnimate is to engage the students in the creation of animations without knowing any programming skills. In fact, Domo GoAnimate appears to use almost the same platform as GoAnimate. There are some differences, such as a simpler user interface, a different set of characters and scenes and a general more commercial look and feel to the site. Like GoAnimate, Domo GoAnimate provides a social network community for sharing animations, watching animations, and community forum. But it is different from GoAnimate that it does not have a school version and that there is a different rating and prize/badge structure. 

Domo GoAnimate can do two different types of animations, slideshows that you add pictures to and basic animation videos that you create from scratch. And though you can do voice-overs for your animations, it is a bit harder to do then in GoAnimate. Most of the creations that are viewed are done with just text bubbles.  As far as I can tell, you cannot create your own characters like to you can in GoAnimate, but you can still add objects and dress up characters with objects as well as adding sound tracks and sound effects.   

__Elementary/ Middle School___ Is it appropriate for the age or audience?

Domo GoAnimate is really targeted at a younger audience, as Domo is a Japanese stop-motion character. It has become a bit of a cult in the United States, and many people make their own stop animations. In addition the user interface for creating the animations is simpler to use. 

__Yes__ Is it engaging/motivational?

Domo GoAnimate, much like GoAminate is very engaging and motivating to play with and create, more so for a younger audience. Like GoAnimate, the ease of use and quick return of product, making it a tool that a younger child would come back to and use. In addition the simplified user-interface and the easy to use navigation makes out of package use for a young audience. 

__Support Curriculum__ Could it be used to support the curriculum, as a productivity tool for teachers, or it is just entertainment? 

Domo GoAnimate verges more into the play zone then the animate for productivity. This is really more obvious as you watch many of the animations that have been created, not to mention that the audience in general seems a bit younger then GoAnimate. In fact I would say it is more of a downside in that the animations tend towards a cartoon nature, much of which is spoofed from television shows and often involving something being killed or stabbed to death.   
With this in mind though, I think a teacher could help support students using the tool to create some wonderful story lines based on books they are reading, or stories they have written, or to even illustrate math and science concepts. 

___No __ Are there any downfalls (advertisements on the page, site difficult to navigate, hidden costs?)

Unlike GoAnimate, Domo Animate has banners and a Twitter Feed on the sides of it’s DomoNation and home page, and often times these banners and tweets are inappropriate for an elementary or middle school audience. And though Domo GoAnimate is completely free, you can purchase additional animation features from the store, as well as much, much more. Another drawback is that there is a feature called Domo Earth that shows where users are located. I personally find this pretty close to violating the students’ personal information, even though they are not necessarily sharing private information. 

___No Major Technical Limitations____ Are there any technical limitations?

As far as I can tell there are no real technical limitations. Since it is online, it can be accessed anywhere on any computer, regardless of platform. You more than likely will need an updated browser and flash player, but most machines have this. Though it should be noted this was only tested on a Mac running OS 10.6.7, using Safari, Firefox and Chrome. Though a possible limitation could be bandwidth, as it does seem very intensive on graphics so sometimes I did see some lag in loading of graphical tools and watching animations.

How would you justify using it to parents/principal?

This tool is a great way to integrate technology into the classroom without the tool taking over the lesson. Often times when teachers wish to supplement a lesson with technology, or use technology to better help teach a lesson or complete a project, the troubleshooting or learning curve for the tool gets in the way of the lesson, especially if proper planning has not accounted for the learning of the technology. This tool took me about 1 hour to quickly navigate and learn, and using the templates I was able to create something simple in about 5 minutes. The entire site use actually takes a bit more time. But as mentioned earlier, this could be a great tool for students to use to create a series of animations to teach concepts or topics to peers in their school, from bullying to Bernouli’s Effect. Furthermore, it is a great way to engage students in a storytelling environment, allowing for a cross-curricular project involving language arts, culture and science/ math.  

