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Qualitative Evaluation of Articulate Storyline 2

Campus Alberta (2006) dictates that technology used in publically-funded distance- delivery programs must be pedagogically sound and that instructors are “adequately trained in the pedagogy of on-line technology and instruction” (p. 2). Campus Alberta also recommends that educators identify and “evaluate emerging technologies” (p. 2). In compliance with this mandate, I have identified Articulate Storyline 2 as worthy of investigation as an interactive technology that instructors can use to facilitate distance-delivery courses. I will use a framework that considers Bate’s (2005) ACTIONS model and adapt the Educational App evaluation platform developed by Lee and Kim (2015). In the evaluation of Storyline 2 I will focus on teaching and learning, including alignment with pedagogy, ability to enable student interaction, ease of use, and cost. 
Background
Articulate, a company that offers “learning professionals and subject-matter experts an easy-to-use toolset to create e-learning courses, presentations, quizzes, and surveys,” launched their first product in 2002 (“About Articulate,” 2011). They are self-professed to be a “global leader in rapid e-learning software” (“About Articulate,” 2011). Storyline 1 was introduced in 2012, followed by Storyline 2 two years later (“Articulate Product History,” 2016). Storyline 2 is an interactive presentation tool through which a learner can review content at a self-directed pace. 
Evaluation Framework and Procedure

Bates suggests that organizations should take a systematic approach when adopting new educational technologies (Bates, 2005, p. 49). It is prudent to consider a variety of aspects such as: the reason for adopting the innovation, its ability to enhance student leaning, the effect it will have on metacognition, platform compatibility, technical requirements, as well as its cost (Charter, 2015, para. 1). Bates (2005) suggests that organizations use the ACTIONS framework when considering a new technology (p. 50). What the ACTIONS acronym stands for and the questions to consider are (Bates, 2005, pp. 49-50):
· Access: how accessible is a particular technology for targeted learners?
· Cost: what is the cost structure for the technology?
· Teaching and learning: what instructional approaches best meet the learners needs? What technologies best support teaching and learning?
· Interactivity and user-friendliness: does this technology enable interaction? How easy is it to use?
· Organizational issues: what are the organizational requirements to use the technology?
· Novelty: how new is this technology?
· Speed: how quickly can courses be created and changed or updated?
The framework used to evaluate Storyline 2 is based on a combination of ACTIONS and the work of Lee and Kim (2015). Lee and Kim developed a tool for evaluating educational apps. The evaluation tool’s platform considers four factors that benefit the stakeholders of smart learning: teaching and learning, screen design, technology, and economy and ethics (Figure 1). The four factors are designed to “assess the effectiveness and efficiency of educational apps…rather than focusing on the functions and features” (Lee & Kim, 2015, p. 446).
                      
Figure 1 Criteria model for app evaluation (Lee & Kim, 2015, p. 445).
The foundation of the Educational Apps tool is transferable to the evaluation of educational software. I conducted the assessment through a personal trial of Storyline 2 by creating a self-directed, e-learning presentation. The presentation incorporated video, audio, text, and interactive components to perform learning checks. I adapted the framework and specific questions for the qualitative evaluation of Storyline 2 from the Educational App evaluation tool and ACTIONS (see Appendix). The evaluation process examined Storyline 2 with a distance education lens, while considering teaching and learning, technology, and cost. 
Rationale and Findings
Teaching and Learning
When performing an evaluation of educational technologies, one should consider the teaching and learning methods, especially the “instructional strategies that will be employed” and the ability of the innovation to accommodate such strategies (Bates, 2005, p. 53). Best practice suggests that pedagogically-sound technologies should facilitate learning through a combination of contextually-based activities, such as guided instruction, collaboration, reflection, and/or learning checks. 
Aligning with pedagogy. Learner-centered pedagogy offers students more control over the learning process. Serdyukov (2015) suggests that online education should have a dedicated pedagogy called ‘e-pedagogy’ (p. 70). ‘E-pedagogy’ supports that information processing is enhanced (Serdyukov, 2015, p. 69) and a student’s critical thinking is improved (Bates, 2005, p. 144) when educators provide students with an opportunity to work through information independently.  Effective use of technology can improve student achievement, enhance learning, and enable student-centered education. Student-centered learning “promotes active learning, collaboration, mastery of course material, and student control over the learning process” (Simonson, Smaldino, Albright, & Zvacek, 2012, p. 123).
Instructors can promote cognitive growth and development by creating self-directed, interactive presentations with Storyline 2. As well, by incorporating a variety of decision making activities that are available in the Storyline 2 platform, educators can foster critical thinking skills, thus supporting ‘e-pedagogy.’
ACTIONS- Instructional approaches and technologies that support teaching and learning. There is empirical evidence to support that students benefit from the use of multimedia technologies in distance education (Schunk, 2012, p. 327). Schunk (2012) reports that, when instructors infuse multimedia into instruction” (p. 326), a student’s ability to problem solve and knowledge transfer (p. 327) is enhanced. The rewards of infusing technology, especially multimedia into distance education include energizing the learner, stimulating thinking, and facilitating knowledge construction (Schunk, 2012, p. 325). 
The Storyline 2 platform is capability of accommodating a variety of media. Instructors can incorporate multiple forms of media into a presentation, such as text, visual imagery, video, and audio. 
ACTIONS- Interactivity and promotion of student interaction with the content. Globally, “student engagement has emerged as one of the principal cornerstones and objectives of teaching and learning in the higher education systems” (Shaun & Quaye, as cited in Wanner, 2015, p. 154). Pedagogical approaches to online learning should emphasise knowledge construction and skill development through active learning and student-content interaction (Croxton, 2014, p. 315). Learners respond positively to active learning and engagement (Wanner, 2015, p. 161). There is empirical support for the efficacy of student engagement and active learning strategies (Prince, 2004, p. 225). Therefore, refocusing the direction of a course to learner-centred pedagogy and embedding active learning strategies can improve student performance (Armbruster, Patel, Johnson, & Weiss, 2009, p. 212). There are a variety of elements that educators can use to offer active learning and promote student engagement, such as interactivity and learning checks. 
Although Articulate designers have provided some level of customization, Storyline 2 slide design is limited to the same backgrounds, colours, and fonts as PowerPoint (PPT). However, there are differences that set Storyline 2 apart from PPT, such as the ability to use triggers to change the state of an object. An example of this is to have the expression change on an animated character when the learner activates the trigger, such as when they click on the correct answer. Another advantage is the presentation can contain hidden content that can be made visible to the learner as appropriate, based on the level of student interaction. Storyline 2 has a number of different avenues available for educators to incorporate interactivity, such as learning checks, multimedia feedback, and ‘chart your own course’ types of activities.  


Technology
ACTIONS- Access. In the ACTIONS model, the A stands for access; Bates (2005) maintains that one should investigate how accessible the technology is for users (p. 49). In order to encourage stakeholders to successfully adopt the innovation, there must be clear access to the technology, therefore it is prudent to examine the technology’s accessibility. 
Articulate offers a free one month trial of the Storyline 2 platform; course designers can easily downloaded it to most computers with the exception of Macintoshes. Work-arounds are available for those who wish to use Mac computers. Storyline 2 is a windows-based system that is well adapted for both computers and tablets. The instructors and students can easily access Storyline 2 with minimal technology. There is a comprehensive list of operating requirements on the Aticulate website. Students can view and interact with the presentation on any Internet connected computer, including Macintoshes, or through smart technology.
ACTIONS- Interactivity and user-friendliness. It is important for instructors to incorporate instructional activities that encourage exploration of the material and to use technology in a manner that engages the learner. Educational technologies should be user-friendly and provide multiple opportunities for the learner to interact with the content. In distance education, “opportunities for interaction have to be consciously designed within the learning materials” (Bates, 2005, p. 60). Decisions-makers should appreciate that the complexity of the innovation can negatively impact the adoption process and acceptance of educational technologies. 
Creating a presentation with the Storyline 2 platform was relatively simple, especially when following the self-guided tutorials. The platform is intuitive and has an interface similar to that of PowerPoint. Storyline 2 is able to integrate PowerPoint presentations into the program. I easily imported an existing PowerPoint presentation into the platform. I found the Storyline 2 free-form quiz questions were time intensive to create. I feel that using the quiz feature is important to promote student interaction, therefore the time was well-invested. However, the difficulty of creating this type of interactive content could be a barrier for some instructors.
ACTIONS- Organizational issues. Due to the availability of free technologies and applications, instructors may adopt new innovations without institutional support. It is not reasonable to expect an organization’s infrastructure and to IT support all new innovations. Bates (2005) suggests organizational issues are a consideration in the ACTIONS model, as there may be needs associated with the implementation of educational technologies that go beyond the purchase and set up (p. 63). In order to achieve maximum benefits from new technologies, organizations may need to address administration concerns and logistical factors (Schunk, 2012, p. 327). I did not identify any organizational issues for the learner. Organization concerns for the institution, include cost, time, and training. Instructors can store presentations on a computer, CD, USB stick, in the Cloud, or on servers. However, the Storyline 2 presentations can be large files, especially when the presentation contains interactive components; there may be complications related to file size when storing the presentation on a learning management system.  
ACTIONS- Novelty. It may be easier to get buy-in when a product is new and novel. However, Bates (2005) suggests that new technology may not be “tested or reliable” (p. 65). Therefore, it is wise to hold off before adopting a brand new innovation. Storyline 1 was introduced in 2012. Articulate reported that software designers addressed the ‘bugs’ from Storyline 1 to provide a better user experience when using the second version. Articulate released Storyline 2 in 2014 (“Articulate Product History,” 2016).
ACTIONS- Speed. How quickly a course designer or educator can create or update a course can be an important factor in today’s rapidly-changing world. In the ACTIONS model, speed refers to how easily and quickly course designers can use the technology to develop and create interactive content, as well as maintain and make updates to the modules (Bates, 2005, p. 65). Bates (2005) suggests that technology can enable quick development (p. 65), however Fahy (2015) cautions that there can be significant time loss and cost associated with workers “fiddling around” with new technology in educational environments (p. 58). Therefore, there are benefits associated with technology when it is quick and easy to use.  
Articulate staff created videos for their clients that explain and describe each feature contained in Storyline 2. As well, clients have access to the E-learning Heroes website for additional support. The initial user time investment is variable and dependant on how many features an instructor wishes to incorporate into their curriculum design. Each video run time is approximately ten minutes long. However, as I developed content in the Storyline 2 platform, I found I needed to view the videos multiple times to fully comprehend the process. A more efficient system would be to educate Teaching and Learning and Information Technology specialists from the user’s organization on Articulate products so that the education specialists can train instructors to use Storyline 2 and provide support.  
Cost
The rationale behind assessing financial cost is that affordability is very “relevant as the technology is growing at a very fast pace and inventions are emerging so rapidly. The newly develop technologies are expensive at times and raises financial constraint with regards of their usage” (Webb & Cox, as cited in Chaudhry & Malik, 2014, p. 400). Technology investment should be based on what the technology provides, with regard to enhancing student learning, and weather the benefit is worth the long-term costs to use and maintain the innovation. Organizations should consider both the cost of maintenance along as well as the purchase price (Bates, as cited in Fahy, 2015, p. 159).  
A one month free trial of Storyline 2 is available; after the trial has ended, the cost to purchase is currently $1398 per licence purchased, however there are discounts available for institutions that purchase multiple licences. For an additional charge, there is an option to purchase future versions of Storyline, the next version is $559, the next two versions $979, and the next three versions an extra $1328. 
Bates (2005) recommends that institutions interested in adopting new technology should consider the costs involved in training, as well as the investment of time (pp. 52-53). To “properly integrate technology into a school setting” (Davies, p. 51), staff development is essential. Roche reported that although organizations recognize the importance of staff development, most of the time is spent on other human resource areas (as cited in Fahy, 2015, p. 159). Therefore, institutions interested in adopting new technology should consider the costs involved in purchasing and training, as well as the investment of time. For successful adoption, organizations should provide instructors with the time and tutoring necessary to properly incorporate Storyline 2 into their course.
Reporting Structure and Adoption Strategies
 “Documentation and reporting of evaluation outcomes should meet the information needs of various audiences, both within and outside the organization – especially if the innovation was intended to increase efficiency and effectiveness, or solve concrete problems perceived by key stakeholders” (Fahy, 2015, p. 79).
To increase the likelihood of a successful adoption of Storyline 2 it is important to target key stakeholders within the organization and recruit effective change agents (Rogers, as cited in Fahy, 2015, p. 159). “Top Management Support stands as the main linkage between individual and organizational IT adoption” (Jeyaraj, Rottman, & Lacity, 2006, p. 1). Therefore, I would provide a copy of the report outlining the results of the qualitative evaluation on Storyline 2 to:
· the program Academic Chair, 
· the Department Head, 
· the school Teaching and Learning Specialist, and 
· the Information and Technology Director of Application Development and Delivery.  
The program academic chair is responsible for ensuring that best practices, as they relate to quality and relevant curriculum management, are implemented. The academic chair is also responsible for encouraging and recommending staff development and innovation adoption. The department head manages the curriculum process, and supports instructional excellence and best practices related to student success. The role of the school Teaching and Learning Specialist is to be a catalyst for educational innovation through proactive support and education of faculty, including the use of technology and creating student-centered learning. The Information and Technology Director of Application Development and Delivery is responsible to work with staff to support e-learning applications.  
The process of adoption can be challenged by barriers, therefore it is important that early adopters have strategies in place to maximize support, increase buy-in, and facilitate adoption. In an effort to clarify the process on how new people adopt new ideas, products, or technologies, Everett Rogers developed the Diffusion of Innovation (DOI) model. DOI describes four factors that contribute to the innovation adoption process as: the innovation, the time available to adopt it, organizational communication, and the organization’s social system (Rogers, as cited in Fahy, 2015, p. 162). The unified theory of acceptance and use of technology (UTAUT) built on DOI to identify factors that impact innovation adoption (Venkatesh, Morris, Davis, & Davis, 2003). UTAUT is based on four core constructs performance expectancy, effort expectancy, social influence and facilitating conditions. Venkatesh et al. purport that “gender, age, experience, and voluntariness of use” (as cited in Williams, Rana, & Dwivedi, 2015, p. 444) influence behavioural intention and behaviour toward adopting an innovation. Therefore, it is prudent to consider these factors when garnering support and identifying the early adopters. Support from the early adopters will assist with promoting the value and benefits of incorporating Storyline 2 into distance delivery, to individuals who are potential members of the early majority.
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Appendix
Evaluation Criteria and Questions
Table 1 Evaluation Criteria and Questions
	Factor 
	Evaluation Focus 
	Evaluation Questions 

	Teaching and Learning
	Sound Pedagogy

	Does the use of Storyline 2 promote reasoning, thinking and creative skills?
Is using Storyline 2 helpful for improving the user’s cognition?
Does using Storyline 2 provide new knowledge?


	
	Promotion of student interaction with the content

	Is Storyline 2 exciting and imaginative?
Does Storyline 2 provide rewards after the learner solves problems?
Does Storyline 2 offer proper opportunity for the user to access correct answer?


	
	Teaching & Learning (ACTIONS)
	What kinds of learning are needed?
What instructional approaches will best meet these needs?
What are the best technologies for supporting this teaching and learning?


	
	Interactivity & user-friendliness (ACTIONS)

	What kind of interaction does Storyline 2 enable?
How easy is Storyline 2 to use?

	Technology
	Ease of use

	Is Storyline 2 operable on other operating systems? 
Is Storyline 2 operable on other devices?

	
	Access (ACTIONS)
	How accessible is Storyline 2 for learners?


	
	Organizational issues (ACTIONS)
	What are the organizational requirements, and the barriers to be removed, before Storyline 2 can be successfully? 


	
	Novelty (ACTIONS)
	How new is Storyline 2?


	
	Speed (ACTIONS)
	How quickly can content with Storyline 2 be ready?
How quickly can materials be changed?


	Economy
	Associated costs 
	Is the cost of Storyline 2 appropriate? 


	
	Costs (ACTIONS)
	What is the cost structure of Storyline 2?


Questions adapted from the work of Lee and Kim (2015, pp. 447-448) and Bates (2005, pp. 49-50).


Educational Apps


Teaching and Learning (motivation, self-directedness, authenticity, cognitive development)


Screen Design (suitablity and accuracy of vocabulary)


Technology (suitability and interoperatability)


Economy & Ethics (economical efficiency and ethicality)


