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Abstract 

With the development of web 2.0 tools, many companies are rushing to meet the demand and 

create attractive and useful Educational Technology (EdTech) that appeal to instructors to 

implement in their classes. Many of these tools include video services that are available to 

everyone with a connected device. ESL Instructors also look for new and engaging activities 

and techniques to help their students L2 confidence and language practice. Research shows 

that video is a powerful and useful tool for educators to boost language learning in the 

classroom. When deciding to implement video in the classroom, it is essential to understand 

the different attributes that students experience surrounding the consumption, the creation, 

and interaction with video. To effectively implement video in the English class it is also 

necessary to understand how videos replicate elements of the communication process to 

determine what kind of—if any—interaction will take place. Once the attributes are 

understood, and the communication model is chosen, teachers can select a tool that fits their 

pedagogical practice and logistical situation. This paper explores the justification and use 

categories of video in the context of English language learning, introduces the idea of Video 

Use Communication Models to help instructors choose a tool that will align with their 

pedagogical goals, and advocate the promotion of video solutions that allow affordable and 

available access for an English teacher who wants to use video.    
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1. Background 

The use of video in the classroom can be traced back to the introduction of the movie 

projector in schools in the early 1900‟s. The engaging format of film was recognized early on 

for its value in learning and education. Some of the early experiments for videos in Education 

was during World War II to train soldiers, this both saved time and helped boost their skills 

(as cited in Yousef, Chatti, & Schroeder, 2014, p. 112). As videos made their way to the 

traditional classroom, they were primarily shown during class-time as there were not 

affordable options for all students to have at home. Much of the use of video lessons in the 

classroom was for an alternative way to disseminate information, enhance a lesson visually, 

or show situations that could not be replicated in regular classes, i.e., videos were used for the 

consumption of information.  

As the technology developed so did the accessibility and affordability of video tools; these 

changes added the ability for video to be used not only for consumption but for 

communication. Today video making, video sharing,V and video chatting are a regular part of 

daily life. Interacting with video on social media apps such as Snap Chat, Facebook, and 

Instagram is a common and ordinary activity amongst students in most educational settings 

(Ripton & Scott, 2016). Modern devices are equipped with a video camera, microphone, and 

are ready to connect to the internet. Many students have these devices, and because of this 

device saturation students are adept at sharing videos with each other. These connected 

students are motivated and enjoy being social with video with their friends. “Motivation is a 

key element in the learning process. It is a factor that must be considered and maintained 

throughout any lesson, and throughout a course or program” (Williams & Lutes, 2008, p. 6). 

As Ripton notes: “Every teacher can take advantage of video, even those who are not 

technologically savvy. Students are using video for social purposes, and teachers should be 

using it for instructional gain in the classroom, too” (Ripton & Scott, 2016). ESL/EFL 

teachers can also access this motivation with video use as it is not only for engagement but 

for improvement in speaking and other language skills.  

 

2. Integrating Videos for English Learning 

There are many reasons why the teacher would want to implement videos in the English 

classroom. It is essential for the use of video to enhance the learning rather than be an extra 

factor added to lessons so that it becomes a burden to the students. Adding video assignments 

to lessons and homework is simple because students are connected to their phones and social 

media “at all possible times” so, there are fewer reasons—or excuses— for not being able to 

do the work. This translates to a more useful tool for teachers to use. Students who are 

learning languages also find the implementation of videos beneficial. A 2015 study of a 

flipped classroom found that students who were able to control playback aspects for videos 
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that were assigned as homework, by stopping or replaying videos as many times as necessary, 

helped them understand the material better (Basal, 2015). For English learners‟ video use in 

class ranges from watching target language dialogues to films and newsreels exposing 

learners to the „natural‟ language. They also include video projects and presentations plus the 

use of video conferencing to allow classrooms to expand outside of the classroom walls. 

Established tools—YouTube, Vimeo, etc.—allow video use outside the classroom for the 

practice, production, and creation of language. Newer tools such as FlipGrid allow for 

enhanced interactive elements for both instructors and students.  

When selecting any technology for the classroom, a model called SAMR was developed to 

assist instructors in adapting their lessons for technology use (developed by Puentedura, 

2013a). This model presents a hierarchy of attributes for lessons that use technology. The (S) 

stands for substitution; this is for activities that use technology as a simple replacement over 

traditional tools; the same functions of learning happen no matter which device is used. The 

(A) stands for augmentation; this is for technology that offers a substitution but also an 

improvement over a “non-tech” tool for the functionality that the traditional tool cannot 

provide. The M stands for modification; this is where tasks are redesigned for collaborative 

learning. Finally, (R) stands for redefinition, when the “tech allows for the creation of new 

tasks, previously inconceivable” (Puentedura, 2013a; Puentedura, 2013b).  As an instructor 

becomes more comfortable with technology they are more likely to adapt to the more 

complex attributes of (M) and (R), so starting with activities that are simply a substitute (S) 

or (A) is one way for teachers to begin to use video.  

When explicitly implementing video technology in the class, the main ways in which videos 

are used in the classroom can be distilled into three categories; video consumption, video 

creation, and video interaction. It is important to distinguish that the attributes are meant to 

describe video use, and not to other educational technologies or class activities.  Knowing 

which one of these attributes represent the planned video activity will help instructors when 

applying the SAMR model for integrating technology into their classes and implement their 

pedagogies. 

2.1 Video Consumption 

All video assignments have consumption elements by default because there are always times 

where participants watch. For class use, videos are created for the students—as compared to 

by the students. Consumption methods of video used in the English classroom are a way for 

learners to practice their language skills with the added benefit of listening practice and to 

expose learners to native speakers‟ rhythms and other audible and visual attributes. If used for 

speaking, the speaking practice happens outside of the video watching activity. Students then 

process the information internally, so consumption works best when combined with other 

class elements; a reflection writing, a quiz, and in-class discussion, etc. Because the learning 

processing is internal, it has the potential for students to become disengaged. As Williams 

(2008) notes, the consumption of video in the classroom is a passive activity and needs to 

accompany other activities (Williams & Lutes, 2008, p. 4). However, research supports 

introducing video clips into the classroom is valuable when combined with group learning 
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activities. Students in these studies showed an improvement in their English-speaking skills 

(Muslem, Mustafa, & Usman…, 2017). Videos used inside the classroom may only be a 

substitution of a lecture or to break up the monotony of a lecture; however, videos can be 

seen at and consumed at home using available services such as YouTube or Vimeo. As Basal 

(2015) noted, traditional methods are tied to the classroom time and location whereas 

implementing flipped (with video) lessons to free up both instructors and students to 

experience better learning opportunities (Basal, 2015).  

2.2 Video Creation 

Integrating video into the classroom is not limited to the consumption of video but also to the 

creation of it. Video creation activities are student-centered activities involving inventing and 

creating what is seen on the video. The activities can range from storytelling, video 

comments, filmed discussions, video blogs, and more. Most of the use of video creation 

activities take planning with the result being consumed or used by others. These activities 

allow students to use their voice and creativity and encourage participation. Sarah DeMaria 

and Cathi Fuhrman write about a successful project that was implemented for 10th graders in 

Philadelphia (DeMaria & Fuhrman, 2011). They were able to transform an English literature 

lesson on The Adventures of Huckleberry Finn in their classrooms by having students make 

and produce videos of their interpretation of the novel. They noticed a 5% improvement on 

the unit test that accompanies the unit (DeMaria & Fuhrman, 2011, p. 34).  The learning that 

happens as a result of the collaboration benefits from the positive qualities that accompany 

collaborative learning (Gan, Menkhoff, & Smith, 2015; Kumar & Sharma, 2016; Yang, 

2014). 

2.3 Video Interaction 

Video interaction attributes require a back and forth between participants. Both synchronous 

and asynchronous interaction video assignments can be created for the classroom that can 

encourage students to interact and speak to each other.  Video conferences fit into the 

interaction section if two-way communication is included. If the video conferencing lesson 

design does not include students, then it provides the video consumption attribute only. Video 

conferencing in the ESL classroom was studied in Taiwan found that the students 

demonstrated similar behaviors as in a regular classroom—shy students not speaking, some 

students becoming disinterested, etc. (Yu, 2018). So, video chats that allow one-on-one 

discussion synchronously may provide more speaking interaction than full class lectures 

using the same tool. However, there are new tools that are allowing video interaction 

asynchronously that were not possible just a couple of years ago. These new tools allow for 

group interaction to take place at a location, time and offers playback options preferable to 

the learner. The ability to take their time and re-record speaking is allowing shy students to 

have a chance to show their voice and ESL students are showing an increase in their speaking 

competencies (Bakar, Latiff, & Hamat, 2013). As of the writing of this paper, a tool called 

FlipGrid is gaining traction as the tool that allows this amplified asynchronous interaction. 

This tool provides for activities with a combination of all three video implementation 

elements; these activities start to place the learning into the hands of the learners and the 



International Journal of English Language Education 

ISSN 2325-0887 

2018, Vol. 6, No. 2 

www.macrothink.org/ijele 41 

SAMR (2017) integration level to (R). 

 

3. Video Implementation and the Communication Cycle 

If instructors choose to utilize video, it may help to understand how video relates to the 

communication process. These models are preliminarily based on standard communication 

theory models that have evolved. As more educational technology tools are developed that 

include video, these communication models in relation to video may change, but the idea is to 

align the desired interaction with the lesson that is planned. Using the communication cycle 

as a starting point, instructors can model lesson planning to fit the most appropriate model. 

When looking at how participants/students participate in a video lesson, we divide them into 

either active roles or passive roles. Passive roles are cognitive processes that are internal—in 

the case of video, reflect. Sometimes passive learning is warranted and desired because the 

participation piece happens outside of video use. Alternatively, active roles are external, 

meaning learners must produce—in the case of video, speak. 

3.1 Standard Linear Model 

This model is a passive role use, see Figure 1. Listening practice and other traditional in-class 

video use methods. The communication is one direction, the video is the sender, and the 

participant is the receiver. It is based on the one-way models of communication developed 

from Shannon and Weaver in 1949 (as cited in Hamilton, 2014, p. 4). This model has been 

effectively used in the past in classrooms see (Blonskytė, 2014). 

 

Figure 1. Standard Linear Model 

 

3.2 Synchronous Interactive Model 

This model is an active role use, see Figure 2. This model facilitates an in-person 

conversation face-to-face interaction between two participants using video at the same time. 

The communication happens in both directions. What differentiates this model compared to 

the linear model is that both sides are practicing by participating in real time. It most 

represents aspects of the circular model developed by Schramm in 1955 (as cited in Hamilton, 

2014, p. 4; referencing Schramm, 1971) or transactional model introduced by Barnlund in 

1910 (as cited in Hamilton, 2014, p. 4). It also is dependent on scheduling as the participants 

need to access the video tool at the same time for it to work. 
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Figure 2. Synchronous Interactive Model 

 

3.3 Synchronous Group Interactive Model 

This model is an augmentation of the Synchronous Interactive Model and can be both active 

and a passive role use, see Figure 3. What separates this particular video use style is that 

more than two people are interacting; it is the video conference call or online class meeting 

with three or more participants. Depending on the class needs, this model can present a 

hybrid of interactive and linear. This model is the closest representation to an actual 

classroom situation. With this model, some students who partake in the communication 

interaction and some who will not. Some may not listen to or receive communication from 

others, or there may be lurkers who replicate the liner model. If a video implementation only 

has one speaker and the audience does not participate—even if the participants are also being 

viewed on the video screen—it falls under the linear model. The appearance of the 

Synchronous Group Interactive Model may appear orderly, interactive, and organized, but the 

communication may not be that different than a standard classroom.    

 

Figure 3. Synchronous Group Interactive Model 

 



International Journal of English Language Education 

ISSN 2325-0887 

2018, Vol. 6, No. 2 

www.macrothink.org/ijele 43 

3.4 Asynchronous Linear Model 

This model is a passive role use., see Figure 4 This model is used when the video used 

accessed and viewed by learners at different times and is not reliant upon a schedule. This 

allows students to have control of when they access the video and give them opportunities to 

replay the video as needed. Video assignments consumed as homework assignments outside 

of class allows instructors time during class to implement more interactive activities in the 

classroom. This model is also used when an instructor makes asynchronous video comments 

and feedback on students work rather than written comments. As with other liner models, 

there is no reciprocal communication involved with the video use.   

 

Figure 4. Asynchronous Linear Model 

 

3.5 Asynchronous Interactive Model 

This model is an active role use, see Figure 5. The asynchronous model allows for a 

back-and-forth between teachers and students, and it is not reliant upon a specific schedule. It 

also gives students who may have troubles being active in a synchronous lesson time to 

process the information and respond when they are ready. Tools such as FlipGrid assist and 

promote in these kinds of interactions. As Shahronki (2018) noted concerning a “the 

combination of appropriate videos, effective questions, and interactivity types can potentially 

result in the development of students‟ creative and critical thinking skills, and engaging 

learning experience” (Shahrokni, 2018, p. 113). 
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Figure 5. Asynchronous Interactive Model 

 

3.6 Asynchronous Group Interactive Model  

This model is an active role use, see Figure 6. This is an augmentation of the Asynchronous 

Interactive Model. Since the participants are not dependent on time constraints, users can 

comment or respond using video at any time. This model reduces the problem that sometimes 

arises with the Synchronous Group Interactive Model in that all members have a chance to 

speak on video. Group interaction with an asynchronous ensures that all participants have an 

equal opportunity for participation.   

 

 

Figure 6. Asynchronous Group Interactive Model 

 

4. Combining the Video Attributes with the Video Communication Models 

The following graph represents the combination of use categories, video use communication 
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models, and possible SAMR level.  

 

 

Video 

Consumption 

Video 

Interaction 

Video 

Creation 
Participant‟s Role SAMR 

Synchronous Linear ✓ 
  

Passive S 

Synchronous Interactive ✓ ✓ 
 

Active SA 

Synchronous Group 

Interactive 
✓ ✓ 

 
Active/Passive SA 

Asynchronous Linear ✓ ✓ ✓* Active/Passive SAM 

Asynchronous Interactive ✓ ✓ ✓ Active AMR 

Asynchronous Group 

Interactive 
✓ ✓ ✓ Active AMR 

Figure 7. Video Use Attributes + Communication Model Chart 

 

5. Video Implementation and the Digital Divide 

The following graph represents the combination of use categories, video use communication 

models, and possible SAMR level. Since there is increased access to the internet around the 

world, teachers in different countries can network and learn from each other using 

professional learning networks. With a simple Internet search, it is easy to find many different 

video tools and pedagogical suggestions that have support from bloggers, tech companies, 

and industry experts. Lesson plans and technology conferences show off the next new and 

exciting tech. And some will apply the theory presented in this paper to design more lessons. 

However, many of those tools are not easy for teachers to implement or access due to the 

barrier of entry related to cost or restrictive use by schools. Those who are connected to a 

district or have access to school budget are more likely to adopt these tools and even with that 

access approval for the instrument may be denied.  It is essential to be flexible and advocate 

for the tool that is most affordable, easy to use, and reproducible. This difficulty in 

technology access is called the digital divide (2002).  

The goal is not to hinder teachers from using video because of their possible inaccessibility to 

a particular tool. But to encourage teachers to be aware of the different pricing models, so 

there are no surprises when trying to implement an idea regarding video implementation. It is 

also to advocate for instructors and institutions to choose the free model as it is easier to 

duplicate and is more accessible to learners and is more portable for teachers who change 

jobs or work in areas that have different tools. The cost structure models outlined below are 

to help assess the video tools to find one that is both legally and financially viable for a 

particular situation. There are three tiers of cost structure video in the class, the pay model, 

the freemium model, and free model.  
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1. The Pay Model: Are merely tools that must be purchased to use, there is no free 

version even if discounts for education are offered. Some of these services include 

complex technology hardware services that need to be set up before implementation. 

Outside trainers and other training may also need to happen depending on an 

instructor or a school‟s technology awareness. Pay models are harder to replicate or 

move to different situations since there is no freemium or free version.   

 

2. The Freemium Model - The second model is the freemium model. These tools have a 

tier in their business model to include offering their service for free. It is possible to 

use this kind of tool effectively without upgrading to the paid model in some 

situations. The freemium model‟s free version usually has restricted offerings such as 

a limit of participants and time, but it varies according to the tool and the ultimate 

goal of the organization. Some of the attractive attributes of some of these tools are 

only available if upgrading to a paid account This model includes free software and 

solutions that only work on one operating system like Mac OS, Microsoft Windows 

since the purchase of the specific machine is necessary for access. If the free version 

is effective in implementation, then it is easier to replicate for other teachers and 

move with the instructor.   

 

3. The Free Model - The final model is the free model. These are the free tools that are 

available on any device. Many times, these tools are also used outside of educational 

situations. This means that the barrier of technology skills needed is usually lower 

since peer support for these tools makes it easy for teachers to implement in 

classrooms no matter the budget. These tools are more accessible to replicate across 

different classes and can usually move with the instructor.  

 

6. Country and Cultural Considerations 

Note, not all countries have the same laws and internet access. Some tools are limited or not 

available in some countries. China and Russia have either limited or no access to services 

such as YouTube. The use categories and video use communication models developed in this 

paper were created with this in mind. Instructors can use the attributes of the models to see 

how they align with the video tools available to them and they can make better decisions for 

their classes.    

 

7. Conclusion 

As newer tools are developed the opportunity and ability for two-way interactive 

communication using video in the classroom is now possible. Different video implementation 

styles can be realized by more instructors from many different demographic backgrounds 

based on their location and available tools. By understanding the intersection between Video 

use Attributes and Video Use Communication Models (as developed in this paper), instructors 

can better understand the “what” and “why” of using video for their classes. Combining the 
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understanding of the video tool pricing models and the video use communication models; 

will help align a video implementation to a teacher‟s pedagogical practice and their logistical 

situation more efficiently. As more and more teachers implement the different aspects of 

video integration communication cycles, more research can be done to further measure the 

effectiveness of video use for second language learning. 
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