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ABSTRACT  The purpose of this phenomenological study is to unveil the qualitative rather than the quantitative
factors in student-teachers’ experiences on instructional material development for their future classrooms. The
participants of this study were nine student-teachers who took “Science and Technology Teaching” cou rse at
Classroom Teacher Program. The data sources of this qualitative analysis were the interview transcripts, observation
notes, and developed materials. A careful analysis unveiled the following themes: lack of technical skills, lack of
instructional design experiences and skills, peer influences, and feeling the novelty. The implications of these
identified themes were found important for education community to effectively integrate new educational tools in
lessons.

INTRODUCTION

The “instructional materials” term has been
used when the first formal teaching took place.
In general, instructional materials refer to tools
or equipments that teachers use to teach or stu-
dents use to learn. From stones to modern com-
puters, there are various materials used for the
purpose of instruction throughout the history
of human beings.

Until the last century, there were limited op-
tions for selecting different instruction materi-
als for lessons. With technological develop-
ments in the last century, television and radio
have been used as instructional tools. In the
last decades, computers also became part of
education. With more options, educators have
looked different options of instructional materi-
al selection for their specific purpose of educa-
tion (Baytak 2010).

Even though there were discussions on
whether or not the role of instructional tools,
specifically computers, are only vehicle to trans-
fer information and influence learning (Clark
1994; Kozma 1994), recent education pioneers
have suggested that using different instructional
strategies with computers is more effective for
learning (Papert 1993; Jonassen et al. 1999; Jo-
nassen 2000). Different instructional materials
have been suggested based on the structure of
the learning environment or the characteristics

of the learner (Reiser and Gagne 1983). The con-
tent of the subject, whether it is a factual or cog-
nitive domain, is also influenced from the selec-
tion of the instructional material (Dale 1969). With
the recent development in online learning and a
focus towards student-centered learning ap-
proach compelled educators to select several
instructional materials to access large popula-
tion of learners. Putting all together, most edu-
cators ended up suggesting computers as a only
instructional material for course since it covers
almost all the features of other material types
(Baytak 2010).

Because of those features that the new com-
puter technology holds, there is a consensus
among most educators that computers are pow-
erful instructional materials for an effective learn-
ing. Besides that, the current trend in social life
is use of computers and therefore the use of
new technologies in education has been found
contemporary for the classroom of the 21st cen-
tury (Cuban et al. 2001).

Consequently, technology has been integrat-
ed in education in various ways. From the pro-
jections to animated slides, there are so many
instructional strategies and techniques to use
new technological tools in instruction. Since
technology covers variety of equipments such
as computers, projectors, cameras and so on,
the term technology integration has been also
used in a broader way. Specifically, computer-
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based instructions or computer-supported in-
structions are the terms that have been used to
refer computers as instructional materials. In
computer-based instruction, learner may use
software to learn content individually, or teach-
er may use computer programs in courses to
teach a subject to entire class.

Even though there is a growing interest in
these educational computer programs, there are
also critics from educators about their pedagog-
ical effects. Some researchers asserted that these
programs are not able to support teachers’ needs
properly since most of these products are either
educational but boring or non-educational but
fun (Kafai 2006). Commercial programs, on the
other hand, are found expensive for school bud-
gets or too general for specific class needs (Hir-
ca 2009).

Teachers who are stakeholders to present
computers as instructional materials in their
classrooms are sometimes found reluctant to a
change from traditional materials to these new
materials. There could be various causes behind
this reluctance. Some of them are the availability
of the proper programs that mentioned above.
Teacher may insist to change their teaching be-
haviors (Cuban et al. 2001).

Some researchers think that due to most of
the current computer programs for education are
lack of pedagogical views, they could not be
effective for students’ learning (Akdeniz and
Yiðit 2001; Gujjar and Malik 2007; Hirca 2009).
These researchers, thus, suggest that teachers
must develop their own instructional materials
or involve in the development process since they
must know better how their subjects teach eas-
ily to their specific students. To overcome this
problem, courses are designed based on learn-
ing-by-design and learning-by-doing theoreti-
cal frameworks. In these frameworks, the main
idea is to provide a learning environment for
students to actually do a task or design a mate-
rial. During the process of doing and designing
materials, students are expected to engage in
the context and learn about the subject area
(Land and Hannafin 1997; Hmelo et al. 2000;
Kolodner et al. 2003; Kafai 2006). In these cours-
es, students usually are assigned to a certain
topic and they are required to design and devel-
op an instructional material for targeted stu-
dents. By doing these, student-teachers are also
expected to experience of being teacher. Learn-
ing-by-design and learning-by-doing are the

most common approaches implemented in teach-
er-education programs. In some courses, stu-
dent-teachers cover different instructional ma-
terials and are generally required to develop sam-
ple instructional materials for their fields.

Overall, when the previous literature on ma-
terial development and teacher or student-teach-
er use of technology has been examined, there
is lack of study that deeply investigate student-
teachers’ experience for computer aided instruc-
tional material development. There is no such
study found that answers the following ques-
tions; what are the essential components of com-
puter aided instructional material development
for student-teachers; what are the feelings and
beliefs of student-teachers when developing
computer aided instructional materials have been
rarely studied in a such in depth-qualitative ap-
proach; how computer aided material develop-
ment is experienced by student-teachers; and
how the student-teachers’ prior knowledge and
experiences effects their experiences of comput-
er aided material development.

 In order to find answers of these questions,
this current study has explored student-teach-
ers lived experiences in a phenomenological re-
search perspective. There are several studies
that exploring living experiences of school com-
munity members in educational context. For ex-
ample, McClelland (1995) has studied parents’
living experiences, Nitta et al. (2010) has explored
the living experiences of teachers and students
when there was school reform in their education
settings. Most importantly, another phenome-
nological study by Zuniga has reviled that teach-
ers have lack of training and instruction time for
effective technology integration (2010). Using
different technology device, PDAs (Personal
Digital Assistant), Pederson and Marek (2007)
qualitatively examined and described the experi-
ences of educators and interns.

The current interest towards online learning
has appeared in the study by DeGagne and
Walters (2010). The researchers explored the lived
experiences of online educators. Similarly, Camp-
bell (2003) has also run a phenomenological
study for an online learning environment and
this study found how blogs can provide owner-
ship to students to increase their motivations.
To better understand the students’ experiences
in online learning environments, Liu (2008) stud-
ied students’ interaction within the scope phe-
nomenological approach.
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Differently, Baytak et al. (2010) studied chil-
dren perceptions about technology integration
in a phenomenological lens. Kassaimih (2006)
looked at the teachers’ perception in interna-
tional manner. Cilesiz (2011) also provided a wide
range of studies done with phenomenological
approach focusing on technology integration
into classrooms. The literature review for this
current study shows that phenomenological re-
search approach has been intensively used in
nursing education. Since it is out the scope of
this paper to list those research studies, a relat-
ed sample study is provided. For example, Little
(2000) studied technology competence of nurs-
es for learning about critical care nursing.

Consequently, when the study by Rodrigu-
ez-van Olphen examined teachers’ lived experi-
ences with technology integration, there were
important factors appeared. Based on the find-
ings of this study, teachers’ beliefs, previous
experiences and their content and pedagogical
knowledge were the factors effecting their deci-
sions to integrate technology in their lessons
(2002).

MATERIAL  AND  METHODS

As it was mentioned above, the current study
employed phenomenological methodology since
the research questions listed above were con-
cerned with the lived experience of student-
teachers. According to Creswell (1998), phenom-
enology research provides the meaning of the
lived experiences for several individuals about a
concept or the phenomenon which is computer-
based instructional materials. Phenomenology,
pioneered by Edmund Husserl and Martin
Heidegger in the last century, has been consid-
ered both as a philosophical approach and meth-
odology (van Manen 1990).

The aim in phenomenological research is to
explore the consciousness and essence of the
lived experiences and therefore this research
perspective try to unveil the qualitative rather
than the quantitative factors in human experi-
ences (Moustakas 1994). According to Dowling
(2007) researchers in phenomenological perspec-
tive should conduct the study without any prej-
udice in order to understand the phenomenon
correctly and presented accurately.

The Participants

The participants who experience the phe-
nomenon are seen as co-constructors of the

descriptions and interpretations of the research
(van Manen 1990). Thus, the main criterion for
participation is that the participant has some
experiences of or relation to the phenomenon
(Rossiter 1999). The purpose of selection in a
phenomenological study is to find participants
who had experience with that phenomenon and
willing to share their experiences and feelings.
According to Rossiter (1999), the selected par-
ticipants have to be representative enough of a
specific population to enhance the possibility
the phenomena can be captured.

Following the guidelines of a phenomeno-
logical approach, the researchers of this current
study, one of them was the instructor of the
course, observed the classroom to select repre-
sentative participants.  As common class pro-
file, some students pay more attention to projects
where some spend less. Without looking at the
students’ prior experience in the phenomenon,
the selection was based on students’ perfor-
mance and their willingness to attend the study.
There were nine participants (4 male and 5 fe-
male) who were in their third year of university.
Throughout this paper, the names are labeled as
student 1 to 9 to protect participants’ privacy.

The Context of the Phenomenon

The phenomenon, material development, was
part of the student-teachers’ course require-
ments. The course, The Instruction of Science
and Technology, is requirement course for class-
room teachers. The course is delivered in two
semester of the third year. This research was
conducted during the second semester of the
course. During the first semester, the course
covers most common instructional theories and
strategies, alternative measurement and assess-
ment methods in science lessons. According the
course instructor who is also the second author
of this paper, the students insisted several times
that they have already known the topics cov-
ered in the first semester of the course. Howev-
er, it was observed that they were not able to
implement their theoretical knowledge into prac-
tice. Thus, for the second semester of the course,
the instructor redesigned the course and re-
quired the student-teacher to develop a course
material for elementary level. Each student-teach-
er was given a specific objective of an elementa-
ry level Science and Technology Course. In the
first four weeks of the course, the instructor pre-
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sented a sample course material and how it was
designed with PowerPoint software. Even
though the students were not bordered with
specific technologies, they were told that they
could develop their own materials with Power-
Point software to include animations and vid-
eos.  Figure 1 shows a screenshot of a student’
developed material.

Data Collection

In phenomenology, the purpose of collect-
ing data is to use that data to construct a mean-
ing (van Manen 1990). The data presented in
this study is based on the interviews with the
participants, class observation during the stu-
dents’ experience of material development, and
the students’ developed material for the course.

Interviews

As it is heavily suggested in phenomeno-
logical studies, interviews with the participants
were the main data resource for this paper. Each
of the participants was interviewed privately.
They were conducted in a quiet room, with re-
freshments, a small distance away from their
classrooms. Even though most of the partici-
pants were comfortable during the interviews,
few were nervous at the beginning of the inter-

views. The second author of this paper who was
also the participants’ course instructor restated
how their responses would not influence their
grades since they already received their grades
for the course.

Semi-structured and face-to-face interviews
were done.  The interviews were conversational
in tone with a student-teacher and the research-
ers disclosing what it is like to develop comput-
er-based instructional materials. Based on sug-
gestions in the previous phenomenological re-
search (Bogdan and Biklen 2003), the interview
questions in this phenomenological study were
developed without a specific answer in mind.
The most interviews were started with about their
topics and why they chose to design the materi-
als they developed and then the rest of ques-
tions were asked based on the participants’ re-
sponses. The conversations were done in Turk-
ish but the transcripts are translated to English.

Observations

In addition to interviews, researchers also
(Marshall and Rossman 1999) suggest the im-
portance of observation in phenomenological
studies to understand the lived experiences ac-
curately. In this study, course instructors took
notes during students’ interaction with the phe-
nomenon and interaction with each other. Social

Fig. 1 . A screenshot from a student’s material’ main menu on topic  of environmental
issues (Published with the permission of the student)
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setting of the lived experience where sharing,
collaboration, conceptualizing, and challenges
are taken place were observed for individual
participants and entire classrooms.

Developed Materials

As part of the class requirement, the stu-
dents were given assignment to develop a com-
puter-based material. The developed instruction-
al materials were aimed to be used in a class-
room or by individual students. The target audi-
ence of the materials were limited to primary
school students but not to a certain grade level.
Each participant was given time to develop the
material and present in the classroom with their
peers. Participants were allowed to help each
other but not to do someone’s task.

Data Analysis

After the data collection, researchers in phe-
nomenology do data analysis to find meanings
within the experience and determine essential
themes (van Manen 1990). During the analysis
process, researchers of this study try to remain
faithful to the key criteria of phenomenological
research. Based on the collected data, the anal-
ysis process includes interview conversations,
class observations, and instructional materials
developed by the participants.

The analysis of data started with the devel-
oped materials for each participant. What they
developed, which instructional strategies, tech-
niques, alternative measurement and assessment
methods reflected, what characteristics the ma-
terials hold, what technology is been used, and
how the content is displayed are the main ques-
tions that were keep in mind while analyzing the
materials. After that, the interview analysis start-
ed.

For the interview analysis, researchers used
word processing and created a table for each
participant. Within this table, there were columns
devoted to the minutes, the exact conversation,
extra notes from the interview that during the
conversation, and expressions to lead themes.
From minute to minute, all conversations from
all participants were transcribed in this table.
Each transcript was read with an open mind so
that data could be approached without precon-
ceptions about computer-based material devel-
opment and participants’ experiences.

Since there were long pages of transcripts,
the study follows qualitative study guidelines
suggested by Miles and Huberman (1994) and
the transcripts were coded. By coding the data,
a large amount of textual data was reduced to
meaningful concepts. To reduce the text and
determine themes, van Manen suggests three
approaches; the holistic or sententious, the se-
lective or highlighting, and the detailed or line-
by-line (1990). For the analysis of this study, the
second approach has been deployed. After se-
lecting all expressions or words related the phe-
nomenon from the textual, the researchers try to
find the themes that captured the essence of
computer-based instructional material develop-
ment.

FINDINGS

Based on a careful qualitative data analysis,
there are four core themes identified from the
reduced meanings of participant verbatim tran-
scripts; lack of proper technical skills, lack of
instructional design experiences and skills, peer
influences, and feeling novelty. Quotes from the
participants are used throughout this section to
emphasize core themes.

Lack of Proper Technical Skills

Prior the instructional material development
project, students have already taken basic com-
puter and technology courses that teach about
office programs and especially Office PowerPoint
(PPT). Thus, instructor gave option to the stu-
dents to use PPT as platform to develop their
instructional materials. However, they were told
that materials should include animations, ani-
mated images and shapes and movies that de-
signed by themselves or from internet and less
text in various teaching methods and techniques,
so the materials should be different than a sim-
ple presentation.

It came out from the interview transcripts that
the participants of this study thought they al-
ready have enough technology skill until they
started to develop the materials. When they were
asked whether they have any technical prob-
lems during the project, most of the students
mentioned that they did not know how to make
proper animations for their designs. Student 5
for example, has indicated that he already knew
PPT at some level but he had trouble with find-



102 AHMET BAYTAK  AND NECATI HIRCA

ing sources working on his design. Student 3
added that he never had any fear at the begin-
ning of the project because he thought he knew
PPT well. But then when he could not find the
sources he wanted, his level of fear, as he men-
tioned, had increased. Similarly Student 1 men-
tioned that he understood later in project that
he did not design PPT slides effectively as much
as he should. Student 6 also said that he learned
more about PPT during the project while devel-
oping his material.

Another student, Student 7, mentioned that
she only knew making single slides with PPT
but during the project she did trial-and-error and
learned more about PPT. Student 1, bring up
another important concern. He said;

“[I]f I had enough PPT skills, I could use
my project time properly and wisely, I could
think more. But, after the project was done, I
was surprise how I design the project. I learned
more by doing it. And, at the beginning, I did
not know that you can develop that interactive
material with PPT.”

Most of the students indicated that they
could not find related animations for their spe-
cific topics at the beginning. The students who
found animations mentioned he was not able to
modify the material for his content area. Student
4, for example, said “at the beginning I have
hard time to find good pictures and source for
my topic, later I found some but I could not
modify those. Thus, at the beginning I always
had fear about the project.”

Different than, Student 4, Student 9 men-
tioned that she had self-confidence about the
project at the beginning until she had trouble
with PPT.

“At the beginning, I had self-confidence that
I would design a good material. But, then, I
spent at least two hours to delete a textbox that
appears on slides. When dealing with textbox I
had fear that I could not finish the project. Lat-
er, a friend told me that you just write in the
box. And, after that I started to try out different
things. I learned a lot of things. When I started
animate images and shapes, I had a feeling that
I could design a better material and my fear
disappeared.”

Some students said that they would like to
choose a different topic since they, at the begin-
ning of the project, thought they cannot devel-
op a material with their technology skills. For

example, student 6 mentioned that he wished he
was assigned to a different topic by course in-
structor. Similarly, Student 7 told the research-
ers during the interview that she learned anima-
tion during the project and after she learned a
new thing she changed her design.

Since students did not have proper technol-
ogy skills prior the project, they developed ma-
terials that were under their expectations. Some
participants, therefore, mentioned that they
would design materials differently if they knew
PPT or flash before. However, the data analysis
show that every new skill they learned have re-
flected on their designs. Student 8, for example
pointed that out as follows;

“The new technology skills I learned dur-
ing the project have affected my design, and
therefore my feelings. At the beginning, I was
planning to develop my material with simple
images and shapes but later I have seen effects
and animations. I started thinking to use that
features. Then, I thought my students can learn
my topic better if I use those animations. I start-
ed use animations and I become happier about
the project.”

Nevertheless, in each interview, the partici-
pants were asked whether or not doing this
project improve their technology knowledge. All
students accepted that their technology knowl-
edge has been improved so much. For example,
Student 9 mentioned that she learned some sim-
ple computer activities besides PPT features.
She also mentioned that she feel safer now when
she use computer comparing with prior to the
project. Prior to the project, she mentioned, she
did not prefer to do the tasks on computers or
she would ask friends for help. But, now after
developing the material on computer, she said
she likes to work more on computers without
any fear. More importantly, another student, Stu-
dent 2, claimed that she learned most of features
of PPT by doing it and this learning is more sus-
tainable.

Lack of Instructional Design Experience
and Skills

The analysis of the data from the observa-
tion and interviews shows that there was a con-
sensus among the student-teachers that tech-
nology-based instruction is more effective than
traditional instruction for primary lessons. They
indicated that with the new technologies, their
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future students will learn better. It was found
that the prior courses they have taken about
learning and instruction was backing their claims.
The participants of this study were mainly aware
of the learning theories and methods. The fol-
lowing participant, for example, mentioned how
cognitively technology can affect students’
learning;

“The programs developed on computers are
able to touch different senses of the students.
For instance it can be both audible and visual.
In addition, it can be updated easily. For exam-
ple, if you do not like it or you find something
missing, you can make changes quickly.” Stu-
dent 4

The interview transcripts show that the stu-
dents lack of prior experience in developing in-
structional material and instructional design
strategies have affected their experience during
the project. From their feelings to their time man-
agement, most of the students mentioned that
they had hard time at the beginning of the project.
The following conversation was part of these
transcripts.

Researcher: what did you feel when you first
time started the project

Student 4: It was terrifying. I had fear that I
could not finish the material. I spent most of
time thinking what to do. Then, I called my fa-
ther and tried to get his ideas.

Researcher: Why did you have fear?
Student 4: I did not know anything
Researcher: what did you not know?
Student 4: I did not know what the materi-

als should look like and how it should be de-
signed.

Responding the similar questions asked by
researchers, another participant, Student 3, men-
tioned that he could do easily design a slide
show but it was hard to think about making rain,
mudslide (soil erosion was assigned to this stu-
dent as the material topic).

The finding that the students did not have
proper instructional design skills with new tech-
nologies has strengthened with the participants’
interview transcripts.  Even though some stu-
dents did not clearly mention whether they had
lack of instructional design skills, their comments
during the interviews proved the claim of this
study. For example, Student 2 stressed that she
did not have any issue with the design at the
beginning of the project, but she later state that;

Student 2: when I saw the topic assigned to
me, I thought the easiest topic was assigned to
me. Then I started to think how to design. Even
though I had less computer knowledge, I
thought I can do it.

Researcher: what gave you the confidence
that you can easily design your material?

Student 2: Because, the professor showed a
material that was done with a topic similar to
my topic. Then, this material gave me idea what
to do.

A similar conversation with Student 8 also
shows that some participants did not have any
instructional design idea in their mind but influ-
enced from their peers even though their as-
signed topics were different.

Researcher: did you have any design idea
when you started developing the material?

Student 8: no, I did not have any design idea
in my mind but when I saw a material devel-
oped by my friend, the material is shaped in my
mind. And I started to develop.

Student 4: after seeing friends’ materials I
started having ideas about what to do. Then
the project became fun.

As the conversations show, the participants’
lack of proper instructional design skills lead
them to copy their peers’ designs and this could
cause replicated designs at different theme. Stu-
dent 3, for instances, specified that his design
was changed after seeing the first presenter’s
material. He tried to do a similar instructional
design.

It was seem that most of the students was in
need of PowerPoint help, however, according to
Student 6 who has known as the most knowl-
edgeable student among his peers, mentioned
that other students was requested help more
than just about technology but also about de-
sign.

Nevertheless, by developing the materials,
the students started to implement some instruc-
tional strategies. Based on the interviews, it was
found that the student-teachers’ lack of tech-
nology skills have affected their designs as well.
For example Student 9 mentioned in detail how
her materials get changed after learning new fea-
tures of PowerPoint. After learning technical
skills, and presenting her material, Student 9
mentioned that she started to think about imple-
menting some instructional strategies in the
material. She for example, helped her friend to
start PPT with an interactive question for stu-
dents.
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Later in the project, students pointed out that
they have added some instructional strategies
and tactics in their materials. Student 5, for ex-
ample, stated that he checked the prior knowl-
edge of his material users by adding a question
at the beginning of the material according to
first stage of 5E model of constructivist ap-
proach. Based on the users’ responses, differ-
ent videos were shown on his material. Student1
also added some strategies that check users’
multiple intelligence. Student 2 mentioned that
she wanted her materials to have both audible
and visual features and she added those fea-
tures later. Student 3 commented that his slide
shows, from now, would not be simple slides
because that bothers him now. He would devel-
op materials with PPT that present information
with different instructional strategies.

More specifically, it also appeared that the
teacher candidates were aware of their target
audience prior to the material development
project. It came out on most conversations that
they wanted to know how the children would
like the material. Student 4 mentioned that she
worked hard to find the best possible design
that the children would like. Another female stu-
dent mentioned that she developed based on
what she liked when she was a child.

The student-teachers were asked what they
would do if they were given another semester
time for the design. Most of the answers were
that they would add more animations. Student 8
mentioned that he, then, would have more time
to think about the project and everyday new
things may inspire him to redesign his material.
This also shows that there was not a planning
strategy among students.

Peer Influence

As part of the project, the students were told
by course instructor to present their instructional
materials to the rest of the class. The students
were assigned to different weeks. In addition,
the course instructor allowed the student-teach-
ers to interact with each other for their individu-
al material development. Based on participants’
comments, they interacted with each other in
classroom and out of classroom. The interviews
transcripts showed that the presentations of the
materials and social interaction of participants
have created a platform that peer influence ap-
peared. The findings show that peer influence

was mainly about technical and design aspect
of the material.

First of all, the presentation sessions of the
materials has impacted on the students designs.
For instances, Student 2 commented that “some
of my friends had too much text on their materi-
als and this was not good for eyes. After that, I
looked at my material and take out some text.
But, on my material I had concept map and I
saw later that most of my friends used that strat-
egy on their materials.” (When other partici-
pants were asked they accept that Student 2’s
concept inspired them to use it). Student 2 add-
ed that; “if I had more time I would add a ques-
tion at the beginning of the material. I saw that
from a friend material after my presentation.”

The students also reported that the presen-
tations were reflection for them to modify their
materials. Student 5, for example, stated that he
was taking notes about pros and cons of materi-
als when his friends were presenting their mate-
rials. Student 5 also mentioned that he take his
lessons when the course instructor gave feed-
back to his classmates’ materials. Consequent-
ly, Student 3 stated that; “after my presenta-
tion, some of my friends spent only few hours for
using some features of PPT, on the other hand I
spent three weeks to understand the software
features and to use for my material develop-
ment.”

The interview transcripts and observation
notes show that students freely made comments
on each other’s materials. According to partici-
pants, most of these comments were negative
but found productive to modify the materials.
Student 3, for example, commented that;

“My friend told me that I have too many
slides for a instructional material and delete
some. Some also said that I had too many imag-
es I took put those. I also transformed  pictures
into buttons and a friend told me that it does
not look good. After that I made the buttons
simple.” Student 3

“Because of topic [the student had environ-
mental issue as assigned topic], I had green as
background color of my material. Then, a friend
of mine saw it and said that this could be too
dark and users cannot see the buttons. After
this comment, I modified my material accord-
ingly.”  Student 8

Nevertheless, the comments were found lim-
ited to shapes and colors. Student 2, for exam-
ple, stated that she, after getting some comments
from her peers, modified only the content and
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shapes of her materials but she did not make
any change on the instructional strategy she
used. In some cases, such as Student 7, stu-
dents made changes on their materials without
judging the peers’ comments. She mentioned that
she needed help on the project and she added
that “I made all the changes when my friends to
told me to so”.

It was found that peers’ designs and levels
become benchmark for student-teachers. They
have look at each other’s design first and some
design based on that. Student 8 for example
pointed that “at the beginning of the Project I
was so much fear. But, after trying   I had bring
my materials to certain level and I saw that my
materials were similar to my friends’ materials.
At that moment my fears to happiness and I start-
ed having confidence that I can also design
instructional material.” Similarly, Student 4 also
commented that she had fear that she cannot
finish the project until she saw her friend design
some visible materials. This shows that getting
certain level or benchmark has directly affected
their feelings and beliefs.

Feeling the Novelty

The interview transcripts of this study show
that the participants believed that technology is
effective for education and the material devel-
opment process was novel experience that
helped those live teaching experiences. Most of
the students accepted that technology is or will
be everywhere in the social life including educa-
tional systems. Student 7, for example, comment-
ed that;

“I realized that we were in need of this kind
of projects. It does not matter how much I in-
sists, one day technology will defeat us to be
used in my lesson. In order to survive, I know I
have to be able to deal with technology. When
I become a teacher there won’t be any school
without computers. The teaching models I have
seen so far at the school are traditional but I
think that changed now.”

 The participants also agreed that they, as
students, always wanted to have simple assign-
ments and projects to pass classes but the de-
sign project helped them to learn about instruc-
tional materials and computer-based materials.
The interview transcripts show that most of the
students indicated they have happiness at the
end of the project. The following are comments
from two participants;

“We, as students always wanted to have sim-
ple tasks or do nothing at university. But, I think
this kind of material development activities
have to be more. When I go to training schools,
I see teachers are using rational styles and stu-
dents are getting bored. I think this kind of
materials will be beneficial especially for stu-
dents. I wish we had this project at early years
of my university time and I wish we design new
materials for the internet as well.” Student 4

“When I was assigned to the project, I found
it odd. I thought that it spends my time to work
on a single project and presentation of this
material. After I finished my material, I liked my
materials and the project idea. I felt happy”
Student 5

“This project helped me face with realities.
I felt teacherhood. I understood what to do and
what not to do.” Student 7

“I think this project increase my inspira-
tion skill. At the beginning no one knew what
to do but then everyone finished their
materials.”Student1

In addition to their positive attitudes towards
the project, the participants, the findings of this
current study show, start feeling ownership of
the material they designed after the develop-
ment experience. During the last interviews, some
participants mentioned that they were happy be-
cause their future students will learn more from
the materials and some participants were happy
because they were able to finish such a func-
tional material.

“At the beginning of the project I had fear.
After I had finished my material and thought
that I can show something new to my future
students I started to get excited and happy. And
thinking that I can show these new and differ-
ent things to students at all time increased my
excitement and happiness.” Student 4

“I realized that the material I developed was
getting even my own attention.”  Student 9

 “I have designed this material for fourth
grade student. I planned to make it simple. I
imagined myself as a child I like the material so
much.” Student 2

 “When the material was done, I started to
think that I made the material and I can use in
my future school. With this project, at the first
time, I started imagining myself as a teacher in
next few years. That made me so happy” Stu-
dent 5
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DISCUSSION

The aim of this current study was to explore
the essence of the lived experiences of student-
teachers along with their developing computer-
based instructional materials process. After a
careful data analysis, the findings unveiled four
main themes. This section of this article will open
a discussion on how to interpret the findings
and how to implicate the findings in educational
settings.

The findings show that the participants of
the study had certain level of technology and
computer skills. The interview transcripts also
show that students had high self-confidence
until they have encounter the actual task for
material development. The participants accept-
ed that computer-based materials are essential
for contemporary teaching. However, observa-
tions and interview transcripts show that stu-
dents straggled to finish their materials. The sit-
uation proves that the participants who are go-
ing to be teacher in a year did not have proper
technology or computer skills to develop a com-
puter based material. As Whetstone and Carr-
Chellman (2001) urged, student-teachers of to-
day must have expertise and skill of technolo-
gies that they are going to use in their future
classrooms.

Similar to conclusions of Asan (2002) the re-
sults of this study also opened an area to dis-
cuss the Computer Basics courses delivered in
all Turkish Universities. In faculty of educations,
all teacher candidates are required to take this
course for two semesters. The content of this
course is usually limited to basic computing and
office programs. Even though the students have
to take Instructional Technology and Material
development courses after a year, the students
are expected to have certain level of prior skills
to be able to develop a computer-based instruc-
tional material. Besides basic computing and
office applications, teachers should have, at
least, some understanding in design software to
develop of modify instructional materials for
computer use. Even though there are already
computer-based instructional materials for teach-
ers, the concerns listed by Kafai (2006) still exist
and therefore there is a need for teachers to have
certain computer skills. Teacher candidates may
participate in such material development projects
or computer model projects (Valanides and An-
geli 2006) to practice their skills in both technol-
ogy and design.

Similar to lack of proper computer skills, the
study findings show that teacher candidates are
lack of instructional design skills. When the ex-
periences of the participants observed, most of
them spent days to have a design ideas. It was
found that most of the participants started with
a duplication of peers design and modified based
on their content area and their newly learned
technology skills. As one candidate mentioned
during the interview, they needed inspirations
for developing their materials and they had that
towards the end of the project. Even though the
participants have already taken some theoreti-
cal courses about learning and teaching, these
findings show that they were lack of instruc-
tional design skills. Thus, it can be suggested
that student-teachers must be prepared to de-
velop instructional materials with pedagogical
aspects. As it has been discussed by Akpinar
and Simsek (2007), teachers must at least be aware
of design process of learning materials. At the
era of technology, the focus should be on de-
signing and developing computer-based instruc-
tional materials. In addition, there were planning
problem along with design issue. Thus a struc-
ture planning session was found necessary.

As it was pointed by Baytak (2010) before,
technology is implemented within the frame of
traditional instructions. In other words, the cur-
rent technology opportunities such as comput-
er and web technologies provide a different plat-
form for learning and instructions. According to
Hirca (2009), teachers constantly try to explain
difficult terms by writing texts, drawing graph-
ics and answering the questions on the black-
board. In fact, all teachers create their own live
textbook in each class every day. With that per-
spective, teachers can create their own comput-
er-based instructional materials to implement for
many years. Thus, using these new high-tech-
nologies with old style educational methods may
not improve the quality of education. Indeed, it
may distract students’ attentions and decrease
students’ achievement in certain cases and sub-
jects. In order to use technology effectively in
the future classroom, today’s student-teachers
and tomorrow’s teachers must be able to under-
stand the design and development requirement
of an instructional material.

Similar to other design projects, the material
development project also naturally prompted
social interaction between students. Besides
formal presentations, students’ need in help and
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their curiosity for others materials have pushed
them to review peers’ materials and to leave feed-
back. In addition, the findings show that the
instructor’s comments for an individual material
have influenced others designs.

It was found that the interaction and com-
ments have caused student-teachers to make
big changes in their designs. This can be be-
cause of the students’ lack of design experience.
In other words, the student-teachers who did
not have design experience easily changed their
materials when they hear comments from a peer.
This influence, it was found, has also set bench-
mark among the participants. The interview con-
versations and observations show that the par-
ticipants’ decision on whether or not their mate-
rial was complete was based on their peers’ ma-
terials. Once participants see his or her material
at the level of previously presented materials,
he or she feels that the material is done. On the
other hand, design projects are expected to un-
veil students’ inspirations. In order to overcome
these issues, instructors may arrange presenta-
tions after everyone’s deadline. Moreover, the
implementation of this project can be done on
web 2.0 technologies for distance learning envi-
ronments.

The finding of this study support effects of
digital divide on educational settings. Prensky
(2001) claimed that the new generations living
with technology and therefore they are digital
natives where the previous generations are clas-
sified as digital immigrant. This study shows
that the participants of this study are thinking
with technology even though they have weak-
ness in certain technology skills. The partici-
pants collectively agreed that technology is part
of their life and, therefore, it has to be used in
education as well.

Similar to most phenomenological studies
(Garthwait and Weller 2005), the material devel-
opment research also perceived some limitations.
From sampling to the content area the phenom-
enological methodology in nature may cause
some biases. Even though the participants were
purposely selected with certain skills and ideas,
a future research with different participants may
strength the findings of this study.

CONCLUSION

This phenomenological study explored the
consciousness and essence of the lived experi-

ences of student-teachers along with their de-
veloping instructional materials process. The
justifications listed in the next paragraph required
such research for the field of education.

From the beginning of the history, instruc-
tional materials are accepted as the essential part
of formal and informal education. Besides teach-
ers, instructional materials are the source of in-
formation to learn from or to teach with. In the
current era of technology where constructivist
and individualized learning approaches become
popular, instructional materials have increased
their importance. Rather than simple materials
with only text, the trend in education is material
with animations and visual features. With com-
puter and internet technologies, the new type of
materials can be reproduced and delivered to
uncountable number of learner synchronously
or asynchronously.

RECOMMENDATIONS

Following methodological directions of phe-
nomenology, this research aimed to unveil the
qualitative rather than the quantitative factors
in student-teachers’ experiences about materi-
als development for their future classrooms. The
findings show that the participants of this study
had lack of proper technology skills to involve
in computer-based material development. This
may also be the cause of some teachers’ nega-
tive attitudes towards technology integration in
classrooms.

The instructional design skills to develop a
material were not strong enough for the partici-
pants of this study and therefore some chal-
lenges have been observed during the project.
In order to overcome this issue, teacher prepa-
ration institutions may provide more instruction-
al design related course for students.

It has to be accepted that most of the teach-
ers perceive PowerPoint tool as a raw presenta-
tion tool and there is a overuse of these non-
pedagogical style. On the other hand, there are
complaints from the teachers that available ani-
mations do not contain adequate educational
content and they are not able to develop their
own animations. The teachers, therefore, can use
simple tools such as PowerPoint to develop their
own animations which could have both learning
and pedagogical values.

In addition, this study shows how the par-
ticipants could socially interact and influence
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each others’ ideas when developing course ma-
terials. More importantly, almost all participants
of this study accepted that technology will be
part of tomorrow’s classrooms and today’s
teachers have to be able to know how to use
this technology wisely for effective teaching and
learning.

REFERENCES

Akdeniz AR, Yigit N 2001. Fen bilimleri öðretiminde
bilgisayar (logo) destekli materyallerin ogrenci
basarisi uzerine etkisi: Sürtünme kuvveti ornegi.
Istanbul: Yeni bin yiilin basinda Türkiye’de fen bil-
imleri eðitimi sempozyumu bildiri kitabi, pp. 229-
234.

Akpinar Y, Simsek H 2007. Should K-12 teachers de-
velop learning objects? Evidence from the field
with K-12 students. International Journal of In-
structional Technology and Distance Learning ,
4(3): 31-44.

Asan A 2002. Pre-service teachers’ use of technology
to create instructional materials: A school-college
partnership. Journal of Information Technology
for Teacher Education, 11(2): 217-232.

McClelland J 1995. Sending children to kindergarten: A
phenolomenological study of mother’s experienc-
es. Family Relations, 44(2): 177-183.

Baytak A 2010. Media Selection for Learning. Berlin:
VDM Verlag Publication. 

Baytak A, Tarman B, Ayas C 2011. Experiencing tech-
nology integration in education: Children’s per-
ceptions. International Electronic Journal of Ele-
mentary Education, 3(2): 139-151. 

Campbell AP 2003. The Experience of Computer Sup-
ported Cooperative Learning Using Weblogs in the
University Classroom: A Phenomenological Case
Study. Doctoral Dissertation. University of Shef-
field, Department of Educational Studies.

Cilesiz S 2011. A phenomenological approach to expe-
riences with technology: Current state, promise,
and future directions for research. Education
Technology Research and Development, 59(4):
487-510.

Clark RE 1994. Media will never influence learning.
Educational Technology Research and Develop-
ment, 42(2): 21-29.

Cuban L, Kirkpatrick H, Peck C 2001. High access and
low use of technologies in high school classrooms:
Explaining an apparent paradox. American Edu-
cational Research Journal, 38(4): 813-834.

Dale E 1969. Audio-visual Methods in Teaching. New
York: Holt, Rinehart and Winston.

DeGagne JC, Walters KJ 2010. The lived experience of
online educators: Hermeneutic phenomenology.
MERLOT Journal of Online Learning and Teach-
ing, 6(2): 357-366.

Dowling M 2007. From Husserl to van Manen. A re-
view of different phenomenological approaches.
International Journal of Nursing Studies, 44(1):
131-142.

Garthwait A, Weller HG 2005. A year in the life: Two
seventh grade teachers implement one-to-one com-
puting. Journal of Research on Technology in Ed-
ucation, 37(4): 361-378.

Gujjar AA, Malik MS 2007 . Preparation of instruc-
tional materials for distance education. Turkish
Online Journal of Distance Education-TOJDE,
8(1): 55-63.

Hmelo CE, Holton DL, Kolodner JL 2000. Desigining
to learn about complex systems. The Journal of
the Learning Sciences, 9(3): 247-298.

Hirca N 2009. From the teachers’ perspective: A way
of simplicity for multimedia design. Asia-Pacific
Forum on Science Learning and Teaching, 10(1):
1-10.

Jonassen DH 2000. Computers as Mindtools for
Schools. Upper Saddle River, NJ; Merrill.

Jonassen DH, Peck KL, Wilson BG 1999. Learning
with Technology: A Constructivist Perspective .
Merrill /Prentice-Hall: Upper Saddle River, NJ.

Kafai YB 2006. Playing and making games for learn-
ing: Instructionist and constructionist perspectives
for game studies. Games and Culture, 1(1): 36-40.

Kassaimih A 2006. Technology Literacy: A Phenome-
nological View of the Teacher’s Perceptions of Tech-
nology Integration in Jordan . Doctoral Thesis,
Unpublished. Oklahoma State University, Oklaho-
ma

Kolodner JL, Camp PL, Crismond D, Fasse B, Gray J,
Holbrook J, Puntambekar S, Ryan M 2003. Prob-
lem-based learning meets case-based reasoning in
the middle-school science classroom: Putting learn-
ing by design into practice. The Journal o f the
Learning  Sciences, 12(4): 495-547.

Kozma RB 1994. Will media influence learning? Re-
framing the debate. Educational Technology Re-
search and Development, 42(2): 7-19.

Land SM , Hannafin MJ 1997. Patterns of understand-
ing with open-ended learning environments: A qual-
itative study. Educational Technology Research
and Development, 45(2): 47-73.

Little CV 2000. Technological competence as a funda-
mental structure of learning in critical care nurs-
ing: A phenomenological study. Journal of Clinical
Nursing, 9: 391-399.

Liu S 2008. Student Interaction Experiences in Dis-
tance Learning Courses: A Phenomenological Study.
Online Journal of Distance Learning Administra-
tion. 11(1). From <http://www.westga.edu/~distance/
ojdla/spring111/Liu111.html.> (Retrieved August
16, 2010).

Marshall C, Rossman GB 1999. Designing Qualitative
Research. Thousand Oaks, CA: Sage.

Moustakas C 1994. Phenomenological Research Meth-
ods. London: Sage.

Nitta K, Holley M, Wrobel S 2010. A phenomenolog-
ical study of rural school consolidation. Journal of
Research in Rural Education, 25(2): 1-19.

Prensky M 2001. Digital natives, digital immigrants.
On the Horizon, 9: 1-6.

Rodriguez-van Olphen MMC 2002. Integrating Tech-
nology into the Foreign Language Teacher Edu-
cation Curriculum: A Phenomenological Study .



PROSPECTIVE-TEACHERS’ LIVED EXPERIENCE ON COMPUTER-BASED 109

Doctoral Dissertation, Unpublished. Purdue Uni-
versity, USA.

Reiser RA, Gagne RM 1983. Selecting Media for In-
struction . Englewood Cliffs, New Jersey: Educa-
tional Technology.

Rossiter M 1999. Caring and the graduate student: A
phenomenological study. Journal of Adult Devel-
opment, 6(4): 205-216.

Valanides N, Angeli C 2006. Preparing preservice ele-
mentary teachers to teach science through com-

puter models. Contemporary Issues in Technology
and Teacher Education, 6(1): 87-98.

van Manen M 1990. Researching Lived Experience .
The State University of New York Press, Ontario,
Canada.

Whetstone L, Carr-Chellman AA 2001. Preparing pre-
service teachers to use technology: Survey results.
TechTrends, 45(4): 11-17.

Zuniga R 2010. Computer technology integration into
public school classroom-a qualitative update. Aca-
demic Leadership the Online Journal, 8(2): 11-17.




