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Category: Action Research

Summary

This research proposes a cross-cultural program in elementary school aiming at
fostering global competence from the practice of KomaKids program, a cross-
cultural program through media creation. The disposition and capacity to un-
derstand and act on issues of global significance, so-called ‘global competence’, is
considered an essential skill for the future. Yet, the effort to promote this skill
in the school is still hindered. Although many organizations have released the
framework for the school, the challenge lies in how to implement it into practice.
In this program, through media creation approach, the students’ global compe-
tence are expected to be developed in four main ways: (1) through learning about
foreign culture; (2) by reflecting on their own culture through the production of
stop motion animation; (3) by sharing their impressions through “pen-pal” let-
ters; and, (4) through connecting in real-time with peers from foreign cultures.
Between March 2015 and February 2016, thirteen workshops were periodically
conducted at elementary schools in USA, Japan and Thailand. The result ac-
cording to the observation, student surveys and teacher interview shows that the
implementation of KomaKids program produced noticeable changes in students’
global competence of their age.
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Chapter 1
Introduction

1.1 Background

“Education should enable students to understand and appreciate their own
cultures and to respect the diversity of others”
(Ken Robinson,2016)

In today’s globalization world, our next generation of children is expected to live,
learn and work with anyone regardless of their nationalities and cultural back-
grounds. The capacity and disposition to understand the global issue so-called
“global competence”, is considered one of the main key skills in the 215 century.
According to the research from Institute of Future, global competence ranked on
the essential skills for all workers over the next decade. It is said that an innovative
organization is driven by a group of people with different ages, races, skill and
thinking styles. Thus, todays organizations are looking for individual with the
ability to working in diverse environment regardless places, colleges nationalities,
races and cultural differences (Davies et al. 2011).

In the interconnected world, adult and also children commonly move be-
tween various cultural and subcultural communities (Robinson and Aronica 2016).
Learning about how to live in the diverse society is not only essential for adult but
it also crucial for young children. The idea of promoting global competence has
evolved over decades. Tye suggests that the Global Education should be imple-
mented into school, where children spend most of their time during their younger
age, to create quality human resources for the future (Tye 1990).

The challenge lies in how to implement this into today’s classroom. Now,
the effort to promote this skill in the school is still very hindered. Most schools’
curriculum only focus on improving academic skills through lecture style teaching
method which is no longer competent. Although many schools around the world
have started their action to revise the curriculum for global education, there are
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still lack of supporting research and evaluation assessment (Mundy and Mundy
2007).

During the past century, many organizations such as UNESCO and The Part-
nership for 215 Century Learning released global education frameworks for pro-
moting global competence in school with an aim to stimulate students’ awareness,
curiosity and interest in the world and how it works. To foster global competence,
it is necessary to rethink about the way we educate our youth at school. The
school needs to be transformative, building the knowledge, skills, and attitude
toward global issues to students to be able to think critically and know what it
means to be a citizen of this world. Robinson suggests that there are three cul-
tural priorities for schools: first, to help students understand their own cultures,
second to understand other cultures, and lastly to promote a sense of cultural
tolerance and coexistence (Robinson and Aronica 2016).

To succeed in this challenge, schools and other stakeholders should work closely
together. As each school may encounter different problems such as lack of budget,
technology resources, and human resources, one curriculum could not answer all of
the schools’ need. Thus, it is needed the collaboration from government sections,
policymakers, and educational researchers. The curriculum have to be a tailor-
made one in order to provide students an experience to connect with the world
and develop their global competence to use as a weapon for them to survive in
the diverse society.

1.2 Research Objective and Questions

The objective of this study is to foster global competence in elementary school
through the use of media creation approach. As mentioned previously, there is
a need for developing an education program to promote the global competence
in school. The program needs to be precisely designed in order to apply to the
school curriculum and match children development of their age.

By working closely with elementary schools in Japan, USA, and Thailand, this
research proposes a cross-cultural program with the approach of media creation
in a hybrid of physical and digital media. Through this approach, it is hoped that
this program will bridge classroom students in two countries together through
their creative media works. It is also expected to create bound and an opportu-
nity for them to interact with foreign peers and learn about each other culture
without requiring them to go aboard. Besides, creative works allow students to
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communicate and exchange their ideas without language barrier which is one of
the problems that many cross-cultural programs are facing now.

Based on the objective of the research, two following research questions are
posed with respect to this design:

1. Can media creation activities help cultivate students’ global competence of
their age?

2. What are key elements in creating a school program that can promote global
competence in elementary school level?

1.3 Introducing the Field

1.3.1 Elementary School

The field of this research is elementary school. UNESCO defines “elementary
school” as a place which provides primary or elementary education to children
(UNESCO 2007). In most parts of the world, it is set as a compulsory education.
The age range of the student varies by country but typically it starts from five
to twelve and divides into grade based on the student’s age starting from grade
one to six. In many countries, there is an after-school program which provides
activities for children to join after class.

Children in elementary school level were selected as a target group of this pro-
gram for three reasons. First, regarding the cognitive development theory, children
in this age (approximately age 7-12) are in the concrete operations stage.They
physical skills have been developed and they are more mature in their thinking
and reasoning. They can reason and apply logic to problems and also can take
multiple perspective (Siegler 1991). Second, elementary school students are in the
age of being a “creative doers.” They are considered to have a potential to create
creative works and to be capable of creative expression. Tylor argues that chil-
dren in elementary school level tend to produce more creative works comparing
with those who are in higher levels of education where academics become more
prominent (Tylor 2015). Lastly, as noted by Mundy, global citizenship education
in school, particularly at the elementary level, can produce the noticeable results,
and therefore need to be strengthened (Mundy and Mundy 2007).

This study was conducted in two after-school programs and two elementary
schools in USA, Japan, and Thailand which have different education system and
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curriculum depending on each countries’ policy.

Ohlone elementary school (USA)

Ohlone elementary school is a English and Mandarin Chinese bilingual school
located in Palo Alto, California, USA. The English speaking students and native
Mandarin Chinese speaking students are taught together in the same class using
both English and Mandarin Chinese to develop bilingual academic fluency. The
school program began from kindergarten to grade six. Besides, the after-school
program called Ohlone Kid’s Club is also provided by Palo Alto Community Child
Care (PACCC)

Takinokawa after school (Japan)

Takinokawa after-school program provides an environment where students can
play, learn and exchange with each other after school. It is a community-based
organization run by Kita ward, Tokyo.

Koyo elementary school (Japan)

Koyo elementary school is a public school in Kita ward, Tokyo, Japan. The
school has six levels from grade one to six. Each grade has one class with around
20 to 40 students. The curriculum of the school consists of both academic and
nonacademic. The academic subjects include Japanese language, social studies,
arithmetic, and science. English language is taught from grade five to six. For
nonacademic, the subject covers art, handicraft music, physical education, home-
making and moral education.

Anubaan Watparinayok (Thailand)

Anubaan Watparinayok school is a public school in Bangkok, Thailand. The
school has two type of programs: a standard program which is taught in Thai and
an English program which is taught in English. The school starts from grade one to
six with eight core subjects: Thai language, mathematics, science, social studies,
physical education, arts and music, technology and foreign language (English)
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1.3.2 Stakeholder

In this study, five groups are considered as main key stakeholders who impact this
action.

Educator

Here, the educator refer to the member in the KomaKids program in Global Ed-
ucation project, Graduate School of Media Design Keio University. The educator
takes part in designing the program together with the teacher, implement the
program in the school as well as evaluate the result of the program.

Teachers

In this research teacher design the program in conjunction with the educator.
They also play a role as one of facilitator who support student when they face
problem and run an off-session to prepare student before each session start. During
the session they can also observe the student behavior for evaluation.

Elementary school students

First is students in elementary school level who obtain a basic education at the
school in Japan, Thailand and USA. They have different cultural backgrounds
and speak different languages. All of them are students in public school and have
limited chance to exchange with peers from other countries. Although many of
them are used to digital technology as they had a chance to access the technology
such as smartphone and computer at home, they rarely have an opportunity to
use a digital device in class.

School principals

School principals contribute and arrange school time to hold the program during
class.

Parents

Parents support students in work preparation after school. Also, they observe
their children’s behavior on and off class time and give feedback to the program.
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Facilitators

Facilitators moderate and provide a support to students when they meet the
problem during the activity. They also act as interpreter during the real time
connecting session.

1.4 Significance

As mentioned, it is important for schools to help students develop their global
competence in order to thrive in the rapidly changing world. Compared to other
cross-cultural program, KomaKids program contributes a number of features.

First, it helps students develop their understanding of their own culture and
foreign culture through the creation of creative media works.

Second, the media creation activities introduced in this program are an opti-
mal balance between the craftwork and digital work which can develop students
creativity and media literacy.

Third, by connect students in different countries together with creative works,
it allows them to communicate through visual, sound and audio which can help
to reduce the language barrier problem.

Finally, this program provides an easy, clear structure with minimal require-
ment for ICT infrastructure which school can adapt to their curriculum.

1.5 Thesis structure

This thesis is divided into six chapters as follow:

e Chapter 1 The introductory chapter which describes the background, field
of study, research questions and objective and contribution.

e Chapter 2 The literature review presenting related studies in three areas:
(1) The importance of global competence (2) Promotion global competence
in school (3) Media creation for education.

e Chapter 3 The design process of the action plan including concept, target,
material, learning environment and evaluation.

e Chapter 4 The Action. The precise framework of each activity in this
study is presented with findings from each action cycle.

6
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e Chapter 5 The result and analysis. The analysis from the results in each
cycle and guideline for replication the process.

e Chapter 6 The conclusion and future works.



Chapter 2
Literature Review

This chapter discloses the related researches regarding the promotion of global
competence in elementary school. Relevant literature and existing works in three
areas are examined: (1) Global competence in the 21% century (2) Promoting
global competence in school and (3) Media creation for education.

The first part addresses the definition and rationale of global competence to
understand what it is. Several frameworks are explored, and crucial skills are also
elaborated. Second is the current situation of global competence promotion in
school, with example researches and activities. Lastly, the third section displays
publications related to media creation approach which provided insight in building
the basic framework proposed in this thesis.

2.1 Global Competence in the 215 Century

2.1.1 What is Global Competence

Education to promote global competence is a topic which has been discussed in
the education field for over decade. Although this term is becoming more widely
used, it meaning is not always clear (Mundy and Mundy 2007).

Mansilla and Jackson noted that “Global competence is the capacity and dis-
position to understand and act on issues of global significance” (Mansilla and
Jackson 2011). Besides, Grandin and Hedderich define this term as a highlight
onset of skills such as cultural empathy, foreign language ability, or capacity to
practice ones profession in an international setting (Grandin and Hedderich 2009).
A person with global competence has an awareness, curiosity and interest in the
world and how it works. They develop their skills such as language ability, commu-
nication skill, and critical thinking skill to engage in the global issues. Moreover,
Downey et al. also discuss that globally competent individual have the ability
to work effectively with others who have a different cultural background. They

8
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develop and deploy this expertise when facing such issues and try to figure out
the solution to improve conditions (Downey et al. 2006).

2.1.2 Global Competence: Why Is It Needed?

The partnership for 215 century learning discuss the rationale for the need of
global competence in several perspectives (Skills 2008). Here, three most salient
rationales are addressed.

First is the changes in the economy and business. Over the last several
decades, due to the impact of globalization, companies around the world have
transformed their business. Employers are hired from another country, goods and
products are sold to consumers in the third country, transactions are aided by high-
speed internet communication and government incentive for foreign companies and
investment. This has an effect on in-demand jobs. Many companies today are
looking for competent, reliable, and innovative individuals who can work with
everyone regardless of nationalities or cultural differences. Mansilla and Jackson
also point out that robots and machines are going to replace routinized or scripted
tasks in the developing world with a very low cost. Thus, the jobs which demand
will still grow are jobs that require expert thinking and complex communication
(Mansilla and Jackson 2011).

The flattened global economy leads to the second rationale: New, differ-
ent skill demands. As mentioned that businesses in the globalized world keep
changing, the industrialized economy based on manufacturing has shifted to a
service economy driven by information, knowledge, and innovation. Multiple skill
sets have been put forth as essential in preparing the future workforce (Levy and
Murnane 2012). Organizations are now hunting for more educated workers with
the ability to respond flexibly to complex problems, communicate effectively, man-
age information, work in teams and produce new knowledge. The 215 century
workplaces demand that graduates possess a completely different set of knowl-
edge and skills to compete and succeed in a global economy (Colligan market
research 2012). Thus, the more compelling and relevant education program that
can help to prepare the youth to thrive in this competitive world are now focused
by many business sectors (Mansilla and Jackson 2011).

Lastly is the demographic transformation. The world is now facing a
large-scale change of the demographics. According to the United Nations, in 2015
the number of migrants worldwide went up to 244 million people, reaching the
highest number over the past fifteen years (United Nations 2015). A politico-

9
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economic union such as EU and ASEAN leads to the rising number of foreign
residents in many countries who came for business, study and other purposes
(Action 2014). While in Japan, in 2015 the number of foreign residents reached
an all-time high with the number of 2.2 million (Ministry of Justice Japan 2015).

Suarez-Orozco et al. note that the situation of growing percentage of new
migrants is part of transnational migrants. Besides, they are likely to maintain
their homeland culture and beliefs. This leads to the diverse society. People
we met in daily life such as in schools or workplaces have become more hybrid
(Suérez-Orozco et al. 2009). Young generation needs to understand, and ready
to live and contact with those whose identity, culture, values, languages, and
lifestyles are different from them (Mansilla and Jackson 2011). Sudrez-Orozco et
al. argue that schools are expected to create a new fundamental responsibility
to prepare students for difference and complexity. In order to prepare them to
get a deeper understanding of this complex society, a curriculum which engages
them to think about their own nations history, languages, geography and cultural
contribution, and multiple relationships with other society in the world is required
(Sudrez-Orozco et al. 2009).

2.1.3 The Crucial Skills for Next Generation

Beyond the fundamental academic skills such as reading, mathematics and sci-
ence, next generation of children need to develop their new competency for the
215 century that will increase their marketability, employability and readiness for
global citizenship (Mansilla and Jackson 2011). Several organizations published
frameworks for schools to use as a guideline to develop the global education cur-
riculum. Here, three frameworks which are used as a basis for program developing
in this thesis are reviewed.

Firstly, Partnership for 21°¢ Century Learning proposes a framework
which provides K-12 curriculum for school to prepare students and teachers to
global realities of work and life in the 21%® century(P-21 2014). The Partnership
for 215 Century Learning (P21) founded in 2002, is an organization that brings
together the business community, education leaders, and policy maker to define
a powerful vision for 215 century education to ensure that every child succeed as
citizens and workers in the 215% century. The methodology integrates educational
tools that build global awareness and cultural understanding while utilizing the
technological resources. The framework proposes four learning spirals: Under-
standing, Investigating, Connecting, and Integrating which indicate the expected

10
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three outcomes. The three expected outcomes are:
Attitude

e Teachers understand and explore cultural and global topics.

e Students explore their own culture, make comparisons with other cultures
and investigate global issues and challenges.

Skills

e Teachers use effective pedagogical skills to integrate global themes into their
classrooms.

e Students improve their critical thinking, problem solving, perspective-taking
and research skills.

Knowledge
e Teachers integrate globally-infused content into their classrooms.
e Students develop awareness of cultural diversity and global issues.

Next is The Global Citizenship Education: Topics and learning ob-
jectives by UNESCO (UNESCO 2015). UNESCO published this framework
in 2015 with an aim to prepare learners for the challenge of the 21%* century. The
publication is the result of extensive researches and consultation processes with
experts from different parts of the world. The framework consists of three core
conceptual dimensions: 1.Cognitive 2.Socio-emotional 3.Behavioural. Its
aim is to be transformative, building the knowledge, skills, values and attitudes
that learners need, in order to be able to contribute to a more inclusive, just and
peaceful world. The detail of three core conceptual are:

Cognitive

e Learners acquire knowledge and understanding of local, national and global
issues and the interconnectedness and interdependency of different countries
and populations.

e Learners develop skills for critical thinking and analysis.
Socio-emotional

e Learners experience a sense of belonging to a common humanity, sharing
values and responsibilities, based on human rights.

11
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e Learners develop attitudes of empathy, solidarity and respect for differences
and diversity.

Behavioural

e Learners act effectively and responsibly at local, national and global levels
for a more peaceful and sustainable world.

e Learners develop motivation and willingness to take necessary actions.

Lastly, Partnership for Global Learning (Mansilla and Jackson 2011)
proposes a conceptual framework for global competence that comprises four do-

mains as:

e Investigate the world beyond their immediate environment, framing sig-
nificant problems and conducting well-crafted and age-appropriate research.

e Recognize perspectives of others’ and their own, articulating and ex-
plaining such perspectives thoughtfully and respectfully.

e Communicate ideas effectively with diverse audiences, bridging geographic,
linguistic, ideological, and cultural barriers.

e Take action to improve conditions, viewing themselves as players in the
world and participating reflectively.

The framework focuses on fostering students’ global competence from the disci-
plinary and interdisciplinary understanding of the world. Disciplines are academic
subjects such as literature, history, economics, and mathematics. While interdis-
ciplinary understanding requires students to apply their knowledge to criticize
world issues, explain phenomena, solve problems and create products (Mansilla
and Jackson 2011).

2.2 Promoting Global Competence in School

This section examines relevant literature within two contexts: (1) Global educa-
tion in school in six countries are addressed here. (2) Example of program to
promote global competence.

12
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2.2.1 Global Education in School

The education for promoting global competence is now spreading around the
world. Several frameworks were published with the hope to guide the school for
implementation to foster the global competence to students. This section reviews
researches which shows examples of global education in school around the world.

The UK is one of the pioneer countries in developing global education curricu-
lum into school (Mackawa 2015). In the UK, teachers considered global citizenship
and human rights as essential values to put in the curriculum and teach in the el-
ementary classroom. They aim at cooperation and caring rather than contentious
issues (Davies 2006). However, Lynn Davies’ ethnographic study of global citizen-
ship education in eight UK elementary schools found out that schools in the UK
still faces problems of the limitation of collaboration between schools and districts.
Besides, some other problems such as a lack of material, limited time, and anxiety
about teaching controversial issues also are raised in this study(Lynch 1989).

In Canada, There are attempts to promote global education by a large num-
ber of federal departments and non-governmental actors who engage in global
education activities. Yet, they still face problems such as losing coordination
with policy maker or run out of funding (Mundy and Mundy 2007). Mundy also
points out that the attention to promote global education in elementary school
in Canada is a relatively new phenomenon. Although most school curriculum has
been revised for global education, there are still lacks of supporting research and
evaluation assessment.

US A has been working on implementing global citizenship oriented education
in their systems. In recent year, there are many organizations and NPOs in USA
which propose a frameworks as well as support for global education. Examples
range from The Partnership for 21%° century learning ', Partnership for Global
learning 2, and NPOs World Savvy 2.

While there is a big movement in global education in western countries, in
Asia it is still in the early stage (Maekawa 2015). In Japan, Ministry of Edu-
cation, Culture, Sports, Science and Technology recently launched many policies
to promote global education in school. One example is the Olympics and Para-

1 http://www.p2l.org/
2 http://asiasociety.org/education

3 www.worldsavvy.org
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lympics education which aim to cultivate the global mindset and Olympics spirits
in Japanese youth *.

In South Korea, the government in collaboration with provincial government
and schools start to promote global citizenship in school. The national curricu-
lum outline emphasis on the importance of being a global citizen, equipped with
relevant competencies such as tolerance, empathy and cultural literacy (UNESCO
2015).

In Thailand, the government aims to foster the education system for children
from every background including migrant. In Thai schools, social studies is no
longer a stand-alone subject but now covers a larger presence through various
subjects such as ‘Society and Humanity’, ‘Life Skill and the World of Work’ and
‘ASEAN, Region and the World’ (Thailand MOE 2008).

2.2.2 Example of School Program to Promote Global Com-
petence

This section presents examples of school programs for promoting global compe-
tence in the school. The insight leads the basis of program design in this program.

Global Kindergarten

Global Kindergarten is a project in Global Education research project in Keio
University Graduate School of Media Design with an aim to build an environment
for diversity education in pre-school level through ICT. The Global Kindergarten
project utilizes ICT and distance communication tools to connect children in two
different countries and provide them an opportunity to join in a cross-cultural
activities which help to stimulate multicultural interaction and experiences of
diversity °.

Global Workshop

Global Workshop is the project for High School student to foster their attitudes
towards problem-solving and global awareness, as well as improvements in com-
munication, collaboration, and digital literacy skills. The program is conducted

4 https://www.o.p.edu.metro.tokyo.jp/index
5 http://g-edu.kmd.keio.ac.jp
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under the Japanese government’s education project ‘Super Global High School
(SGH)’ ¢, which aims to foster global leaders for 21 century society. This pro-
gram is part of the school curriculum and it is conduced during the whole school
semester .

World Museum

The World Museum is an online collaboration project for children from Graduate
School of Information Media Technology, Chukyo University Japan. Children
around the world are connected through Scratch, a visual programming language
developed by MIT, USA, to share their cultural stories. The World Museum
project creates the environment for children to learn basic programming skills as
well as develop their global awareness by sharing their stories with foreign students
around the world 8.

OneWorld Classroom

OneWorld Classrooms is a United States-based non-profit organization which
builds bridges of learning and understanding between the US and global K-12
classrooms in the context of the curriculum.

‘The Classroom conversations with the world’ is the program which matches
two classrooms around the world together to let students share their works and
hold a discussion through VoiceThread, a web-based communications network.
Teachers can choose a topic, regional and grade level. Then, students and teach-
ers conduct the conversation with their partner class by posting text, audio or
video comments in the VoiceThread. Now, the conversation is conducted only in
English. It takes one to three hours per session with two or three months for the

whole program ?.

http://www.sghe.jp/en/
http://g-edu.kmd.keio.ac.jp

http://sns.hiroba.sist.chukyo-u.ac.jp/miyata/world-museum-project-english

© o N o

http://www.oneworldclassrooms.org/
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World Savvy Classroom

World Savvy is an education non-profit organization in USA that works with edu-
cators, schools, and districts to integrate the highest quality of global competence
teaching and learning into K-12 classrooms.

The World Savvy Classrooms is the project-based learning program. Through
this program, students, educators, and World Savvy associates use project-based
learning to take on the world in the classroom. They engage in deep exploration
of significant global issues chosen by the students, bring them to life through
an in-depth project, and then take concrete action toward developing a solution.
As they advance through the semester-long program, students build the skills
necessary to thrive in the 21%° century, including empathy, an appreciation for
multiple perspectives, and collaborative problem solving 1°.

2.3 Media Creation for Education

One of the principal ways in which schools seek to develop students’ global com-
petence is through media creation approach. The New Media Consortium’s define
215 century literacy as “the set of abilities and skills where aural, visual, and dig-
ital literacy overlap. These include the ability to understand the power of images
and sounds, to recognize and use that power, to manipulate and transform digital
media, to distribute them pervasively, and to easily adapt them to new forms”
(Consortium et al. 2005).

Lenhardt and Madden point out that children who create their own media
are more likely to respect the intellectual property rights of others because they
feel a greater stake in the cultural economy (Lenhart and Madden 2005). Beck
and Wade also argue that people who spend time with new media environment
feel comfortable to interact with one another via electronic channels and be able
to collaborate better with people from diverse cultural backgrounds (Beck and
Wade 2004).

Media resources such as photographs, mass media, and digital learning expe-
rience help children to develop their understanding of multicultural society. Chil-
dren naturally see their school as a place to discover. When digital media is used
in class, it can help to broaden students’ point of view (Hobbs and Moore 2013).

10 http://www.worldsavvy.org/

16



LITERATURE REVIEW 2.4  Summary

Clinton et al. assert that new media literacy should be integrated into a group
work at schools as well as long-distance collaborations across different learning
communities. New media related activities such as production activities, blogs,
and wikis, augmented reality games can be used in classrooms to help students
to engage in real-world. Students develop their skill through the process in the
activity such as searching out information, interviewing experts, connecting with
other students around the world, and generating and sharing multimedia (Clinton
et al. 2006).

Loveless suggests that in order to implement digital media into classrooms,
teachers need to plan and understand how to use digital media effectively. The
case study of “The Bristol Internet Project” is illustrated to describe how teachers
can develop the lessons using digital media for creative collaboration. This project
involved two elementary classrooms in different local areas to collaborate using
ICT and creative works. The children in each school worked in pairs to take pho-
tos using a digital camera and used simple software to edit the photos by changing
color or cutting out a background. Then, the photos were sent to children in the
other schools via electronic mail where they were asked to complete the photo us-
ing similar software and send the works back. The use of ICT in this activity gave
children opportunities to look, think, refine and evaluate their works. It results in
a unique contribution and collaboration between two classrooms (Loveless 2000).

2.4 Summary

From reviewing the three aspects of pieces of literature - global competence in
215 century learning, promoting global competence in school, and media creation
for education - it could be said that the media creation method has potential to
promote the global competence in classrooms.

Today the world becomes more interconnected. Children need to develop
their global ability in order to thrive in the diverse society. To acquire global
competence does not only mean to develop academic skills but also other soft skills
such as global understanding, media literacy, creativity, collaboration, and critical
thinking. Schools should be the place that provides opportunities for children to
advance this competency. However, many classrooms around the world are now
facing the challenge of how to put it into practice. To prepare students, one way is
to put effort into curriculum developments. The program needs to guide students
about the world and also help them develop their soft skills.
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Many global education programs were examined in this chapter. The most
common approach is to use digital technology to connect children in different
countries together. Yet, there still many limitations in those programs that could
be found for example a lack of I'T infrastructure in school, the concern of overuse
digital media in young children, and language barrier.

To alleviate those limitations, media creation activities is considered as one of
the potential solutions. By implementing a digitally augmented physical media
creation activities into classrooms, it helps students develop their understanding
of themselves and the world around them. Their soft skill also can be developed.
Besides, it allows them to communicate their ideas through visual, sound and
audio without language interference.

18



Chapter 3
Research Design

As mentioned previously in Chapter 1, this study aim to answer two research
questions:

1. Can media creation activities help cultivate students’ global competence of
their age?

2. What are key elements to create a school program that can promote global
competence in elementary school level?

This chapter reveals how this study will elucidate them. To find the answer,
“KomaKids” the cross-cultural program through media creation activity was de-
signed and implemented in the elementary schools in Japan, Thailand, and USA.
From March 2015 to February 2016, the program was periodically conducted and
revised through the four steps of action research approach: Plan, Do, Observe,
Reflect.

To answer the research question one, in each action cycle, the students’ be-
haviors are monitored by the methods of observation, student survey and teacher
interview to see the change of students’ global competence.

Besides, from the result of each cycle, the program components are analyzed
to answer question two. It brings to a model lesson plan and guideline for schools
to replicate which will be described in Chapter 5.

This chapter addresses the detail of the program including the program con-
cept, program design, program assessment, and action plan.

3.1 Concept

KomaKids program is a cross-cultural program aiming at fostering Global Com-
petence in elementary school students through the production of creative media
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works. The project name came from the word “Koma” in “Komadori anime”
which means stop motion animation in Japanese and the English word “Kids”.
In this program, the media creation method was implemented, with an aim to
bridge between in-school classroom and out-school world.

Through the creation of media such as stop motion animation, “pen pal”
letter and real-time show and tell, students are encouraged to think, create media
works from their own point of view and learn from each other. The students’
global competence is expected to be developed in four main ways: first, through
learning about foreign culture; second, by reflecting on their own culture through
the production of stop motion animation; third, by sharing their impressions
through pen pal letters; and fourth, through connecting in real-time with peers
from foreign cultures. The objectives of KomaKids program are:

1. To encourage students to explore their own culture and make comparisons
with other cultures.

2. To enhance students’ awareness of cultural diversity and global issues.

3. To develop students’ Information Communications Technology (ICT) liter-
acy by the use of a tablet device in media creation process.

4. To foster students’ critical thinking, problem-solving and creativity through
the production of media creation.

3.2 Program Design

3.2.1 Activity

The activities in KomaKids program are designed based on the media creation
approach. The final KomaKids program proposal comprised four activities: cross-
cultural quiz game, stop motion animation, “pen pal” letter, and real-time show
and tell.

After many trials and errors, those four activities were selected as the main
activity due to three main reasons. Firstly, it can create a bound between students
in the school in different country. Students are encouraged to think, do, and share
their cultural stories in the form of digital storytelling with each other in this
activity. Secondly, it could promote the ICT literacy in a classroom by utilizing
technology as a tool to present their story. Finally, those activities especially stop
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motion animation allow students to communicate with visual and sound, which
helps to reduce barrier between students in two countries who speak different
languages.

The precise detail of each activity will be described in Chapter 4.

3.2.2 Material
iPad

iPad is utilized as main digital device in this program. Students use it to create
stop motion animation, edit video, and access the project website to watch and
comment on foreign peers’ works. Two applications are used in this program:
KOMA KOMA for iPad for stop motion animation creation and iMovie for video
editting.

iPad Application: KOMA KOMA for iPad

“KOMA KOMA?” is a free animation application currently only available for iPads
(Figure 3.1). Its feature is user-friendly interface with only four symbols buttons.
Students can easily learn how to use it without getting confused. However, regular
digital cameras or webcams can be used in conjunction with iMovie or Windows
Movie Maker. For Android tablets have their own animation applications such as
Stop motion studio.

Figure 3.1: Application KOMAKOMA for iPad
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iPad Application: iMovie

iMovie is used for video editing. It is a free application which comes with every
iPad. Students add sound and edit their animation using this application.

iPad Stand

To create smooth animations with a tablet, it is best to provide the students
with tablet stands. Tablet stands can be made of anything— styrofoam cups and
plexiglass, wood scrap and plywood, or cardboard. In this program, kitchen stands
were used as iPad stand prototype (Figure 3.2). The basic requirements are that
the tablet can lie flat on a surface with the camera viewfinder clear and students
have room to manipulate their characters underneath.

Figure 3.2: iPad stand made from kitchen stand

“Pen pal” Letter Template

In order to help students to communicate directly, the letter template with phrase
cards written in three languages was provided to students. In the letter set, it
consists of two part; first, the photos of student’s stop motion animation and
photo of students who create the animation and second, the phrase cards written
in three languages. Students can simply choose a phrase they want and paste it
to letter form. They can also add new phrase which will be translate and add to
the template later (Figure 4.15).
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Figure 3.3: “Pen pal” letter template

Skype

Skype is an application that provides video chat and voice call services. it is
selected for real-time connection session as it is stable and widely used in many
countries. Thus, it is easier for the facilitator to conduct the session since they
already acquainted with the program.

Project Website

KomaKids project website: (http://komkidtopo.wixsite.com/komakids) is created
to use as a platform for students to share their works. Here, they can access to
watch and comment on their friends’ works. The teacher also can find the detail
of the program through this website (Figure 3.4).
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[ " e 1 .

Figure 3.4: KomaKids project website

3.2.3 Learning Environment

The activity take place inside the classroom. The present classroom format in
Japan, Thailand, and the USA are similar to each other with the traditional
lecture-style arrangement. As this program focuses on hands-on works, the class-
room layout was rearranged to provide the space that is better suited for creative
content. The tables were put together as a group. In the middle is a resource
center where students can get the materials they want. There is a camera set at
the back corner of the classroom for recording students’ behaviour. Besides, the
program required to use projector and computer with internet access for students
to present their work. These were already equipped in the classroom as basic
facilities.

3.3 Program Assessment

3.3.1 Evaluation Method

In order to evaluate the program and its effect on the target, both qualitative and
quantitative methods are used. For qualitative method, a naturalistic observation
method and video-recording were implemented to closely observed the participant
while engaging in the activity. Aside from the observation, the teachers interview
were conducted in the action cycle 3 to discuss problem, share opinion regard-
ing the program and students’ reaction toward the program. Another evaluation
method is the quantitative survey with students. The objective with this ques-
tionnaire is to get responses from the students about the program. The survey
was distributed to students at the end of the action cycle 3.
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3.3.2 Evaluation Topic
Program

This topic shows the program performance, point for improvement, and the im-
pacts of the program on the participants.

Output

The number of works produced by students in each session was summarized in
this topic. Number of outputs are varies depending on student number and age
group as they have different working performance.

Participant

This topic analyzes the reaction of participants toward the program such as en-
gagement, motivation, and curiosity to know more about other countries. The
evaluation is conducted via teachers’ and facilitators’ observation in each session.

Infrastructure

An environment where the program took place is described. This topic explains
the available equipment and IT infrastructure in each school. Besides, the issues
regarding the infrastructure of each school are also reported with the suggestion
for improvement.

Feedback

This topic display a result of the survey and reflection from students, teachers, and
parents. Both qualitative and quantitative evaluation were conducted. After each
cycle, students submit a reflection sheet which presents their impression toward
the program. In the third cycle, the survey was distributed to evaluate students’
change in global competence.

3.3.3 Evaluation criteria

The benchmark for program assessment is designed based on two frameworks: the
Teacher Guide K-12 Global Competence Grade-Level Indicators of the Partner-
ship for 21st Century Learning (Table 3.1) and the Global Citizenship Education
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Topics and Learning objective of UNESCO (Table 3.2). The checkpoints used are
shown as follow:

1. K-12 Global Competence Grade-Level Indicators (Table 3.1)

Table 3.1: K-12 Global Competence Grade-Level Indicators

Domain Indicators
. Students can see how culture shapes individual and community
Understanding] . ) .
perspectives and points of view
Investigating Students can demonstrate multiple literacy skills
Students can present their research findings and projects to other
Connecting students, teachers, administrators and people from their
community using multiple technology tools and formats
Students can communicate what they have learned to diverse
Integrating audiences, and craft specific presentations tailored to those
audiences (in face-to-face settings and through online publishing)
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2. Global Citizenship Education Topics and Learning objective (Ta-
ble 3.2)

Table 3.2: Global Citizenship Education Topics and Learning objective

Domain Indicators

B3: Media literacy and social media skills (different forms

Coeniti
ognitive of media, including social media)

B6:Understanding the similarities and differences between

Socio-Emotional Lo
societies and cultures

B9: Engaging in projects and written work

Behavi 1 T . . . . .
chavioura B9: Participating in decision-making at school

3.4 Action Plan

From March 2015 to February 2016, thirteen workshops were conducted at four
elementary schools in Japan,Thailand, and USA in order to develop an effective
program to promote global competence in school. Below is the summary of the
whole workshops in this study. The precise detail as well as findings and evaluation
will be addressed later in Chapter 4 (Table 3.3).

27



RESEARCH DESIGN

3.4 Action Plan

Table 3.3: Action plan

Cycle Program Date Duration Venue
March 120
. Ohlone
2,2015 minutes Aft
er
March 1
Cycle I.USA Proposal 1 are ] 20 School,
3,2015 minutes Californi
March 120 a{}gj\ma
6,2015 minutes
March 120 Takinokawa
20,2015 minutes after school
le II: P 12
Cycle II:Japan roposa Narch 120 program
24,2015 minutes Japan
August 60 minut Anubaan
18,2015 MRS 1 Watpari-
August 60 minut nayok
18,2015 PSS 1 ailand
September )
14/16,2015 | 20 minutes Koyo
Cycle IIT:Japan December Elementary
P 1 i 5
& Thailand roposal 3116 /95 9015 | 90 MMt | g o1,
January . Japan
97,2016 90 minutes
February ) hailand
9.2016 60 minutes Thailan
February 45 minut Japan &
16,2016 PSS Thailand
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Chapter 4
Action

Following the action plan described in Chapter 3, this chapter addresses the detail
of each action cycle. The actions were conducted in four elementary schools in
Japan, Thailand and USA under the four steps of action research approach: Plan,
Do, Observe, Reflect. Findings from each cycle are analyze based on the evaluation
topics noted in Chapter 3. The activities framework of every cycle follows a similar
structure with minor modification.

In every action cycle, the students are monitored and evaluated based on the
benchmarks discussed in Chapter 3 to see their development in global competence
of their age. As a result, it shows a noticeable result in students’ change in
global competence of their age that proved that this program can cultivate student
global competence. Besides, the final outcome produces the guideline for teachers
through media creation activity to conduct the global competence promotion in
school which will be addressed in Chapter 5.

4.1 Action Cycle 1: USA session

4.1.1 Overview

The first cycle of KomaKids program was conducted in California, USA during a
six-week-joint program between Keio University Graduate school of Media Design
and Learning Design and Technology Program, Stanford University. Three series
of the workshop were held at Ohlone Kids Club, an after school program at Ohlone
Elementary school in California USA. The prototype workshops in this cycle are:
a “Guess and See” cultural quiz game show, a stop motion animation creation
workshop, and a talk show and fashion show production workshop. The program
was run over the course of one week on March 2, 3 and 6, 2015 (Table 4.1).
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Table 4.1: Action Cycle 1: USA session

Program Date Duration |Participant Venue
March 120 3
2,2015 minutes Ohlone After
March 120 School

P 11 ’

roposa 3,2015 | minutes 13 California

March 120 . USA
6,2015 minutes

4.1.2 Program

The first proposal of KomaKids program consists of three activities: (1) Guess
and See Cultural Quiz Game (2) Stop Motion Animation (3) TV Show Produc-
tion (Figure 4.1). Each session was conducted separately on different days. The
students can choose to join in any of the activities they like.

Day 1 Day 2 Day 3
Cultural Quiz Game Stop Motion Animation TV Show Production

Figure 4.1: Proposal 1

Guess and See Cultural Quiz Game

This is a game-show style activity which introduces students to foreign vocabulary
and cultural story in an engaging, stress-free environment. In each round, four to
five students will come in front of the class. From the presentation, they will see
a word in a different language as well as a few clues. The rule is that they have to
guess the meaning of that word based on the clues. They can answer by writing or
drawing a picture. Each round will be 30-45 seconds. The other students will be
the timekeeper by passing a ball around to countdown the time. When the time
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is up, the participant will show the answer to other students and the audience will
vote for their favorite answer. The participant who gets the most audience votes
gets one sticker. After that, the answer will be revealed and those who guess the
right answer gets two stickers. Then, the facilitator will explain the meaning and
story related to the answer and have the whole class practice saying the foreign
word aloud. In the following round, a new group of student came to join. The
activity repeated for 30 minutes.

The goal of this game is not to answer the right meaning but to encourage
them to guess and imagine about foreign culture. Besides, it is a playful activity
which allows students to get to know about the foreign country (Figure 4.2).

Figure 4.2: American students during Guess and See cultural quiz game

Stop Motion Animation

In this activity, students were asked to reflect back on their culture and create
an easy stop motion to present their story to foreign peers. IPad was utilized in
order to allow students to conduct all of the production by themselves.
Facilitators first introduced the three steps of animation creation to students.
It composed of: 1.writing story 2.creating background and character and 3.shoot-
ing. Samples of the stop motion animation were also shown to the students.
After the introduction, students can choose to work individually or in pair or
group. The facilitators then distributed Mad Lib sheet consisting of three topics
about their school life, weekends and holidays. After filling in the blank of Mad Lip
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sheet, students picked one sentence to animate a stop motion animation. Then,
they entered the second step of drawing a background and creating characters
using clay or drawing. Next, they animated a stop motion animation by using
an iPad application called “KOMA KOMA for iPad”. Using this application,
students placed their characters on the background and moved them little by
little and took pictures as they went.

TV Show Production

The third prototype activity is television program production (Talk show and
fashion show). Students first chose the desired role from the cameraman, talk show
program host, guest, and model (Fashion show). Then, each role got equipment.
Those who chose to be cameraman got a handy camera and tripod. For talk show
program host, three sets of question about their daily life were distributed for
asking their guest. Guest and model were prepared for their costume. After the
roles were assigned, students set up space for shooting. For the production stage,

it took 30-45 minutes for students to finish shooting for each program (Figure
4.3).

Figure 4.3: TV Show production activity
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4.1.3 Findings
Program

The three initial prototypes has proved to be successful in general. The Guess
and See cultural quiz game could introduce students to foreign culture. The stop
motion animation workshop allowed students to communicate their idea through
visual which help to reduce the language barrier. In the workshop, a Mad Lib form
helped students to finish their work on time as it guided students the direction of
the story. “KOMA KOMA” application also perfectly suits the children of this age
as it is easy to use. However, there are still some limitations since this application
is currently available only on iOS devices (iPad and iPhone) and it cannot insert
sound to the movie. For the television show production, it appeared that only
girls want to join in the activity. There was argument during the production as
many students want to be a cameraman.

Output

The media creation aspect of the project yielded rich, creative animation and
videos. Six different stop motion animations about cultural story and two videos
of talk show and fashion show were created, each ranges from 2-90 seconds. For
Guess and See cultural quiz game, students drew over 30 pictures for the answer.

Participants

Many students were already exposed to some Japanese culture as there are many
Japanese goods and food sold in California. They can talk about of Japan such as
Sushi is Japanese food, Tokyo is a city in Japan. Students got familiar with the
technology very fast. They enjoy using iPad for stop motion animation. Moreover,
in the video production workshop, there are many students requested to be a
cameraman.

Infrastructure

The classroom was too bright to project the presentation from the projector which
made students could not see the question and answer in the Guess and See game
clearly. In addition, playing a background music during activity can improve
classroom atmosphere as it made activity more enjoyable.
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Feedback

According to the observation during each activity, it seems that students highly
enjoyed participating in each activity. The students remained engaged and excited
about the activity for several hours, even asking to stay longer when their parents
arrived to pick them up.

4.1.4 Improvement from Action 1 to 2

In order to improve the program, three initial activities were combined into a
single two-hour program. The Guess and See cultural quiz game was used as an
ice-breaking since it provided a good introduction to foreign culture. The main
activity is the stop motion animation creation. Even though from the result of the
field test, both stop motion animation and television program production both
presented a successful result, the stop motion animation enables effective com-
munication without language interference. Besides, it allows students to conduct
a whole process of production by themselves without help from adults. Further-
more, the sharing activity was added in order to let students write “pen pal” letter
to share their impression and feedback to their foreign peers (Figure 4.4).

Day 1
Cultural Quiz Game

&

Day 2 Learning Creating Sharing
. . . Cultural Quiz Game Stop Motion Animation “Pen pal” letters
Stop Motion Animation

Day 3
“Pen pal” letters

Figure 4.4: Improvement from proposal 1 to 2
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4.2 Action Cycle 2: Japan session

4.2.1 Overview

The second cycle of KomaKids program was held in Japan during the second half
of joint program between Keio University Graduate school of Media Design and
Learning Design and Technology Program, Stanford University. Two workshops
were held at the Takinokawa after school program in Tokyo on March 20 and 24.
Each workshop was two-hour long with three activities of Learning, Creating, and
Sharing (Table 4.2).

Table 4.2: Action Cycle 2: Japan session

Program Date Duration |Participant Venue
March
are .120 8 Takinokawa
20,2015 minutes
Proposal 2 after school
March 120 9 Tokvo J
okyo Japan
24,2015 minutes Y P

4.2.2 Program

The program in this cycle consists of three activities: Learning, Creating, and
Sharing (Figure 4.5). First, students learned about foreign culture through the
Guess and See cultural quiz game for 30 minutes. Then, they were asked to
reflect back on their culture and create a stop motion animation to present their
story. This activity took 80 minutes in this activity. After that, they watched
a video from the American workshop and also the stop motion animation from
the American students. They wrote “pen pal” letters to share their impression of
school life and stop motion animation in the last activity. A paper prototype of
a cross-lingual communication tool was made to support communication between
students who speak different languages. The tool was a phrase cards which were
written in three languages. The students can chose the phrase they want and
paste it to their letter.

35



ACTION 4.2  Action Cycle 2: Japan session

. n -4

Learning Creating Sharing
Cultural Quiz Game Stop Motion Animation “Pen pal” letters

Figure 4.5: Proposal 2

4.2.3 Findings
Program

The second action cycle progressed similarly to the first one. By combining three
activities into one set, the workshop became smoother. Students can learn about
foreign culture and, at the same time, present their story and share their feeling
through this activity. More explicit instruction of the animation production was
included in the workshop to guide students. Also, a tablet stand designed for
stop motion animation was implemented to stabilize the iPad and help students
to work easier during the animation-making process (Figure 4.6).

Figure 4.6: Students during activity in action cycle 2

Output

There were ten animations created, each ranges from two to ten seconds. All of
the works were uploaded to the project website in order to share with American
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students. Moreover, students wrote ten “pen pal” letters in the sharing session.

Participant

Even though students in Japan were slightly rowdy, they were motivated to join
in the activity. Students in the age between ten to twelve (grade four to six) were
more suit with the activity especially for the stop motion animation as they are
well adept with physical skills and more mature in their thinking and reasoning.

Infrastructure

The classroom setting at the Takinokawa after school was easily adjustable since
there were only small Japanese-style tables. There was no space to project the
presentation which makes it was hard to conduct the activity that required the
presentation such as the Guess and See cultural quiz game.

Feedback

Students remained highly engaged throughout the session. On the second day,
there were some students who already participated in the first day asked to join
in the activity again (Figure 4.7).

Figure 4.7: Students engaging in the program
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4.2.4 Improvement from Action 2 to 3

The model of the second proposal worked well. By running three activities, the
students were gradually introduced to foreign culture. In the action cycle three,
the connect session was added to the proposal in order to give students more
chance to present their cultural stories more. Besides, after four phases, a ques-
tionnaire was delivered to measure students’ change in global competence. The
questionnaire was designed based on the Global Competence grade level indicator
of the Partnership for 21st Century Learning (Figure 4.8).

o0
Learning Crea‘[ing Sharing Learning Creating Sharing Connecting
Cultural Stog) MO_llon Pen pal Cultural ~ Stop Motion  Pen pal Real time
quizgame  Animation letter quiz game  Animation letter connection

Figure 4.8: Improvement from proposal 2 to 3

4.3 Action cycle 3: Japan and Thailand Session

4.3.1 Overview

The third proposal of KomaKids program were conducted at the fourth grade
class of Koyo elementary school in Tokyo, Japan with 36 students. And at the
fiftth grade of Anubaan Watparinayok elementary school in Bangkok, Thailand
with 25 students. Throughout the school semester, four phases of workshops
were periodically conducted. It is expected that this activity help students feel
gradually connect to each other rather than finish the activity in only one day

(Table 4.3).
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Table 4.3: Action cycle 3: Japan and Thailand Session

Program Date Duration |Participant Venue
August ) ]
18,2015 60 minutes 25 Thailand
August . )
18,2015 60 minutes 25 Thailand
September )
14/16,2015 90 minutes 36 Japan
December ]
Proposal 3 16/25,2015 90 minutes 36 Japan
January )
972016 90 minutes 36 Japan
February ) .
9.2016 60 minutes 25 Thailand
February ) Japan &
16,2016 | O minutes 4 Thailand

4.3.2 Program

The Third proposal of KomaKids program consists of four phases: (1) Learning
(2) Creating (3) Sharing (4) Connecting. This time the program was periodically
conduct throughout the school semester between school in Thailand and Japan
(Figure 4.9).

Learning Creating Sharing Connecting
Cultural Stop Motion Pen pal Real time
quizgame Animation letter connection

Figure 4.9: Proposal 3
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Learning

In the first phase “Learning”, the students were introduced to their partner
school’s information and cultural content through a presentation and quiz game.
Next, they learned how to produce an easy stop motion animation using iPads,
and tried using it to create a sample work. The applications which were used
are “KOMA KOMA” for stop motion animation creation and “iMovie” for video
editing.

Creating

In this phase, the students created the stop motion animation to present their
cultural story to their foreign friends. With helps from the school, students pre-
pared a storyboard and created characters in advance. Thus, during the session,
students had a full 90 minutes to produce the stop motion animation and sound
recording. Students conduct the production in group, with every processes con-
ducted by themselves. There are facilitator who will help them if they had any
problem during the production. To prevent shaking while holding iPads in their
hands, an iPad stand was prepared. After shooting, students added the sound
into their story and edited by using iMovie application. Musical instruments from
music class were used to produce some background music and sound effects. All
of the works were then uploaded to the KomaKids project website which the stu-
dents, teachers and parents could access to watch and comment on the videos
after the session (Figure 4.10).

Figure 4.10: Students creating stop motion animation
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Sharing

There were two acitivities in the next sharing phase. First, students accessed
the project website to watch and comment on their friends’ works. They were
encouraged to make the comments using Emoji since that allowed other students
who spoke a different language to understand their expression (Figure 4.11).

Figure 4.11: Students commenting on foreign peers’ work

In addition, for the second activity, students were asked to send pen pal letters
to their foreign friends. To help them communicate with each other directly
without help from adults to translate their letters, phrase cards written in three
languages were provided for them to use. Using these, students could simply cut
out the word they wanted to say and paste it into the letter. They could also add
new words which would later be translated and added to the list or drew a picture
(Figure 4.12).
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Figure 4.12: Students creating “Pen pal” letters

Connecting

For connecting phases, students from two countries were connected for a real-time
show and tell session. Show and tell is an activity that students brought things
around them and made presentations about it to share their culture and daily life
stories to their friends. Some of the example stories were: school lunch, traditional
costumes, and traditional music. The facilitator on each side helped to translate
the messages they presented to the other side (Figure 4.13).

Lastly, post session was held to take a survey and reflection from the partici-
pants. The students survey, teacher interview and parents’ reflection sheet were
delivered to get feedback and to measure student’s change in global competence.

Figure 4.13: Students connecting real-time between Japan and Thailand
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4.3.3 Findings
Program

The model of the third proposal successfully made students feel connected to for-
eign peers and learn from each other. As it was conducted periodically throughout
the school semester, it was blended into the school curriculum. Besides, during
each phases the teacher ran extra workshops by integrating the activities into the
normal class. For example, during social class students spent time researching
about Thailand and wrote a storyboard for stop motion animation in Japanese
class. It can be considered as one of the factors which made the program success-
ful.

The stop motion animation was an optimal balance between the craft work
which students do in normal course of at the school and digital work which is
a new skill for them. Communication tools such as stop motion animation and
three-language phrase cards for writing letters can help lower the language barrier
between students, and allow them to communicate freely.

Outputs

Students produced 27 different stop motion animations depicting daily life and
cultural stories, ranging from 2 to 90 seconds (Figure 4.14). In sharing session,
students exchanged letters twice with the total number of 134 letters created
(Figure 4.15). For the real-time show and tell session, students presented seven
cultural stories.

R
ﬁ I L m W/

—=_ B e

Figure 4.14: Students stop motion animation
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Figure 4.15: Students “Pen pal” letters

Participants

In the first phase “Learning”, it was noticed that Japanese students still did not
have much chance to expose to Thai culture. In the introductory quiz, there were
only one out of five questions that were answered correctly. However, for Thai
students, it seemed that they were familiar with Japanese culture as there are
various Japanese elements such as food, cartoon, goods in Thailand. They could
mention many Japanese products name. Many students visited Japan with their
parents before.

In every session, the students were highly motivated by the activity throughout
the whole session. They even asked to stay longer when the class period ended.
From the observation, students aged between ten to twelve are perfectly fit with
the activity as they are old enough to manage the task. Still, there were some
groups of students which could not manage the time, and the facilitator had to
help them to distribute the task among group members so they can finish on time.

Infrastructure

The infrastructure in Japanese and Thai school were similar. Every classroom
had one big television with a projector and one notebook computer with internet
connection. Nevertheless, they were rarely used. The school’s internet connection
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speed was not enough to be used in the connecting session. Besides, the software
in the notebook computer has not been updated for a long time and the network
security did not allow user to download or update the program. Thus, portable
WI-FI and facilitator’s personal computer were used in replacement of the school’s
equipment.

Feedback

Student surveys and teacher interview were conducted in the action cycle three be-
tween Japanese elementary school and Thai elementary school. After four phases
of the program, the post-session was held. The result are shown as follow:

1.Student survey

The survey was distributed to measure students’ change in global competence. It
was designed based on the Teacher Guide to K-12 Global Education Grade Level
Indicators of the partnership for 215" century learning. In this survey, the four
points consisted of understanding, investigating, integrating and connecting were
set as core skill points to measure students’ change in global competence of their
age.

The student survey was carried out after the third cycle in Koyo elementary
school. The survey had eight key questions and free space for children to write
comment and feedback. All questionnaires were given in Japanese. The content
of questionnaire can be found in Appendix A. The result of each question are
reproduced below.

e Number of respondent: 36

Grade: 4" grade

Place: Koyo Elementary School
e Number of question: 8 questions
e Date: March,15 2016

Question 1

The first question was, “What is your favorite activity in this program.” (Multiple
answer allowed). 86% of the students answered that they liked stop motion an-
imation creation the most. The second was to watch and comment on foreign
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friends video 33%. Following with the real time show and tell session between
Japan and Thailand for 31%.And “pen pal” letters session for 25% (Figure 4.16).

What is your favorite activity in this program?
100%

75%
50%

25%

0%

Stop motion Watch and "Pen pal" Real-time
animation comment on letters show and tell
friends' work

Figure 4.16: Student survey Q.1

When questioned about the reason behind, some answered

“ It was very fun to create a stop motion animation together with my friends.I
am glad that I can exchange with Thai student”

“Thai students’ video was very fun and I liked to comment on it”

“I can present my story and got new friends” “I am glad when got answer letter
from Thai student”

Question 2

Next question was “Do you think that by using communication tools such
as stop motion animation, phrase cards written in three language allow you
to communicate with foreign students without help from teacher.” 23 students
(63.9%) answered “Yes” while 7 students(19.4%) answered “Maybe” and 6 stu-
dents (16.7%) answered “No” (Figure 4.17).
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Do you think you can communicate with peers in
foreign country by using communication tools such as
stop motion animation without help from teacher?

80%

60%

40%

20%

0%

Yes No Maybe

Figure 4.17: Student survey Q.2

Question 3

In the third question “In the future, do you want to know more about Thai-
land” 72.2% said “Yes” (Figure 4.18).

Question 4

In the following question four, “In the future do you want to join in the work-
shop with other countries”, 75% of the students said, “Yes” (Figure 4.19).
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Do you want to know more about Thailand in the
future?

80%

60%

40%

20%

0%
Yes No Maybe

Figure 4.18: Student survey Q.3

Do you want to join in this kind of activity with
other countries?

100%

75%

50%

25%

Yes No Maybe

0%

Figure 4.19: Student survey Q.4
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Question 5

When asked Do you feel proud when you tell the story of your culture to
foreign students in the fifth question, the feedback was extremely positive. All 36
students or 100% said “Yes” (Figure 4.20).

They gave comments that:

“I want to tell a nice thing about Japan to foreigner” “I want them to know
more about Japan”

“I am so glad to tell foreigner about thing that only have in Japan”

Do you feel pround to be able to tell story about
your country to foreigner?

100%

100%

75%

50%

25%

0% 0%

0%

Yes No Maybe

Figure 4.20: Student survey Q.5

Question 6

The sixth question asked “Do you want to make foreign friends in the future”
32 students or 88.9% answered “Yes” only 3 students (8.3%) said “Maybe” and 1
student (3.4%) said “No” (Figure 4.21).

Question 7

The last question is “Do you think you though changed after joining the work-
shop”. 63.9% responded “Yes” 16.7% responded “Maybe” and 19.4% said “No”
(Figure 4.22).
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Do you want to make foreign friends in the
future?

100%

75%

50%

25%

3%

Yes No Maybe

0%

Figure 4.21: Student survey Q.6

Do you think your perspective change after
joining this workshop?
80%

60%

40%

20%

0%

Yes No Maybe

Figure 4.22: Student survey Q.7
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In the free comment, students gave comments about this program that:

“By exchanging cultural story, I feel connected to Thai people. It was very fun
cross-cultural program. I want to join it again with other countries”

“When heard about Thailand from Thai peers, it make me want to go to
Thailand”

“In the real time connection with Thai friends, even we speak different language,
we can communicate and understand each other by gesture, expression and
heart.”

“I realized many good things about Japan after exchange my stories with foreign
peers. I realized that the girl who sent me the letter, even she is a foreigner she
is a normal girl like me. I want to be friend with her. [...]”(Figure 4.23).
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Figure 4.23: Student impression
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2.Teacher Interview

The interview was conducted after four phases of the program with the teacher
from Japanese elementary school to get feedback of the program as well as to get
result of the student observation during the program. The interview comprised
seven questions as presented below:

e Interviewee: Ms.Tomomi Suzuki
e Position: 4 ' grade teacher, Koyo Elementary School
e Number of question: 8 questions

e Date: June,22 2016

Overall program

The first question is regarding the time which the students spent with this
program. From the interview, apart from the four phases which were conducted
periodically throughout the semester, the teacher also integrated this program
to other school subjects for example, the students spent time in Japanese class
writing a storyboard for the stop motion animation or they went to the computer
room to do research about Thailand in the social studies class. They spent in
total 26 hours for this program in one semester (Figure 4.25).

Learning Creating  Sharing Connecting Evaluation
14/16 Sep 16/25 Dec 27 Jan 15/16 Feb
—C o— ——

Preparing Preparing Preparing  preparing Finish Explore Assign
storyboard script script character letters about Topic
1 Dec 2Dec  (Continue) 5 Dec 27 Jan  Thailand 1o present
3 Dec from internet 12 Feb
8 Feb

Rehearsal
15/16 Feb

Figure 4.24: Time which students spent with the program in one semester

When asked her opinion about the program, she mentioned that the program
flow was designed very well. Starting from introducing about foreign countries,
creating a stop motion animation about their culture then sharing their feeling
through “pen pal” letters and eventually connecting real-time to share more stories
can gradually make the students feel connected to each other.
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Stop motion animation

The teacher mentioned that by encouraging them share their cultural stories
through stop motion animation can stimulate students motivation very well. The
students were very excited when they saw foreign peers’ works. They eagerly
asked that “Will I create this?” or “How to create this?”

She added that this activity provided an excellent opportunity for students to
use ICT in class. Also, the “KOMA KOMA” application is very easy to use that
the the students could quickly learn to use it.

Having three or four students in one group with one or two international
students as facilitators in each group helped them work smoothly. The students
could also talk and exchange ideas with the facilitators who came from many
parts of the world and speak other languages rather than English. It can ignite
the awareness of the diversity in this world in student.

“Pen pal” letters

When asked about the “pen pal” session, the teachers said that she was very
impressed with the phrase cards written in three languages. She mentioned that
many students tried to copy the Thai language from the card and tried pronounced
U

the phrase. There were voices from students that “I want to write another letter’
“I am very excited for the answer”.

Real-time show and tell

For the real-time show and tell session, the teacher said that it helps building
student’s confidence to do a presentation in front of an audience. Moreover, since
they had very limited of time to present their stories, they learned that it is
important to be punctual.

Change of the children after the program

The next question is related to the change of the children after the program.
The teacher said that thanks to this program, it provided an opportunity to
understand about foreign country (Thailand) and also an opportunity to realize
the important of their own culture. They realized their identity as Japanese
people. It can prove from the reflection which student gave to her that:

“Thailand have ... which different from Japan”

“But they also have similar to us”
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Besides, the teacher mentioned that students learned to work together in the
group. They started working by themselves without waiting for a command from
the teacher. They even used after school time to finish the work. It could be said
that their communication, collaboration skills, and relationship improved.

The way to continue the program next year

The teacher gave an opinion that it might hard to conduct this program in the
normal school curriculum because of a tight school schedule. To make it happen, it
is necessary to plan a long-term program and conduct it as an education research
in school. Besides, It is necessary for the school to have support from the university
or outside organization to ran the research activity together in order to achieve
the goal.

3.Parents feedback

In the second phase “Creating” there were some students’ parents came to the class
to observe the activity. After the session, the teacher distributed a feedback form
to the parents to write their opinion regarding this activity. From the feedback, it
appeared that the parents were very positive to the program. They mentioned that
the children’s works were very impressive. It was good to create an opportunity
for the children to use ICT in the class room. They also added that it was very
interesting to see the children’s work in a new form of media. They could feel the
children motivation and effort through their works.

One of the parents said that her daughter told her that “This was the most
interesting class ever” “my friends and I created this animation together.” At
home, they accessed to the website to watch the stop motion animation together
which leads to more conversation between parents and their children at home.
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Figure 4.25: Parent feedback
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Chapter 5
Analysis and Discussion

As discussed in Chapter 1, the objective of this study is to foster global com-
petence in elementary school through the use of media creation approach. The
education program was developed to provide students an opportunity to connect
and share their cultural stories through creative media works with students in
foreign countries. It hopes to develop their understanding of foreign culture and
ignite their curiosity about the world and diversity. From this objective, two
research questions were raised:

1. Can media creation activities help cultivate students’ global competence of
their age?

2. What are key elements to create a school program that can promote global
competence in elementary school level?

In this chapter, the results from three action cycles are analyzed to answer the
research questions. The discussion is broken down into two parts: (1) students’
change in global competence for question one; and, (2) Guideline for program
replication for question two

5.1 Students’ Change in (Global Competence

For the first question, the data from students’ survey, teacher interview, parents’
feedback and observation note gathered from the third cycle will be analyzed
based on the evaluation criteria noted in Chapter 3 (Table 3.1,3.2).

According to the teacher interview, before joining the session, the student had
few opportunities to expose to foreign culture and foreign peers in their age. It
can also tell from the observation in the first session of “Learning” that, Japanese
students rarely knew about Thailand as they could not guess the right answer
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in the cultural quiz game. On the other hands, students in Thailand seemed to
know about Japan very well since they were familiar with Japanese culture from
daily life Japanese products and culture around them.

After joining the program, there were significant results which can proved the
change in students’ global competence as discussed follow:

First, the development of the understanding of their own culture and respect
for diversity in this society. As a result of the student survey and the feedback from
the teacher, it indicated that student could identify how their culture shapes and
what is the differences and similarities between their own culture and foreign cul-
ture. It matches with the first global competence learning spiral ‘Understanding’
in the Global Competence Grade-level indicators “Students can see how culture
shapes individual and community perspectives and points of view” of the Part-
nership for 21st Century Learning (P-21) and the B.6 Topic “ Understanding the
similarities and differences between societies and cultures” in the Socio-Emotional
development of the UNESCO Global Citizenship Education.

Second is Media literacy development. The use of digital technology to create
animation provided an opportunity for students to gain media literacy. Besides,
the sharing of these media online can fosters a better understanding of the new
media as a multi-cultural environment connecting tools.

It can prove from the fruitful outputs of the stop motion animations, “pen
pal” letters and stories presented in the real-time show and tell session.

The students also reflect back in the survey that they enjoyed the media cre-
ation activity. Futhemore, from the teacher interview and feedback from parents,
it indicated that the media creation activity can stimulate students’ interest in
learning about the foreign culture.

This improvement aligns with the UNESCO B.3 Cognitive development topic
“Media literacy and social media skills (different forms of media, including social
media)” and the ‘Investigating’ and ‘Connecting’ global competence learning spi-
ral of the Global Competence Grade-level indicators “Students can demonstrate
multiple literacy skills” “Students can present their research findings and projects
to audiences using multiple technology tools and formats”.

Lastly is embracing the Creativity, Communication, Collaboration, and Crit-
ical Thinking skills (4C’s) in Integrating global competence learning spiral “Stu-
dents can communicate what they have learned to diverse audiences, and craft spe-
cific presentations tailored to those audiences (in face-to-face settings and through
online publishing)” and B.9 Topic of the Behavioral domain of the UNESCO
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“Engaging in projects and written work” and “Participating in decision-making
at school.”

In this program, students collaborate with their team members on their projects.
They also create contents to share with foreign language speakers. Through the
creative media activity, it help cultivate their creativity and critical thinking.

Besides, by working with other classmates, it helps foster their communication
skill as well as collaboration skill. According to the teacher interview, she men-
tioned that the students learn to start working without waiting for the instruction
from the teacher. They helped and supported each other when facing a problem.
The students also reflected back that they enjoyed working in a group and many
said that their works succeed because of the collaboration with their team. This
shows a success in promoting the communication and collaboration skills among
them.

As a result, the data appears to suggest that the cross-cultural program
through media creation can foster students’ global competence of this age.

5.2 Guideline for Program Replication

For the second question “What are key elements to create a school promote that
can promote global competence in elementary school level?”, the important ele-
ments to run the program will be specifically addressed here in form of a model
lesson plan. It is a summary result from the whole practices in the school for
thirteen times between March 2015 and February 2016. Besides, the key elements
that bring program to success is also described.

KomaKids Program Lesson Plan

Overview

In this program, its main aim is to develop the knowledge, skills, and disposi-
tions necessary to navigate and succeed in today’s interconnected world, so-called
‘global competence’ in elementary school students by connecting with other stu-
dents in different countries through media creation method. Students will reflect
back on their culture and produce media works to demonstrate a story to foreign
friends from their point of view. Meanwhile, they will learn about the foreign
country through their foreign peers’ works. Besides, we hope to develop students’
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communication, creativity, collaboration, and critical thinking skills as well as
media literacy through a production of media in this program

Objectives

1. To encourage students to explore their own culture and make comparisons
with other cultures.

2. To enhance student awareness of cultural diversity and global issues.

3. To develop student ICT literacy through the use of tablets in a media cre-
ation process.

4. To foster students’ communication skill, critical thinking, problem solving

and creativity through media.

Materials

e Tablet computer (3-4 students per one tablet)
e Computer with internet access
e Stationaries for stop motion creation e.g. colored papers, colored pens, clays

e Pen pal letter template

Session 1: Learning “Cultural Quiz Game” (Suggested Time: 60 min-
utes)

e Explain that you are going to play a quiz game relating to foreign countries.
e Read out the question and answer choices.
e Student guess the answer.

e Review the answer and explain the more information related to the question.
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Session 2: Creating “Stop motion animation” (Suggested Time: 150

minutes)

Explain that students are going to be making stop motion animations to
share with friends from another country. (Show sample animation here if

desired).

Show steps of making stop motion animation using iPad application: 1.com-
ing up with the story 2. creating the background and characters 3. making
the animation 4. Sound recording and video editing.

Explain the functions of KOMA KOMA for iPad application (how to take
a picture, delete a picture, save the film).

Set up the equipment (Tablet stand, stop motion animation materials).

In group, students work together to create stop motion animation (suggested
number: 3-4 people per group)

Suggested time for animation creations: writing storyboard (30 min), creat-
ing character and background (40 min), Shooting (40), Video editing (40).

Session 3: Sharing “pen pal letters” (Suggested Time: 90 minutes)

Part 1 Watch peers’ works (45 minutes)

Explain that students are going to access to website to watch and comment
on their foreign peers’ works.

Show how to watch and comment on the video In group, student watch
videos and add comments.

Part 2 Create “pen pal” letters (45 min)

Explain that students are going to create a pen pal letter using letter tem-
plate.

e Distribute letter template and explain how to use it.

e Students work individually to create a letter.
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Session 4: Connecting “real-time show and tell” (60 min)

Part 1

e Explain that students are going to connect with peers abroad to present
their cultural stories.

e Students choose topic they want to present.

e Students write story and prepare things from they home to join in the real-
time show and tell.

Part 2
e Connect to foreign school through skype.
e Start with ice-breaking activity e.g. greeting in mother tongue language.

e Start a presentation. Students in two countries take turn to present and
comment on each other stories.

Program assessments

e K-12 Global Competence Grade-Level Indicators (P-21 2014)

e Global Citizenship Education Topics and Learning objective (UNESCO
2015)

Other suggestions

ICT in Classroom

Even though there is a lot of demand from the government to implement ICT in
the classroom, there still many concerns of how to implement it. To compromise
that, this program tried to mix between offline and online hands-on works in
order to gradually blend ICT into the classroom. For example, the stop motion
animation which is an optimal balance between the craft work which students do
in normal course at school, and digital work which is a new skill for them.
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Integrated to Certain Subjects

The program can be integrated across a range of subjects. The activity in this
program will play a role to connect the knowledge and skills in each school subject
together. For example in the Japanese workshop, the teacher integrated this
program within many regular school subjects for example social studies, Japanese
language, and craft. The activity in this program can encourage students to do
research, critique and collaborate with each other in class. It also promoted a
cross-cultural communication and global understanding through the connection
with the students from other countries.

Target Age Group

From the observation of the three action cycles seems to suggest that students
age between ten to twelve years old (grade four to six) is more suitable for this
program as they are mature enough to understand the objective of the program
and can focus on work rather than those who are in younger age.

Communication Tools

A gap between language is a big obstacle in the cross-cultural program; on the
other hands, it can create a curiosity among students about others countries. It
is necessary to build confidence to students in order to help them to overcome
the fears of communicating with foreigners. In order to reduce this issue, commu-
nication tools such as stop motion animation and phrase cards written in three
languages were provided for students to use in this program. It allows students to
communicate with more visual and sound which made them feel more comfortable
and confident to communicate with foreigners.

Duration

The minimum required time for each session is 90 minutes (two class periods).
However, it might need more time depending on the detail of the activity. In the
activity, there was student who could not finish their work on time as they wanted
to create a long story of the stop motion animation. In this case, it might need
facilitators and teacher to help them with time management.
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Facilitators

Facilitators play an important role in this program. The role of facilitators in the
program is to moderate the activity. During the activity, they helped students
when facing problem with the device or with time management. In regular school
class, the teacher will play this role. It is very important for he/she to understand
that they will not ”"Teach” or "Do” things instead of the students but encourage
them to think and find the answer by themselves.

Infrastructure

Well-equipped classroom with a computer with internet connection, and a projec-
tor is required for this program especially in the real-time connecting session.
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Chapter 6
Conclusion

6.1 Conclusion

The aim of this thesis is to illustrate KomaKids program’s ability to foster global
competence in elementary school student. From this goal, two research questions
are posed: (1) “Can this program help cultivate students global competence of their
age?”. (2) “What is key elements to create a school program that can promote
global competence in elementary school level?”.

The three cycles of action research were conducted to elucidate this two ques-
tions. In each action cycle, the cross-cultural program through media creation was
designed and implemented at elementary schools in USA, Japan and Thailand
from March 2015 to February 2016. Early ideas of the media creation activity in
this program ranged from collaborative games to stop motion animation produc-
tion. After extensive planning and experimenting, the program proposal was set
into four phases: 1. Learning about other countries through cultural quiz game;
2. Creating stop motion animation to share cultural stories to foreign peers; 3.
Sharing impression and opinion through “pen pal” letter; 4. Connecting real-time
with foreign peers to present cultural stories.

During one research year, thirteen workshops had been held. From the re-
sult of the study, it can be said that KomaKids program offered a cross-cultural
experience which cultivate students’ global competence.

In every session, the students remained engaged and excited. The media cre-
ation aspect of the project yielded rich, creative animations, “pen pal” letters,
and show and tell presentations. Besides by using the communication tools such
as stop motion animation, it boosted student confidence in communicating with
foreigners with fewer language interference.

The students survey and teacher interview resulted in noticeable changes in
students’ global competence of their age. The student explored the importance
of their own culture and can make a comparison with other cultures. Besides, it
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also brings awareness of cultural diversity and global issues.

There were positive feedback from parents. Many parents mentioned that it
was excellent to create the global experience in school. Besides, the program is
the optimal balance between the craft work and digital work which can liberate
students creativity and enhance ICT literacy.

Based on all of these conclusions together,the cross-cultural program through
media creation proved successful in cultivating global competence in elementary
school students. The analysis of the results produced a set of guideline which
schools and researchers can follow to replicate the process in the future.

6.2 Future Work

While KomaKids program has achieved its goal, there is still room for improve-
ment. The possibilities are addressed here in two aspects: (1) platform develop-
ment, and (2) program deployment.

First is to develop an online sharing platform for this program to connect
classrooms around the world. Although, in this study the project website was
published and used, it is needed to be developed more to meet the program ob-
jective.

The idea of sharing platform consists of two main components: the teacher
dashboard and the student experience. The teacher part provides curriculum and
matching system which teacher can find other class in foreign countries who inter-
ested in collaborating in the similar project. Then, they connect two classrooms
and work together through this platform.

For the students’ part, students create works and upload them to the platform
where they can also watch and comment on their foreign peers’ work. Besides,
they can also communicate with their peers directly through digital “pen pal”
messenger with the automatic translation system. Since privacy and security are
always a concern with children online, all animations, messages and posts will
only visible to students and teachers in the two classes. Furthermore, all posts
and animation must be approved by the teacher before appearing online.

Second, with the online platform, the goal for the long run of this program
is to find the way to deploy the program. By utilizing the program guideline
into different countries, it will provide an opportunity to get more feedback from
students and teacher who have different cultural backgrounds. It hopes to get a
new insight which help develop the program. The program may adapt to other
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grade levels such as secondary school and high school to expand this experience
to every school student. Through the use of KomaKids curriculum, it hopes
that global competence will be developed across ages, disciplines, and educational
institutions to create a new generation of global citizenship for our world.

66



References

Action, EU External (2014) “The EU - ASEAN relationship in twenty facts and
figures.”

Beck, John C and Mitchell Wade (2004) Got game: How the gamer generation is
reshaping business forever: Harvard Business School Press Boston, MA.

Clinton, Katie, Ravi Purushotma, Alice J Robison, and Margaret Weigel (2006)
“Confronting the challenges of participatory culture: Media education for
the 21st century,” MacArthur Foundation Publication, Vol. 1, No. 1, pp.
1-59.

Consortium, New Media et al. (2005) “A global imperative: The report of the
21st century literacy summit,” Retrieved December, Vol. 21, p. 2007.

Davies, Anna, Devin Fidler, and Marina Gorbis (2011) “Future work skills 2020,”
Institute for the Future for University of Phoenixz Research Institute, Vol.
540.

Davies, Lynn (2006) “Global citizenship: abstraction or framework for action?”
FEducational review, Vol. 58, No. 1, pp. 5-25.

Downey, Gary Lee, Juan C Lucena, Barbara M Moskal, Rosamond Parkhurst,
Thomas Bigley, Chris Hays, Brent K Jesiek, Liam Kelly, Jonson Miller,
Sharon Ruff et al. (2006) “The globally competent engineer: Working effec-
tively with people who define problems differently,” Journal of Engineering
Education, Vol. 95, No. 2, pp. 107-122.

Grandin, John M and Norbert Hedderich (2009) “Global competence for engi-
neers,” The SAGE Handbook of, p. 362.

Hobbs, Renee and David Cooper Moore (2013) Discovering media literacy: Teach-
ing digital media and popular culture in elementary school: Corwin Press.

67



REFERENCES

Ministry of Justice Japan, The (2015) “Statistic of foreign residents.”

Lenhart, Amanda and Mary Madden (2005) “Teen content creators and con-
sumers.”

Levy, Frank and Richard J Murnane (2012) The new division of labor: How
computers are creating the next job market: Princeton University Press.

Loveless, Avril M (2000) “Creativity, visual literacy and information and commu-
nications technology,” in Communications and Networking in FEducation:
Springer, pp. 51-58.

Lynch, James (1989) Multicultural education in a global society: Psychology Press.

Mackawa, Marcos Sadao (2015) “Designing Global Education for Youth in
the Internet-based Society,” Ph.D. dissertation, Keio university Graduate
School of Media Design.

Mansilla, VB and A Jackson (2011) “Educating for global competence: Prepar-
ing our youth to engage the world. Council of Chief State School Officers
EdSteps Initiative & Asia Society Partnership for Global Learning.”

Mundy, Karen and Karen Elizabeth Mundy (2007) Charting global education in
Canada’s elementary schools: Provincial, district and school level perspec-
tives: OISEUT.

P-21, Partnership for 21st century learning (2014) “Teacher Guide K-12 Global
Competence Grade-Level Indicators.”

Colligan market research, The (2012) “World Savvy Global Competency Research
Results.”

Robinson, Ken and Lou Aronica (2016) Creative Schools: The grassroots revolu-
tion that’s transforming education: Penguin Books.

Siegler, Robert S (1991) Children’s thinking .: Prentice-Hall, Inc.

Skills, PF (2008) “21st century skills, education & competitiveness,” A Resource
and Policy Guide.

68



REFERENCES

Sudrez-Orozco, Carola, Marcelo M Sudrez-Orozco, and Irina Todorova (2009)
Learning a new land: Immigrant students in American society.: Harvard
University Press.

Thailand MOE, Ministry of Education (Thailand) (2008) “The Basic Educa-
tion Core Curriculum,” http://www.act.ac.th/document/1741.pdf, Ac-
cessed: 2016-12-11.

Tye, Kenneth A (1990) Global Education: From Thought to Action. The 1991
ASCD Yearbook.: ERIC.

Tylor, Alex (2015) “Digital School Hallway: A Combined Space for Creative Shar-
ing and Communicating Between Children In Distant Schools,” Master’s
thesis, Keio University Graduate School of Media Design.

UNESCO (2007) “OPERATIONAL DEFINITION OF BASIC EDUCA-
TION, Thematic Framework.”

UNESCO (2015) “Global Citizenship Education: Topics and learning objectives.”

United Nations, Department of Economic & Social Affairs (2015) “International
Migration Report 2015.”

69


http://www.act.ac.th/document/1741.pdf

Appendices

A Survey Result

Student Survey

The student survey was carried out after the third cycle in Koyo elementary school.
All questionnaires were given in Japanese. The contents of each are reproduced
below.

Number of respondent: 36

Grade: 4% grade

Place: Koyo Elementary School

Number of question: 8 questions

Date: March,15 2016

Contents of Questionnaire (Japanese)

1. D—=0Y3vyTOPT, —BREUHNOIEEEATID,
. OVRUPZXZEDB L
1. 91DREDERZERTIXAYMTBI L,
0. 3DDSHE(BAE. YM:B. REB)DF—J—FH—FTFEZELZ L,
I.EFTABERNA N TELDAETE T L

ZhEBETI:
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2. DREODPIARIDOEBOF—JV— b H—FRBEZES & TEPRRODALNGEL
THESMERAEWC EMEDDERBNRTH?

7 (Fn
1 LWWZ
T EE5THRW

3. GREE2EYLIDTEERDIEWTIH?
7 (W
4 LK
D 5

g i

THLHZEW
4. gk, Y1 LUNOHOEO/NEEEDD—2Ya vy ICSBNLIEWTIH?

1 LWWZ
v EES5THRW

5. BEROXEZABACETATSNTSNLLWTIH?

7 (Fn
1 LWWhA
D EE5THRAL

FnEBETcah:
6. AEOESREEZESTH-WEBWETHN?
7 Fn

1 WWZR
D EBES5THRL
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7. ZDD—023v I (CENI BaiE. ZOEZLNELILEBVWRIN?

7 FWn
14 LWWA
D EE5THRW

8. ZDID—0Y3vFCEBNULTER I EZATHENTLESL,

Contents of Questionnaire (English Translation)

1.What is your favorite activity in this program? (Multiple answers al-
lowed)

a. Stop motion animation

b. Watch and comment on friends’ work

c. “Pen pal” letters

d. Real-time show and tell

Reason:

2.Do you think you can communicate with peers in foreign country
by using communication tools such as stop motion animation without
help from teacher?
a. Yes
b. No
c. Maybe

3.Do you want to know more about Thailand in the future?
Yes

b. No

. Maybe

®

o
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4.Do you want to join in this kind of activity with other countries?
a. Yes
b. No
c¢. Maybe

5.Do you feel proud to be able to tell story about your country to
foreigner?
a. Yes
b. No
c. Maybe
Reason:

6.Do you want to make foreign friends in the future?
a. Yes
b. No
c. Maybe

7.Do you think your perspective change after joining this workshop?
a. Yes
b. No
c. Maybe

8.Please write your impression about this program
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Q.1 BH: 7—723v7TORIE—BRUD > LRBBATID

Q1.Reason: What is your favorite activity in this program?
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Q5 Reason: Do you feel proud to be able to tell story about your country to foreigner?
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Teacher Interview
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Kita Ward Facebook Page
February 16,2016
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Yahoo! Japan News
February 16,2016
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18" UNESCO-APEID International Conference:
In Pursuit of Quality Education: The Past, Present, and
Future

Designing Innovative Global Education Approaches with ICT and New
Media

Komkid Topoklang, Mana Yamamoto, Rinrada Khansuwan, Yuta Gotoh, Daisuke
Yukita, Kohei Kosuge, Marcos Sadao Maekawa,Shintaro Matsufuji, Keiko Okawa
Keio Uniwversity Graduate School of Media Design, Japan

Presentation Date October 27,2016

Session ICT-supported Education and Ecosystem, and their Impact on Students
Learning
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