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ABSTRACT

Cognitive learning theories have extensively been used for designing effective and efficient multimedia
materials. Yet, these theories have been limited to cognitive aspects of learning. With the introduction of
the recent cognitive-affective theories, emotional and motivational factors are generating considerable
interest. Recently, emotional design approach has been introduced by the researchers. Emotional design
refers to manipulating visual appeal of a product or a learning material in an effort to induce positive
emotions and thereby learning. Although emotional design approach is interesting, the research on the
issue is at the beginning. What is more, studies mostly adopted paper-based measures that are based
on self-report to detect learning emotions. Given this rationale, the aim of this chapter is to introduce
emotional design approach used in multimedia, to mention different techniques for inducing positive
emotions, and to address research on the topic. It also discusses objective tools identifying learning
emotions with a focus on emWave emotion recognition technology.

INTRODUCTION

Cognitive theories of learning have dramatically affected the design and development of multimedia
learning. However, common multimedia theories were criticized as dealing mostly with the cognitive
elements of the design, whilst underestimating the non-cognitive (Astleitner & Wiesner, 2004). “Although
it is well known that metacognitive, affective, and motivational constructs are central to learning, they
have not been the focus of cognitive load research” (Briinken, Plass, & Moreno, 2010, p. 262). This
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maybe because of the cold cognitive approach, which underestimates the role of affective design and
regards using these elements in multimedia as a source for extraneous processing (Park, Flowerday,
& Briinken, 2015). Accordingly, recent cognitive theories adopted a more integrative perspective. For
example, Cognitive Affective Theory of Learning with Media (CATLM) (Moreno, 2006) and Integrated
Cognitive Affective Model of Learning with Multimedia ICALM) (Plass & Kaplan, 2016) postulate that
cognitive and affective processing are entwined and affect mediates learning by increasing or decreasing
cognitive engagement. With this in mind, emotional design in multimedia has been presented (Plass,
Heidig, Hayward, Homer, & Um, 2014; Um, Plass, Hayward, & Homer, 2012) and defined as “redesign-
ing the graphics in a multimedia lesson to enhance the level of personification and visual appeal of the
essential elements in the lesson” (Mayer & Estrella, 2014, p. 12). The fundamental idea of emotional
design is that if affective design elements in multimedia are used carefully, they may induce positive
emotions which increase cognitive engagement and learning. Although the approach is of considerable
interest, research on this issue is still at the preliminary stage (Heidig, Miiller, & Reichelt, 2015). Fur-
thermore, studies have mostly adopted subjective measures to detect emotions. The aim of this chapter is
to discuss the emotional design approach used in multimedia, to refer to different design techniques for
inducing positive emotions, and to address the recent research on the topic. Finally, the chapter discusses
objective tools identifying learning emotions with a focus on emWave emotion recognition technology.

BACKGROUND

Cognition, emotion, and motivation are all associated with learning (Schiefele, 1987). The limitation of
the pure cognitivist approach is that they regard mind and thinking as solely objective, cold, mechani-
cal, and rational (Dai & Sternberg, 2004). However, it is recognized that emotions and thinking are
inseparable and that everything we do is linked with emotions (Barry, 1997; Norman, 2004). Hence, a
more integrative approach dealing with affective issues in multimedia is needed (Park, Flowerday, et al.,
2015). In this section, motivational and emotional issues in multimedia learning are discussed.

Cognitive Theory of Multimedia Learning

Cognitive Load Theory (CLT) (Paas & Sweller, 2014) and Cognitive Theory of Multimedia Learning
(CTML) (Mayer, 2009) assume that cognitive resources should be optimally used for effective learning
(Mayer, 2009). If information to be processed exceeds the WM capacity, then a cognitive load effect
may occur (Paas & Sweller, 2014). The total capacity is decided by three types of cognitive processing
(Park, 2010): Extraneous cognitive processing indicates nonessential processing accounted for by poor
instructional design; Essential cognitive processing refers to intrinsic complexity or difficulty of the
material; and Generative cognitive processing refers to “cognitive processing that contributes to learn-
ing” by “...motivating the learner to exert effort toward understanding the material” (Mayer & Moreno,
2010, p. 133). According to CTML, the goal of instructional design should be eliminating extraneous
processing, managing essential processing and fostering generative processing (Mayer, 2009). Previous
work on multimedia have been limited to extraneous and essential processing. However, efforts so as
to eliminate extraneous processing and manage essential processing have been limited in certain situa-
tions. For instance, if learners have insufficient levels of learning interest and motivation, they may not
engage in generative processing and not exert the necessary amounts of cognitive effort in order to learn

702



15 more pages are available in the full version of this document, which may
be purchased using the "Add to Cart" button on the publisher's webpage:

www.igi-global.com/chapter/emotional-design-in-multimedia-and-measuring-

learning-emotions/258805

Related Content

Effect of Computer Assisted Instructional Package on Students' Learning Outcomes in Basic
Science

Simeon O. Olajideand Francisca O. Aladejana (2019). International Journal of Technology-Enabled Student
Support Services (pp. 1-15).
www.irma-international.org/article/effect-of-computer-assisted-instructional-package-on-students-learning-outcomes-in-
basic-science/236071

Investigating the Effects of Gamification and Ludicization on Learning Achievement and
Motivation: An Empirical Study Employing Kahoot! and Habitica

Qi Zhang (2023). International Journal of Technology-Enhanced Education (pp. 1-19).
www.irma-international.org/article/investigating-the-effects-of-gamification-and-ludicization-on-learning-achievement-and-
motivation/326127

BYOD and the Evolving Workplace

Upasna Goyaland Geeta Sachdeva (2024). Integrating Cutting-Edge Technology Into the Classroom (pp.
15-38).

www.irma-international.org/chapter/byod-and-the-evolving-workplace/344299

The Effect of Pictures on Online Business English Vocabulary Retention of EFL Learners Amid
the COVID-19 Pandemic

Kexin Zhang, Wei Wangand Hongmei Xu (2022). International Journal of Technology-Enhanced Education
(pp. 1-16).
www.irma-international.org/article/the-effect-of-pictures-on-online-business-english-vocabulary-retention-of-efl-learners-
amid-the-covid-19-pandemic/302638

About the Psycho-Pedagogical Requirements to Electronic Resources on Basic Engineering
Subjects and Realization in Teaching Electro-Energetics

Larisa Zaynutdinovaand Danis Amirov (2016). Handbook of Research on Estimation and Control
Techniques in E-Learning Systems (pp. 44-60).
www.irma-international.org/chapter/about-the-psycho-pedagogical-requirements-to-electronic-resources-on-basic-

engineering-subjects-and-realization-in-teaching-electro-energetics/142426



http://www.igi-global.com/chapter/emotional-design-in-multimedia-and-measuring-learning-emotions/258805
http://www.igi-global.com/chapter/emotional-design-in-multimedia-and-measuring-learning-emotions/258805
http://www.irma-international.org/article/effect-of-computer-assisted-instructional-package-on-students-learning-outcomes-in-basic-science/236071
http://www.irma-international.org/article/effect-of-computer-assisted-instructional-package-on-students-learning-outcomes-in-basic-science/236071
http://www.irma-international.org/article/investigating-the-effects-of-gamification-and-ludicization-on-learning-achievement-and-motivation/326127
http://www.irma-international.org/article/investigating-the-effects-of-gamification-and-ludicization-on-learning-achievement-and-motivation/326127
http://www.irma-international.org/chapter/byod-and-the-evolving-workplace/344299
http://www.irma-international.org/article/the-effect-of-pictures-on-online-business-english-vocabulary-retention-of-efl-learners-amid-the-covid-19-pandemic/302638
http://www.irma-international.org/article/the-effect-of-pictures-on-online-business-english-vocabulary-retention-of-efl-learners-amid-the-covid-19-pandemic/302638
http://www.irma-international.org/chapter/about-the-psycho-pedagogical-requirements-to-electronic-resources-on-basic-engineering-subjects-and-realization-in-teaching-electro-energetics/142426
http://www.irma-international.org/chapter/about-the-psycho-pedagogical-requirements-to-electronic-resources-on-basic-engineering-subjects-and-realization-in-teaching-electro-energetics/142426

