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Abstract
This article reviews the literature on multi-sensory technology and, in
particular, looks at answering the question: ‘What multi-sensory
technologies are available to use in a science, technology, engineering, arts
and mathematics (STEAM) classroom, and do they affect student engagement
and learning outcomes?’ Here engagement is defined as motivation, interest,
curiosity and attitude. This review identifies tools and software from a
burgeoning, yet limited literature. To answer this question, this review will
include the following: defining learning styles; background on multi-sensory
instruction; multi-sensory education today; STEM and the rise of STEAM; a
look at some multi-sensory tools; and the benefits of using multi-sensory
technologies in education.
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Introduction
Concern was raised by the United States National Academies in 2006 about the declining state of
STEM (Science, Technology Engineering and Mathematics) education in the US. In response,
there has been an increased focus on these disciplines including a variant form known as STEAM,
that is, Science, Technology, Engineering, Arts and Mathematics.
At the same time, the information technology industry has seen a growing interest in the creation
of new technologies for education, entertainment and more. Jayakanthan (2002) suggested that the
computer game industry, which includes games for educational purposes, has become larger than
the film and music industries. Multi-sensory technologies, in formats such as virtual reality,
simulations, and virtual field trips (Raskind, Smedley, & Higgins, 2005), and tablet computers
have been developed and have found a ready home in STEAM education. This paper is concerned
with these technologies and their emerging role in STEAM education.
This paper will review the literature on Science, Technology, Engineering, and Mathematics
(STEM) and the rise to STEAM to better understand the importance of these subjects. It will also
identify the multi-sensory technologies with particular potential to support STEM/STEAM and to
affect student engagement and student learning outcomes.
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Defining learning styles
We all interact with the world around us with our five senses, but we process the information
received in our distinct ways (Taljaard, 2016). These different processing methods have been
categorised into what educators call “preferred learning styles” (Halpern, 2003; Wehrwein, Lujan,
& Dicarlo, 2007). Learning styles can be described as “cognitive, affective, and physiological
traits that are relatively stable indicators of how learners perceive, interact with, and respond to the
learning environment” (Keefe, 1979, p. 4). It has been contended that people have different and
distinct sensory style preferences (Fleming & Baume, 2006; Halpern, 2003) and further suggested
that “our preferences are part of who we are” (Fleming & Baume, 2006, p. 4). A student who may
find clarity and motivation in imagery may, therefore, migh keep using this strategy to improve
his/her learning outcomes. Some students are active listeners and can understand by listening
while others may prefer field trips or more active engagement (Fleming, 2001).
According to the VARK model, there are four learning styles – visual, auditory, read-write and
kinaesthetic (Fleming, 2001). The VARK model is a questionnaire originally designed for business
but provided free to the education sector which helps students by suggesting the strategies they
should be using. It was initially developed in 1987 by Neil Fleming, and Colleen Mills (1992) after
Fleming observed how effective teachers did not reach some learners. Some of Fleming and
Baum’s (2006) ideas include:
•

modal preferences influence individual’s behavior and learning;

•

information accessed using strategies that are aligned with a student’s learning preferences, is
more likely to be understood and be motivating; and,

•

the use of strategies aligned with a student’s learning preference is likely to lead to a deeper
approach to learning, and active and effective metacognition.
(Fleming & Baume, 2006, p. 4)

VARK relates to how we acquire new knowledge and does not involve intelligence. It can
therefore be said that the VARK model allows for all individual learners to attain knowledge in an
interesting and captivating environment in a way that suits their preferred learning style. VARK
has resulted in the development of various multi-sensory learning strategies, but multi-sensory
strategies and techniques are not new and have been used for many years.

Background on multi-sensory instruction
The first recorded use of multi-sensory techniques was in 1920. Dr Samuel Torrey Orton ran a
mobile health clinic in Iowa, United States of America, where he dismissed the common idea that
dyslexia was caused by vision problems and proposed that it was rather a “specific reading
disability” (Orton, 1925, p. 1095). Orton (1925) further suggested that the tendency of reversing
letters in dyslexia could be corrected by kinaesthetic-tactile reinforcement of visual and auditory
associations. Orton was greatly influenced by the work of Grace Fernald, who created a
kinaesthetic method of tracing words, known as “writing in the air,” while saying the names of
sounds out aloud (Hallahan & Mercer, 2001).
Cleland and Clark (1966) later proposed a theory of the positive effects of multi-sensory
environments. They suggested that stimulating the senses of individuals with cognitive
impairments through smell, sound, touch and sight can improve development, communication and
behaviour.
Rains, Kelly, and Durham, 2008) contended that the theories of Piaget and Vygotsky show the
importance of employing multiple methods in education. This is because students of a similar age
group are not always at the same level of mental readiness.
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Since 2006, and due to advances in technologies, there has been a growing interest in the field of
multi-sensory technologies in education and research continues through projects like the Newton
Project (http://www.newtonproject.eu), which is funded by the European Union’s Horizon 2020
Research and Innovation programme.
Multi-sensory education
Multi-sensory education can be explained as an instructional method which uses visual, auditory,
kinaesthetic and tactile ways to educate students (Joshi, Dahlgren, & Boulware-Gooden, 2002). It
involves teaching through hearing and speaking, seeing and perceiving, and touch, movement and
action (Taljaard, 2016). Multi-sensory teaching techniques stimulate learning by engaging students
on multiple levels. They encourage students to:
•

Gather information about a task

•

Link information to ideas they already know and understand

•

Perceive the logic involved in solving problems

•

Learn problem solving tasks

•

Tap into nonverbal reasoning skills

•

Understand relationships between concepts

•

Store information and store it for later recall
(Clifford, n.d., p. 2)

It has also been demonstrated that the human brain learns and functions optimally in situations in
which information is amalgamated within multiple sensory modalities (Shams & Seitz, 2008). It
can, therefore, be argued that multi-sensory protocols are more efficient for learning as they are
closer to natural settings than unisensory protocols. In line with research, a current tendency exists
to simulate deep multi-sensory learning through doing mimicking how young children study their
surroundings using all their senses (West, 1994). Prigge (2002) proposed that a “solid” experience
is one of the best ways to make lasting neural connections through a more direct interaction with
the surroundings. This is because the brain processes 3D images in significantly different ways to
how it processes 2D images. It has also been contended that introducing a new sense may open
new neural pathways (Liu & Chiang, 2014).
Traditional learners are viewed as either low- or non-tactual as they are mostly auditory or visual
students and learn the way most teachers teach. These students are better represented among
females than males (Dunn & Dunn, 2005) and, as suggested by Honigsfeld and Dunn (2003),
males tend to be strongly tactual and kinaesthetic. A further group of students are low auditory
and/or low visual and learn best with kinaesthetic strategies (Bauer, 1991). The importance of
haptic/tactile experiences has also been demonstrated by basic psychological studies (Jakesch,
Zachhuber, Leder, Spingler, & Carbon, 2011).
Praveen (2016) contended that “if a child is not learning in the way you teach, change your
teaching strategy and teach the child in the way he learns!” (para. 1). A challenge, therefore, exists
for designers of learning materials to engage as many sensory channels as possible so that students
can be accommodated in the various ways in which they learn. Gardner (1983), a Harvard
developmental psychologist, suggested pluralising learning, a strategy which involves presenting
topics in a variety of ways so as to reach more students. This also conveys what understanding
something well means. Students need to become adept in understanding how they learn best and
the skills required to learn in areas they do not like or areas they do not believe would have any
future benefit; in this way, they can take responsibility for their learning (Kolb & Kolb, 2012;
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Prigge, 2002). Ultimately, learning styles are divided into four senses – visual, aural, reading, and
kinaesthetic (Fleming, 2001; Walling, 2014). Learning style theories, despite practical use in many
classrooms, are still very much contested (Walling, 2014). But as a theory, they make sense to
teachers and learners alike.
Complementary information, used to develop multi-sensory interfaces, provides universal access
through combinations of sound maps, haptic interfaces and speech (Jacobson, 2004). Although in
Jacobson's (2004) research, the focus is on the visually impaired, it can be said that the findings
could also be applied more generally. For example, maps presented in a multimodal form have the
potential to provide a source for learning about the environment and offering opportunities for
further investigation.

STEM and the rise of STEAM
STEM has been identified as a significant national reform in education and curriculum in the
United States of America, to prepare students for the global economy of the 21st century.
Generous support has been allocated to education, in the belief that the US is becoming less
competitive in STEM fields compared to Asian countries (Piro, 2010).
A study by Gaugin (2008) showed that people involved in the Arts represent a large part of the
USs workforce. Further research has demonstrated that contribution to the arts leads to calculable
cognitive gains (Preminger, 2012). It has also been shown that training in a musical instrument
enhances verbal ability and non-verbal reasoning (Piro, 2010). As a result, there has been a change
in education globally, to include the arts in STEM subjects.
STEAM (sometimes written as STΣ@M (Yakman, 2008)) has become a model of how boundaries
between educational subjects can be removed. STEAM revolves around the idea that it is the
“interpretation of Science and Technology through Engineering and the Arts, all based in
Mathematical elements” (Kwon, Nam, & Lee, 2011, p. 783). STEAM also allows for these
subjects to be delivered in an engaging and deeply embedded way (Yakman & Lee, 2012).
It can, however, be said that for STEAM to be successful, there has to be an understanding that it
not simply about adding the Arts to the list of Science, Technology, Engineering and Mathematics.
It is also about looking for associated standards between these STEM subjects and the
implementation of those standards into the curriculum. It can also be suggested that STEAM is
ideally suited for the incorporation of multi-sensory tools into the classroom.

Multi-sensory tools
The multi-sensory tools reviewed in this section are: virtual reality, tablet computers, JAWS and
SALS.
Virtual reality
Virtual reality can be defined as a text- and graphics-based environment that is simulated by a
computer (Auld & Pantelidis, 1994). Today, however, virtual reality can mean so much more,
from simple simulation programs delivered via a mobile phone to full immersion using specialised
equipment like Oculus Rift, a virtual reality headset for 3d gaming. No matter the complexity, the
user uses a screen to display the virtual world and has the capability to interact with this world
with the help of a mouse, joystick or gyroscope as well as voice command input, hand motion
input or even self-motion, which makes virtual reality a great multi-sensory tool to use in
education.
Heeter (1992) suggested that, in a virtual reality situation, human senses are no longer part of an
exhaustive list as other new senses can be added. Some games include tactile stimuli from
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touching buttons and joysticks in the virtual cockpit. It can be said that it feels like driving in a real
cockpit. In the same game, you are also not limited to one set of eyes. A primary monaural eye is
always visible with secondary eyes that can be up to 50 feet (~15 metres) above your head. Players
surveyed suggested that, when they touched animated objects in these worlds, their physical and
emotional responses helped to convince them that the experience was real (Heater, 1992).
There has been a steady increase in the development of educational software. Some involves full
immersion in virtual environments while others limit confusing background information and
accentuate specific sensory information (Raskind et al., 2005). This also allows students with
cognitive disabilities to learn complex concepts with greater physical and emotional safety and
students with physical disabilities to compete in sports events (Powers & Darrow, 1994).
Immersion is one of the key features that virtual reality adds to modelling as a means of
constructivist learning. It allows learners to develop the impression that they are taking part in a
world that is realistic enough to make them believe it is true (Heeter, 1992). Immersion may also
make concepts more memorable and thereby allow students to build better mental models. Another
feature is that it keeps the student’s attention focused on the virtual environment. When using a
head-mounted display, students are not subjected to the same distractions as in traditional learning
environments.
A multi-sensory plus for virtual reality headsets is virtual field trips. As part of the recent push for
STEAM subjects in education, Google created Google Expeditions. Optimally, these virtual field
trips, in conjunction with other learning methods, provide a solid instructional method (Bellan &
Scheurman, 1998).
Virtual reality and, more particularly, virtual field trips, have advantages and disadvantages. In
general, the disadvantages are caused by inadequate preparation or incorrect use. To avoid these,
teachers should make sure that students are aware of how to use the tools and what is expected of
them. A follow-up after the virtual field trip is also suggested (Bellan & Scheurman, 1998). The
advantages of virtual field trips make it all worthwhile. Students can experience sensory overload
on actual field trips. Virtual field trips allow students to focus their sensory input when on the
actual trip, but knowing in advance what to expect. But even better, these virtual trips allow
students to experience places that may be too dangerous to visit, like to the top of a volcano, or
places they may not be able to afford to visit, like far away countries.
Tablet computers
Tablet computers allow students to document their learning by using multi-sensory functionality
(Reich, 2013) and come equipped with the functionality to meet the needs of students and can
facilitate learning in the student’s preferred learning style (Walling, 2014).
The features of tablet computers allow students to watch educational videos, record their lab
experiments/progress with the built-in camera, develop multimedia presentations and engage in
many preferred learning styles. Walling (2014) argued that tablet computers are not merely hightech toys but, rather, are toolboxes for learner engagement. Walling (2014) further suggested that
the transition to using tablet computers in education is a natural process for teenagers as they are
very similar to smartphones.
Some of the features noted by Walling (2014) include: the voiceover feature for spoken
descriptions of everything on the screen; Siri, the personal assistant activated by voice prompts;
dictation to convert speech to text; and Braille displays and keyboards. Other features include
closed captions, assistive touch, and the gyroscope to record the movement of the device.
It can, however, be said that tablet computers and multimedia applications have their inherent
limits when it comes to multi-sensory learning as they are limited to only a couple of senses. The
inclusion of add-ons like apps or tactile screen covers allow more sensory interaction.
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JAWS and SALS
Two other, lesser-known tools with limited research are JAWS and SALS.
•

JAWS is a text-to-speech screen reader that allows learners with low vision to undertake
online research, thereby using their auditory sense in the classroom or at home. Compared to
other software, it provides extensive audible functionality, even including real-time probe
readings. In a science classroom, this will allow students who are visually impaired to install
sensors and probes and even access and manipulate data (Supalo, Wohlers, & Humphrey,
2011).

•

SALS is the acronym for Submersible Audible Light Sensor, a glass wand with an embedded
light sensor. This allows the measuring of colour intensity changes. The intensity changes are
then converted into audible tones (Supalo et al., 2011).

The above tools were used in a science camp for students who are visually impaired (Supalo et al.,
2011), but it could be suggested that these tools can also be included/adapted for general inclusion
in multi-sensory education.

What are the benefits of using multi-sensory technology in
education?
The reported benefits of using multi-sensory technologies in education are student engagement and
improved learning outcomes.
Student engagement
Evidence of heightened student engagement through the use of technologies have been noted as
follows:
• Students in a bookmaking course were found to be more motivated when using guided
imagery and writing warm-ups (Peterson-Stroz, 1997).
•

Similarly, some multimedia applications and multimedia tools were found to increase
students’ motivation to learn. They also allow for a better understanding of the subject matter
(Philpot, Hall, Hubing, & Flori, 2005).

•

When it comes to virtual reality, research has shown that students are captivated by these
immersive worlds. As a result, they devote more time and concentration to the task at hand
(Wexelblat, 1993).

Learning outcomes
A number of researcher over time have investigated the impact of technologies on learning
outcomes. These include:
• Imagery and visual perception were found to be especially influential (Borst & Kosslyn,
2010). Jampole, Konopak, Readence, and Moser (1991) found that the use of visual sense
could enhance the quality of writing when examining the effects of guided imagery on 126
students.
•

Language students learning by using multi-sensory experiences were found to have a better
understanding of new knowledge (Pohan & Kelley, 2004).

•

Shams and Seitz (2008) suggested that multi-sensory techniques in education can better mimic
real-world settings and are therefore more effective for learning.
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•

Tong and Kong (2011) suggested that one can make a piece of writing meaningful and
interesting using sensory experiences. It can therefore also be suggested that STEAM subjects
can also be found to be more interesting and meaningful through multi-sensory learning.

Further research is needed to determine the efficacy of these approaches and tools on engagement
and learning outcomes.

Conclusion
There is an apparent gap in research when it comes to technology-enhanced multi-sensory
education, and where research does exist, it is limited to its use in learning how to read or with
reference to assisted devices for the visually impaired. Most available research focuses on dyslexia
and a manual approach to multi-sensory education.
STEAM subjects have become a major focus for educators in many countries, developing from the
initial STEM subjects. It can be said that educators have come to realise the importance of the Arts
and that it is not just about adding Art as a subject, but also about looking for associated standards
between these STEM subjects and their implementation into the curriculum.
The technologies reviewed here allow for better engagement and increased learning outcomes as
they allow students to learn in their preferred learning styles. They also make learning fun and
allow students to connect to real-life situations.
It can also be suggested that by taking into account the current shortcomings of technologyenhanced tools, the multi-sensory learning tools of the future may promote even higher
engagement and increase student learning outcomes.
Dewey (1916) argued that the problems with motivation and transfer of learning are caused by the
disharmony between the textbooks and learners’ life experiences. These problems can be
overcome with the use of multi-sensory technology in education. This paper agrees with the
contention that “perhaps the most important single proposition that the educator can derive from
Piaget’s work and its use in the classroom is that children, especially young ones, learn best from
concrete activities” (Herbert & Opper, 1969, p. 221).
This paper has presented a review of some of the multi-sensory activities which could be used to
enhance learning in STEM/STEAM education. It also considers the impact of technology use on
student learning. There is much still to be learned as technologies continue to develop and make
greater use of human senses.

References
Auld, L. W. S., & Pantelidis, V. S. (1994). Exploring virtual reality for classroom use.
TechTrends, 39(1), 29–31. doi:10.1007/BF02763872
Bauer, E. (1991). The relationships between and among learning styles perceptual preferences,
instructional strategies, mathematics achievement, and attitude toward mathematics of
learning disabled and emotionally handicapped students in a suburban junior high school.
Unpublished Doctoral dissertation, St. John's University, New York. Dissertation Abstracts
International, 53(06) 1378.
Bellan, J. M., & Scheurman, G. (1998). Actual and virtual reality: Making the most of field trips.
Social Education, 62(1), 35–40. Retrieved from https://www.learntechlib.org/p/84350
Borst, G., & Kosslyn, S. M. (2010). Fear selectively modulates visual mental imagery and visual
perception. Quarterly Journal of Experimental Psychology, 63, 833–839.
doi:10.1080/17470211003602420

2016 Vol. 9 No. 2

52

Journal of Learning Design
Taljaard

Cleland, C. C., & Clark, C. M. (1966). Sensory deprivation and aberrant behavior among idiots.
American Journal of Mental Deficiency, 71(2), 213–225. Retrieved from
http://psycnet.apa.org/psycinfo/1966-13440-001
Clifford, S. (n.d.). Multi-sensory instruction. Retrieved from
http://www.sarahcliffordtutoring.com/multi-sensory-instruction.html
Dewey, J. (1916). Democracy and education: An introduction to philosophy of education.
Mineola, NY: Macmillan.
Dunn, R., & Dunn, K. (2005). Thirty-five years of research on perceptual strengths: Essential
strategies to promote learning. The Clearing House, 78, 273–276.
doi:10.1080/00098655.2005.10757631
Fleming, N. (2001). Teaching and learning styles. Christchurch, New Zealand: N. D. Fleming.
Fleming, N., & Baume, D. (2006). Learning styles again: VARKing up the right tree! Educational
Developments, 7, 4–7. Retrieved from http://www.vark-learn.com/wpcontent/uploads/2014/08/Educational-Developments.pdf
Fleming, N. D., & Mills, C. (1992). Not another inventory, rather a catalyst for reflection.
Retrieved from https://goo.gl/qDeqFa
Gardner, H. (1983). Frames of mind - The theory of multiple intelligences. New York: Basic
Books.
Gaugin, D. (2008). Artists in the workforce: 1995-2005. National Endowment for the Arts.
Retrieved from https://www.arts.gov/sites/default/files/ArtistsInWorkforce.pdf
Hallahan, D. P., & Mercer, C. D. (2001, August). Learning disabilities: Historical perspectives.
Paper presented at the Learning Disabilities Summit: Building a Foundation for the Future.
Retrieved from
https://web.archive.org/web/20070527002321/http://www.nrcld.org/resources/ldsummit/hallah
an2.shtml
Halpern, A. A. (2003). An examination of the relationship between sensory modality preferences
and self-directed learning. Unpublished Master’s thesis, University of Alaska, Anchorage.
Heeter, C. (1992). Being there: The subjective experience of presence. Presence: Teleoperators
and Virtual Environments, 1, 262 – 271. doi:10.1109/VRAIS.1995.512482
Henry, M., & Miles, T. R. (1998). The Orton tradition: Influences past and present. Annals of
Dyslexia, 48, 1–26.
Herbert, G. A. S., & Opper, S. (1969). Piaget’s theory of intellectual development. Englewood
Cliffs, NJ: Prentice-Hall.
Honigsfeld, A., & Dunn, R. (2003). High school male and female learning-style similarities and
differences in diverse nations. The Journal of Educational Research, 96, 195–206.
doi:10.1080/00220670309598809
Jacobson, D. (2004). Haptic soundscapes: Developing novel multi-sensory tools to promote access
to geographic information. WorldMinds: Geographical perspectives on 100 problems, 96(1),
229–230. doi:10.1111/j.1467-8306.2006.00510_14
Jakesch, M., Zachhuber, M., Leder, H., Spingler, M., & Carbon, C. C. (2011). Scenario-based
touching: On the influence of top-down processes on tactile and visual appreciation. Research
in Engineering Design, 22, 143–152. doi:10.1007/s00163-010-0102-5
Jampole, E. S., Konopak, B. C., Readence, J. E., & Moser, E. B. (1991). Using mental imagery to
enhance gifted elementary students’ creative writing. Reading Psychology, 12, 183–197.
doi:10.1080/0270271910120301
Jayakanthan, R. (2002). Application of computer games in the field of education. Electronic
Library, 20, 98–102. doi:10.1108/02640470210697471

2016 Vol. 9 No. 2

53

Journal of Learning Design
Taljaard

Joshi, R. M., Dahlgren, M., & Boulware-Gooden, R. (2002). Teaching reading in an inner city
school through a multisensory teaching approach. Annals of Dyslexia, 52, 229–242.
doi:10.1007/s11881-002-0014-9
Keefe, J. W. (1979). Learning style: An overview. Student Learning Styles: Diagnosing and
Prescribing Programs, 1, 1–17.
Kolb, A. Y., & Kolb, D. A. (2012). Experiential learning theory. In Encyclopedia of the Sciences
of Learning (pp. 1215-1219). Springer US. doi:10.1108/S2048-045820140000004004
Kwon, S. B., Nam, D., & Lee, T. W. (2011). The effects of convergence education based STEAM
on elementary school students’ creative personality. Proceedings of the 19th International
Conference on Computers in Education, ICCE 2011 (pp. 783–785).
Liu, C. J., & Chiang, W. W. (2014). Theory, method and practice of neuroscientific findings in
science education. International Journal of Science and Mathematics Education, 12, 629–646.
doi:10.1007/s10763-013-9482-0
Madden, M., Lenhart, A., Duggan, M., Cortesi, S., & Gasser, U. (2013). Teens and technology
2013. Washington, DC: Pew Internet & American Life Project.
Orton, S. T. (1925). Word-blindness in school children. Archives of Neurology & Psychiatry, 14,
581-615.
Orton, S. T. (1928). Specific reading disability - Strephosymbolia. The Journal of the American
Medical Association 90, 1095-99.
Peterson-Stroz, L. A. (1997). A cross-disciplinary curriculum of art and writing: Using the
sensory properties to teach printmaking, book making, and creative (memoir) writing.
Unpublished Doctoral dissertation, University of Arizona, Tucson. Retrieved from
http://www.worldcat.org/oclc/879736219
Philpot, T. A., Hall, R. H., Hubing, N., & Flori, R. E. (2005). Using games to teach statics
calculation procedures: Application and assessment. Computer Applications in Engineering
Education, 13, 222–232. doi:10.1002/cae.20043
Piro, J. (2010). Going From STEM to STEAM. Education Week, 2010(24), 21–23. Retrieved from
http://www.ischoolcampus.com/wp-content/uploads/2010/03/Going-From-STEM-toSTEAM.pdf
Pohan, C. A., & Kelley, N. L. (2004). Making content come alive for English learners: A student
teacher’s success story. Action in Teacher Education, 25, 58–64.
doi:10.1080/01626620.2004.10648297
Powers, D. A., & Darrow, M. (1994). Special education and virtual reality: Challenges and
possibilities. Journal of Research on Cumputing in Education, 27, 111–21.
doi:10.1080/08886504.1994.10782120
Praveen, A. V. (2016). What is multisensory teaching techniques? Learning Center for children
who learn differently, their teachers and parents in Dubai, Middle East.
Lexiconreadingcenter.org. Retrieved from http://www.lexiconreadingcenter.org/what-ismultisensory-teaching-techniques
Preminger, S. (2012). Transformative art: art as means for long-term neurocognitive change.
Frontiers in Human Neuroscience, 6, 96. http://doi.org/10.3389/fnhum.2012.00096
Prigge, D. J. (2002). Ways to promote brain-based teaching and learning. Intervention in School
and Clinic, 37, 237–241.
Rains, J. R., Kelly, C. A., & Durham, R. L. (2008). Multi-sensory teaching techniques in
elementary mathematics: Theory and. Journal of Theory and Practice in Education, 4, 239–
252.

2016 Vol. 9 No. 2

54

Journal of Learning Design
Taljaard

Raskind, M., Smedley, T. M., & Higgins, K. (2005). Virtual technology: Bringing the world into
the special education classroom. Intervention in School and Clinic, 41, 114–119.
doi:10.1177/10534512050410020201
Reich, J. (2013, July 22). The iPad as a tool for creation to strengthen learning. Mind/Shift.
Retrieved from https://ww2.kqed.org/mindshift/2013/07/22/potential-and-reality-the-ipad-as-atool-for-creation/
Shams, L., & Seitz, A. R. (2008). Benefits of multisensory learning. Trends in Cognitive Sciences,
12(11), 411–417. doi:10.1016/j.tics.2008.07.006
Supalo, C. A., Wohlers, H. D., & Humphrey, J. R. (2011). Students with blindness explore
chemistry at “Camp Can Do.” Journal of Science Education for Students with Disabilities,
15(1). doi:10.14448/jsesd.04.0001
Taljaard, J. (2016). Scoping protocol - Implementing multisensory technologies in secondary
education. Retrieved from
https://drive.google.com/file/d/0B3Bytu0X03ehLVZyRnhKRnFpUTA/view
Tong, K., & Kong, H. (2011). A multi-sensory approach to enhancing Chinese writing.
International Journal of Pedagogies and Learning, 6, 206–218. doi:10.5172/ijpl.2011.6.3.206
Walling, D. R. (2014). Designing learning for tablet classrooms: Innovations in instruction - Using
tablet technology for multisensory learning. In Springer International Publishing Switzerland
2014 (pp. 89–94). doi:10.1007/978-3-319-02420-2_15
Wehrwein, E. A., Lujan, H. L., & DiCarlo, S. E. (2007). Gender differences in learning style
preferences among undergraduate physiology students. Advances in Physiology Education, 31,
153-157. Retrieved from http://advan.physiology.org/content/31/2/153.short.
doi:10.1152/advan.00060.2006.
West, T. G. (1994, September-October). Advanced interaction: A return to mental models and
learning by doing. Computers & Graphics, 18(5), 685–689. doi: 10.1016/00978493(94)90162-7
Wexelblat, A. (1993). Virtual reality. Boston, MA: Academic Press Professional.
Yakman, G. (2008). STΣ@M Education: An overview of creating a model of integrative
education. Retrieved from http://www.steamedu.com/2088_PATT_Publication.pdf
Yakman, G., & Lee, H. (2012). Exploring the exemplary STEAM education in the U.S. as a
practical educational framework for Korea. doi:10.1017/CBO9781107415324.004

Copyright © 2016 Johann Taljaard

2016 Vol. 9 No. 2

55

