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ABSTRACT 
 
 

Heterogeneity is the norm in United States schools today. Children grow up 

within culturally situated environments that influence how they present themselves, 

interpret experiences, and understand the world around them. Because of this fact, 

cultural discontinuity can take place between schools, communities, and home cultures. A 

schism has grown between in-school and out-of-school culture for minority children. The 

unofficial curricula of urban music and hip-hop culture now compete with traditional 

learning settings such as schools, community centers, and churches. This study reported 

herein was grounded in culturally relevant pedagogy (CRP) theory which theorized that 

minority children’s self-perception and value for school work would increase in a 

learning context that was collaborative, authentically assessed, and culturally sensitive.  

This current study employed the three elements of culturally relevant pedagogy 

theory in a 4-week hip-hop-based sound engineering class.  Participants worked 

collaboratively to make an academic hip-hop music CD. Participants transformed science 

and math related books into rap songs. Digital audio workstation technology (DAW) was 

used to record the participants’ songs. The participants included eighty-seven 2nd, 3rd, 4th, 

5th, and 6th grade participants at Oak Street Elementary School with a predominately 

Latino and African American population demographic. The Motivation to Read Profile 

(MRP) scales were administered on day one and the final day of this summer-based after 

school program. This instrument tapped participant’s self-perception of reading and value 

of reading. The 51 intervention participants and the 36 control group participants 

received the MRP scales. Three sources of qualitative data were used. These qualitative 

data were triangulated and converged with the results of their MRP means. The 
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qualitative data sources included photo-elicited interviews, 10-second video clips, and a 

participant-learning journal.  

Using a paired samples t test, results indicated no statistically significant 

difference between the intervention groups’ pretest and their posttest scores on the MRP 

scales. Based on an independent samples t test, there was a statistically significant 

difference found between the intervention group’s posttest scores and the control group’s 

posttest scores in favor of the control group. However, the qualitative data indicated high 

levels of reading motivation. Participants claimed that the use of hip-hop culture during 

the intervention made reading fun, authentic, and collaborative.  
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A Mixed Methods Study of the Impacts and Processes of a Technology-Mediated 

Culturally Relevant After-School Program on Urban 

Elementary Youth’s Motivation to Read 

CHAPTER 1: INTRODUCTION 

Culturally relevant computer environments can impact learner’s academic 

achievement motivation in K-12 classroom contexts. Research in this area is rapidly 

emerging in peer-reviewed educational technology literature. Leonard, Davis, and Sidler 

(2005) researched the impact of the software simulation Riding the Freedom Train 

created in Adobe’s Authorware and Flash MX on 73 fourth grade students.  The purpose 

of the research was to study the impact of this software on primary level African 

American students’ mathematics and science achievement. The analysis, based on 

observations and interviews, found marked improvements in students’ motivation and 

engagement when culturally relevant mathematics and science problems were presented. 

In addition, the authentic-yet-simulated story line of Harriet Tubman’s Underground 

Railroad engaged the children and increased learners’ achievement motivation, student-

to-student interaction, and teacher-to-student interaction. Hickenbotham and Schamber 

(2001) found in their study that use of the World Wide Web (WWW) gave the Takini 

School on the Cheyenne River Sioux Reservation a portal to connect and share cultural 

artifacts with students in Australia. Student-to-student dialogue and artifact exchange 

arrangements took place in Internet-based chat rooms. Students at both sites then mailed 

tangible artifacts that represented their unique culturally situated worlds. Artifacts 

included toys, flags, and postcards. Reisssman and Gil (2000) researched how inner-city 

Hispanic youth used Kidpix Studio and Storybook Weaver to create original culturally 
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situated digital folktales inspired by traditional Mexican American folk tales. Children 

were allowed to collaborate with their peers. The final assessment required students to 

share their creation with the class. Results indicated that children were critically engaged 

with folktale studies and learned valuable technology skills. The computer was used like 

a paintbrush rather than a television. 

These three technology-based classroom-learning contexts were culturally 

relevant (Ladson-Billings, 1995; Pinkard, 1999), collaborative and social (Bandura, 1977; 

Brown, Collins, & Duguid, 1989; Lave & Wenger, 1991; Vygotsky, 1981), and 

authentically assessed (Jonassen, 2003; Newmann & Wehlage, 1993). The use of 

technology in classrooms is shifting the roles of teachers and students (Dexter, Anderson, 

& Becker, 1999). However, technology and its associated media in and of themselves do 

not automatically create a culturally responsive learning environment. Technology and 

media cannot be discretely teased from instructional design methods and applications of 

learning theories (Clark, 1985; Clark, 1994). 

Problem 

Little attention has been paid to the impact of embedding learning theories and 

instructional technology into distinct ethnic and cultural value systems (exceptions 

include Cole, 1998; Gutierrez, Baquedano-Lopez, & Tejada, 1999; Serpell & Boykin, 

1994). Many computer tools are used under the banner of constructivism assuming a 

homogenous motivation structure that applies to all students (Lee, 2003). This efficiency 

model is limited in that it does not address the social, cultural, and historical values of the 

learning audience. There is little evidence that educational technologies are serving 
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students of color like African American and Latino populations often living in low 

socioeconomic status situations.  

Heterogeneity is the norm in United States schools today. “Children grow up 

within culturally situated environments that influence how they present themselves, 

interpret experiences, and understand the world” (Protheroe, 2003, p. 1). Because of this 

fact, cultural discontinuity can take place between schools, communities, and home 

cultures. A schism has grown between in-school and out-of-school culture, with 

unofficial curricula (e.g., rap music, hip-hop culture, Black and Hipanic film, and music 

videos) and traditional learning settings (schools, community centers, churches, and the 

like) (Dimitriadis, 2001). Misconceptions such as these originate due to teachers, schools, 

and communities lacking knowledge of social contributions made by minority ethnic 

groups and subgroups within these (Gay, 2002). Cornell Pewewardy (1993) maintained 

that schools have tried to insert culture into education rather than inserting education into 

culture. 

Powell (1997b) claimed that culturally insensitive educators failed to see the rich 

soil of cultural differences, or worse, viewed culture as a deficit needing to be corrected 

by assimilation into the dominant culture. Cultural discontinuity research suggests that 

culture conflict, rather than lack of desire or cognitive ability, can explain school failure 

for minority students at all grade levels (Protheroe, 2003). Cultural artifacts and cultural 

representations as carriers of meaning have been insufficiently recognized to date (Pea, 

1993). Many minorities become confused about their own sense of self-worth when their 

personal values and culture are not validated in social institutions such as schools. The 
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minority group child is then thrown into conflict with regard to her feelings about herself 

and her group membership (Current trends in Negro education, and shorter papers, 2004). 

Black cinema, Mexican-novellas, hip-hop culture, and rap music, are popular 

forms of unofficial curricula for African American and Mexican American youth 

(Dimitriadis, 2001). Many youth find their identity within hip-hop culture and rap lyrics. 

I conducted a content analysis of popular Black films. The film list included Boyz N the 

Hood, Jason’s Lyric, Fresh, Higher Learning, New Jersey Drive, Friday, Juice, 

Rosewood, Malcolm X, Menace II Society, and Petey Wheatstraw. Analytical induction 

revealed three broad themes that bound these eleven films to each other. These included 

children being raised in matriarchal households, urban violence, and the portrayal of the 

Black man as villain, hustler, gangster, and devil. Entman and Rojecki (2001) found these 

media and the content messages of the Black man as villains were internalized by 

minority youth. These messages become part of our youth’s identity. 

Many of our nation’s African American, Latino, and Caucasian youth identify 

with gangsta rap (Alvarez, 1999). This genre of rap struck a chord with popular culture. 

The gangsta is a romantic figure and a ready-made model for adolescent rebellion 

(Dimitriadis, 2001). Rap artists in this genre include Ice-T, N.W.A., Eazy-E, Dr. Dre, Ice 

Cube, Snoop Doggy Dogg, Notorious B.I.G., Kurupt, and Fitty Cent. The gangsta 

embodies rugged individualism, rampant materialism, strength through force, and male 

domination (Dimitriadis, 2001). Gangsta music of the 90s can be likened to the sex, 

drugs, and rock and roll of the 60s (Alvarez). Hansen’s (1995) research suggested that the 

social themes contained in gangsta rap and its music videos can produce potent and 
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predictable effects on viewers’ subsequent impressions and social judgments through the 

mechanism of cognitive priming. 

The problem is the media’s view of the Black man and gangsta rap offers a very 

narrow lens with which to view hip-hop culture as a valid political, social, cultural, and 

pedagogical tool (Fernando, 1999). The irony is that gang activities, misogyny, and 

materialism were the antithesis of the original and current goal of hip-hop culture. Hip-

hop culture was seen by its founders in South Bronx, New York in the early 1970s as a 

tool to unite inner city African Americans with their Hispanic brothers and sisters and 

their contingent communities through art, music, and dance (Fernando). It was a 

community-building and pedagogy tool that used, dance, music, art and oral narrative 

(rapping) as a media to paint a picture of community working together through artistic 

endeavors (Fernando). 

There is a paucity of peer-reviewed literature regarding hip-hop culture employed 

as a pedagogical tool. Most of the extant studies are purely qualitative with little mixed 

method and quantitative outcome research. The majority of the studies were connected to 

the University of California Berkeley Youth Hip Hop Digital Music Production project 

(2007). The uniform resource locator (URL) to this project was 

http://digitalyouth.ischool.berkeley.edu/node/44. However, it was a current project, and 

no written reports had been released before mid-2008. Few studies have interrogated the 

cultivation and production of youth literacy such as hip-hop culture combined with 

computer technology for ethnic minority pedagogy (Pinkard, 2001). 

Continued academic failure and low achievement and academic motivation in 

America’s public school systems are a reality for many students of color such as African 
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American, Native American, and Mexican Amrerican populations ( Diaz, 1999; Ford, 

1995; Ladson-Billings, 1995; Pewewardy, 1993). The dilemma for minority students, 

particularly these nonvoluntary ethnic groups (Ogbu, 2003), becomes one of negotiating 

the social demands of Eurocentric school culture while simultaneously demonstrating 

distinct cultural competence and distinct cultural knowledge in contrast to a strictly 

Eurocentric learning paradigm (Ladson-Billings). The historic academic 

underachievement of Latino students could be due to cognitive, cultural, and linguistic 

disconnects between school and home culture (Mestre, 2004). Mass education cannot 

work to produce a fair society due its daily practice of rigged competition, systemic 

cultural suppression, and intimidation (Meier, 1995). Creating a more democratic 

community and society should be the primary operational goal of education. The current 

state of public education is one that labels and sorts; it is one in which children are locked 

away from real-world learning communities (Gatto, 2005). Using schools as human 

sorting mechanisms creates castes of haves and have-nots. The current education system 

is not taking advantage of minorities’ educational interests and learning expectations 

(Hanson, 1994, July).  Lost talent is an outcome of this problem. 

Dropout rates for all Hispanics, low income or not, in 2000 approached 21.1 

percent. This amounted to over 530,000 Hispanic dropouts in the United States (U.S. 

Census Bureau, 2003). Language, culture, and immigration-status all affect Hispanic 

students’ motivation and ultimate academic achievement (Educational Testing Service, 

December, 2005). Literacy proficiency is much lower for Hispanics and African 

Americans than for Whites. Sixteen percent of African Americans are dropping out of 

school (National Center for Education Statistics, 2003). It is estimated that half of all 
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Black males that do not have a high school diploma have a prison record (Educational 

Testing Service, February, 2006). Rising dropout rates lead to declining socioeconomic 

opportunities for African American and Hispanic student populations (Educational 

Testing Service, February, 2005). 

Rationale 

Computer technology and culturally relevant pedagogy should be used as 

complementary tools for learning and achievement motivation. Dede’s (2006) research 

suggested that schools and teachers should capitalize on learners’ digital based tool 

knowledge, especially in an age of ubiquitous technology use and learner diversity. 

Twenty-first century popular culture pedagogies have the potential to engage people in 

technologically mediated processes for making meaning and giving meaning to people’s 

lives (Mahiri, 2000). Henry Giroux views popular culture such as hip-hop culture as a 

legitimate aspect of the everyday lives of students. Pop culture includes ubiquitous digital 

tools like microcomputers, MP3 players, portable digital assistants (PDAs), and wireless 

technologies as well as the associated media that includes popular music, text messaging, 

movies, games, and music videos. Pop culture becomes a primary force in shaping the 

various and contradictory positions adolescent students take up and bring to our nation’s 

classrooms (Giroux, 1997).  We should put young people’s experiences at the center of 

any discussion of pedagogy and make learning relevant to children’s lives (Zyngier, 

2004). 

Music, particularly hip-hop, constitutes a large layer of adolescent popular 

culture. Music is part of culture and is profoundly influenced by the particular places and 

times in which it is created (Davis, 2005). When people created music together they 
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created a sense of cultural identity (Davis). In addition, current neuroscience research 

shows that music improved dopaminergic neurotransmission, lowers blood pressure, and 

increases cerebral blood flow (Matteis, Silvestrini, Troisi, Cupini, & Caltagirone, 1997; 

Sutoo & Akiyama, 2004). Research by Shaw and Rauscher (1995) have indicated that 

music, Mozart in their case, temporarily enhanced one’s spatial-temporal reasoning. 

Other research countered Shaw and Rauscher’s claim and found the Mozart Effect to be a 

function of music preference rather than of classical music in and of itself (Schellenberg, 

1999). The International Society for Technology in Education (ISTE) stated that 

educators should, “Apply technology resources to enable and empower learners with 

diverse backgrounds, characteristics, and abilities” and “Identify and use technology 

resources that affirm diversity” (Standard VI on social, ethical, and human issues, 2007). 

These technology-mediated pedagogies created potential for constructivist 

learning in which the learner actively creates his or her own knowledge (Mayer, 1999). 

Constructivist learning scenarios persuade and convince the learners of their authenticity 

rather than promote environments with preauthenticated problems (Petraglia, 1998). 

Interventions should be designed with authentic mastery experience in mind (Pajares, 

1996). Instruction should focus on providing tools and environments for engaging 

learners in contexts of negotiated meaning within a socially constructed reality (Jonassen, 

1991). This allows learners to develop multiple perspectives of reality and create their 

own unique worldviews. Project support tools can help novices perform as experts and 

enable experts to innovate more ambitiously (Jonassen, 1991). Technology should allow 

one to interpret the world, create, and share one’s creations with others (Shneiderman, 

2003).  
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Culturally situated computer activities had a positive impact on digital skill 

acquisition, negative classroom behaviors, and are hypothesized to strengthen cultural 

connections in early childhood. Laffey, Espinosa, Moore, and Lodree (2003) found that 

when the Jumpstart series Mighty Math and Millie’s Math were embedded into low SES 

African American Kindergarten and first graders classrooms, children learned computer 

skills and behavior problems decreased. Children in the treatment group had significantly 

higher gain scores on the Social Skills Rating System questionnaire. Participants reported 

learning computer interface skills and reported increased motivation to explore 

mathematics concepts. Meadows and Murphy (2004) suggested technology should be 

used to strengthen children’s cultural connections by providing opportunities for them to 

create digital family portfolios and make family flash cards based on the childrens’ 

digital photographs. Projects that affirm urban cultural identity and give children a strong 

sense of self-worth support healthy child development (York, 1991). Young children 

need digital tools that help them develop a clear sense of who they are and where they fit 

into family, community, and their peer group (Meadows & Murphy).  

 Sociocultural mediations were essential factors in learning (Brown, et al., 1989). 

It is through situated social activity that human cognition and consciousness emerge 

(Lave & Wenger, 1991). Knowledge is distributed within and between human 

sociocultural populations (Vygotsky). Research has shown that attention to cultural 

mismatch between home and school may be a key to equitable school achievement 

(Pransky & Bailey, 2002, 2003). Learning is distributed among knowledge-building 

communities based on their beliefs and values (Jonassen, 2003).  
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 Research grounded in the dualistic theoretical constructs of field-dependent/field 

independent learning styles has shown that African American and Latino learning styles 

differ from Asian and Caucasian learning styles (Anderson, 1988; Banks, 1988; Gilbert 

and Gay, 1985). Research illustrates that Asians and Caucasians have field-independent 

learning styles in which abstract learning, at first inert, is seen as necessary preparation 

for future work and tasks. On the other hand, African Americans prefer to respond to the 

whole rather than isolated parts, focusing on people in contextually situated activities 

rather than objects in the abstract to be used at later dates. Hispanic learners prefer 

collaborative learning and learning by doing. Current neuroscience research by (Hung, 

2003) has revealed that strong cultural support can assist learners with reading, writing, 

and complex problem solving. Jamilah (2000) said that you have to meet the students 

where they are. That’s the nature of education. That’s pedagogy. 

 A current example of culturally sensitive instruction was reported in the fall 2006 

edition of Teaching Tolerance. Kilman (2006) reported how a predominately Native 

American high school on South Dakota’s Rose Bud Reservation used a culturally 

responsive curriculum as a partial antidote to increasing violence, poverty, and growing 

cultural disconnect on the reservation. The curriculum stressed traditional values referred 

to as the old ways that include traditional rituals, traditional language courses, and 

traditional artisan work such as drum making, beadwork, and ceremonial dress. Vigo and 

Arnold (2004) wrote state that, “Article 13 of the United Nation’s International Covenant 

on Economic, Social, and Cultural Rights argues that each nation should acknowledge the 

existence of any Indigenous people in their population and work to include their 

knowledge in educational curricula” (p.5488). 
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Purpose 

This mixed-method research report explored urban elementary children’s, African 

American and Mexican-American in this case, motivation to read via a culturally relevant 

learning environment that was collaborative, goal-based, and culturally responsive. 

Digital audio workstation (DAW)-based computer technology was used to record rap 

songs from books assigned to participants. The desire for literacy and learning became a 

core value within the African American cultural value system as a result of enslavement 

and legalized social oppression in the form of segregation (Franklin, 2002). Educators 

must learn to count Hispanic experiences and cultural capital as strengths rather than 

deficiencies (Mestre, 2004). Hip-hop culture, rap music, and technology use have 

emerged as a set of shared cultural experience among and between Hispanics and African 

Americans (Fernando, 1999). Through the sharing of music and culture, the United States 

has grown as a society (Harris, 2004). 

The Roots of Hip-Hop 

Hip-hop culture emerged throughout many North East African American and 

Latino communities in the early 1970s (Fernando, 1999). The South Bronx was the most 

notable setting for hip-hop’s origins. Hip-hop culture activities included breakdancing (b-

boying), deejayin’ (turntabilism), emceeing (rappin’), and graffiti art. One of the s 

originators of hip-hop culture included, former gang member of the Black Spades, Africa 

Bambaataa, who saw hip-hop culture as an alternative to urban turf wars and gang 

violence following a visit to Africa in 1973. Hip-hop culture was a catalyst for African 

American and Hispanic solidarity (Fernando, 1999). Breakdance fights were an 

alternative to gang violence and gang activity (Veran, 1999). The deejays and emcees 
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provided the audio fuel and rhyming narrative for community parties and social occasions 

(Mao, 1999). The graffiti artist interpreted the hip-hop movement using the medium of 

Krylon and Red Devil aerosol spray paint applied to subways, trains, and the walls of 

urban landscapes in a stylized fashion (Jenkins, 1999). Current brain research showed 

that  the arts stimulate areas of the brain related to higher-level thinking, emotional 

maturity, and social functioning (Caine & Caine, 1998; Mikow-Porto, 1998).  

Theoretical Frame with Background Information 

Theories are meant to explain something and help us understand the way things 

are within certain domains (Wilson, 1997). Culturally relevant pedagogy (CRP) theory 

frames the study reported herein. This learning theory originated with the grounded 

theory research of Gloria J. Ladson-Billings. In 1994, Ladson-Billings authored The 

Dreamkeepers: Successful Teachers of African American Children, in which she 

examined eight exemplary teachers who differed in personal teaching style but 

approached teaching in a way that affirmed rather than denying or suppressing cultural 

identity. Her research was grounded in the practice of eight exemplary peer-referred 

teachers who elicited what Ladson-Billings considered culturally relevant teaching. 

Culturally relevant pedagogy is a specific theoretical construct and distinct from 

the theoretical terms culturally appropriate (Au and Jordan, 1981), culturally congruent 

(Mohatt and Erickson, 1981), culturally responsive (Cazden and Leggett, 1981; Pinkard 

1999; Pinkard, 2001), and culturally compatible (Vogt, Jordan, and Tharp, 1987) 

pedagogy. Au and Jordan (1981) employed the term culturally appropriate pedagogy 

while researching teachers in a Hawaiian school that incorporated talk-story into their 

classrooms. Talk-story is a language interaction style specific to Native Hawaiian 
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children. Mohatt and Erikson (1981) applied the term culturally congruent while 

researching Native American academic achievement gains when there was a combination 

of Native American and English language interaction. Cazden and Leggett (1981) used 

the term culturally responsive to describe the use of mixed Native American and English 

language interaction patterns in the classroom. Pinkard (1999) used the term culturally 

responsive to describe her research with reading software she authored. The software 

employed use of traditional African American stories, songs, and rhymes. Vogt, Jordan, 

and Tharp (1987) used the term culturally compatible to describe later work with Native 

Hawaiians in which classroom pedagogy was aligned with home culture. Culturally 

responsive and culturally relevant are two closely related theoretical constructs (Ladson-

Billings, 1995). 

Ladson-Billings conducted two years of nearly daily classroom observation.  

Ladson-Billings conducted interviews with eight teachers to obtain grounded theory data 

that supported culturally relevant pedagogy theory. Her rationale for in-depth interviews 

and persistent observation was to capture the meaning of culturally relevant pedagogy 

from the teachers’ perspectives in an inner-city predominately African American school. 

The eight participant teachers in the study were chosen based on a snowball method in 

which school administrators and teachers referred particular teachers as proper candidates 

for the study (Ladson-Billings, 1995). Three of the teachers were White and five were 

African American. All teachers were female and had between 12 and 40 years teaching 

experience. The resulting qualitative data were the soil in which Ladson-Billings grew 

her landmark grounded theory literature review Toward a Theory of Culturally Relevant 
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Pedagogy published by the American Education Research Journal (AERJ) in autumn of 

1995.  

The study itself was divided into four phases. During the first phase, each teacher 

was interviewed regarding her background, philosophy of teaching, ideas about 

curriculum, classroom management, and parent/community involvement. The second 

phase included observation for two years, an average of three days a week. Data 

collection methods included field notes, audiotaping the class, and formal and informal 

interviews with the teachers following classroom visits. The third phase involved 

videotaping the teachers working with children in their individual classrooms. The fourth 

phase involved the eight teachers in analysis and interpretation of her own and other 

teachers’ videotaped classroom teaching sessions. 

The results from this data suggested that minority students, African American in 

this case, must negotiate their expectancy and value of academic success by succeeding 

in a Eurocentric academic school culture environment while simultaneously 

demonstrating minority culture competence distinct from a Eurocentric paradigm 

(Ladson-Billings, 1995). Culturally relevant pedagogy must provide students with 

cultural integrity while helping them succeed academically. The three broad propositions 

or conceptions that emerged from the two years of data collection and analysis include 

conception of self and others, classroom social structure, and conceptions of knowledge.  

Conception of Self and Others 

The culturally relevant teachers raised the expectancy and value for classroom academic 

success in all domains to its highest potential. Students were motivated in any way 

possible by these eight teachers. This included spontaneous teacher creativity, unique 
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experiences, novel projects, and cajoling students to high intellectual levels. Students 

were not permitted to choose failure as an option. Teachers set high expectations for all 

students, and children were taught to value their schoolwork. Teachers saw themselves as 

giving back to the community and contributing to community pride.  

Social Structure 

 The culturally relevant teachers (Ladson-Billings, 1995) encouraged a 

community of learners (Lave & Wenger, 1991) rather than competitive and independent 

learner achievement. These eight exemplary teacher participants all encouraged 

collaborative learning in their classrooms.  

Conceptions of Knowledge and Knowledge Acquisition 

Assessments of learning must be multifaceted. Learning should be about doing 

(Shank, 1999) and sharing (Shneiderman, 2003) rather than passive reception from 

teacher to student. Learning should be critical of the status quo and question conformity. 

Learning and knowledge should be critically liberating and sociopolitically critical 

(Giroux, 1983; Giroux & Simon, 1989) to assist learners with critical analysis of 

oppressive social hegemonic tools of the dominant social group(s). For example, one 

teacher taught her class that the textbooks were poor examples of historical accuracy and 

to examine history from many sources. This critical perspective included teaching with 

and valuing children’s distinct cultural knowledge and competence. In another example, 

one teacher used hip-hop culture and rap lyrics as way to teach elements of poetry. She 

taught that rap lyrics were valid writing tools (Hellweg, 2005; Ladson-Billings, 1995).  

High expectations for academic achievement and motivation, addressing student’s social 

and cultural values, a collaborative classroom context, and multifaceted assessment 
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emerged as factors for minority student achievement in Ladson-Billings’ research. The 

research study reported herein employed hip-hop culture (Dimitriadis, 2001), a socially 

collaborative learning context, and technology mediated authentic assessment (Jonassen, 

2003) as factors to impact reading motivation including self-concept of reading success 

and value of reading. The research questions that follow were grounded in these lessons 

leaned from Ladson-Billings’ research. 

Research Questions 

Research Question One 

For the intervention group, did the mean difference between pretest and posttest 

scores on the Motivation to Read Profile (MRP) scales differ significantly from zero? 

Research Question Two 

Between the intervention group and control group, was there a statistically 

significant mean difference between posttest and posttest scores on the Motivation to 

Read Profile (MRP) scales? 

Research Question Three  

Research Question Three (Quantitative component).  

Using the Culturally Relevant Pedagogy (CRP) theory interview protocol, what 

percentage of intervention participants chose hip-hop culture, peer collaboration, or 

authentic assessment as their primary reading motivator? 

Research Question Three (Qualitative Component) 

  What were the respondent’s explanation(s) for their CRP-constrained reading 

motivation choice? What other factors did participants claim motivated their reading 

during the intervention?     
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Research Question Four 

In what ways did available technologies mediate task-engagement during the 

intervention based on daily participant and teacher 10-second MPEG video clips? 

Research Question Five 

What were the intervention group’s perceptions of what they learned during the 

class based on a participant learning journal? 

Research Question Six 

Based on photo-elicited interviews of class activities, what were the intervention 

groups’ perceptions of their primary reading motivators and class goals? 

Limitations of this Study 

Threats to Internal Validity 

Testing, selection bias, and dropouts were the primary threats to internal validity 

(Creswell, 2002) in this study. The MRP pretest and posttest scales were administered 

within four weeks of each other. There was the possibility that participants duplicated 

their pretest and posttest responses. This threat is greater when self-report measures are 

administered to young children due to “response set” issues (Creswell). Scale reversals 

used on the MRP attempted to mitigate this problem. Selection bias was another concern 

in this study. Participants constituted a critical convenient sample as intact groups. 

Logistical constraints from the school administration prevented the researcher from 

matching a treatment/control group by reading proficiency level. Reading ability 

confounds reading motivation research; in as much as higher ability readers are more 

likely to be motivated to read (Gambrell, et. al., 1995). Finally, there was the possibility 
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of participant dropout due to the timing of the intervention. This was a summer-based 

class. Three parents withdrew their children to take vacations.  

Threats to External Validity and Generalizability 

Threats to external validity and generalizability included an interaction of 

participant selection and treatment, an interaction of setting and treatment, and an 

interaction of history and treatment (Creswell, 2002). In relation to participant selection 

and treatment, this critical convenience sample (Gall, Gall, & Borg, 2003) included a 

prevailing Mexican American and African American demographic of elementary school 

participants in grades two, three, four, and five. In addition, the sample size was small at 

n = 51 intervention participants and n = 36 control group participants. These two facts 

lessened the potential to generalize findings to other populations. The research setting for 

this reading motivation treatment took place at a public school and in an afterschool 

program. These two facts lessened the potential to generalize findings to other learning 

institutions such as private schools and to regular day classes because children do not 

receive grades in afterschool programs. Students were allowed more freedom to move 

around the classroom and more social collaboration in after school programs than in 

regular day classes. History interacted with the intervention processes in this study due to 

the fact this research because this was a summer program. It might not be possible to 

generalize findings to tradition school schedules because the participants did not have the 

added stress and work of day-to-day academic classwork, homework, standardized test 

preparation, and the like. In addition, the study presented herein lacks a reading 

performance assessment. 
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The Problem with Culturally Relevant Instruction as a Theoretical Construct 

 Culturally relevant instruction was difficult to operationalize because of complex nature 

of human social groups (Ladson-Billings, 1995). The peer reviewed research literature in 

this area was discursive at best. In addition, socioeconomic variables create complex 

within-and-between-group social caste systems on a macro social system level (Ogbu, 

1978; Hermes, 2005) and within-group variability on a micro social system level 

(Ladson-Billings, 1995; Pewewardy, 1993). This micro social view recognizes 

disconnects between home culture and school culture. Perhaps even more obvious are the 

tenuous membranes that separate “globally sound teaching methods relevant to all 

cultures” from more “specific culturally relevant pedagogy.”  Ladson-Billings’ 

counterargument to this dilemma asks the question, “Why do so little of these sound 

methods occur in classrooms that are predominately populated by African American 

students?” (Ladson-Billings, 1995, p. 484). This dilemma is comparable to the 

disputation between Richard Clark and Robert Kozma (Kozma, 1991) regarding media’s 

influence on learning. In this academic debate Clark deftly argued that technology and 

media as an isolated variable within educational technology research cannot be teased 

from instructional design (Anglin, 1995; Gagné, Briggs, & Wager, 1992; Lee & Owens, 

2000; Reigeluth, 1999) and its contingent methods (Clark 1985; Clark 1994). Similarly, it 

is difficult to tease culturally relevant pedagogy from just good teaching. 

Research Assumption Explained 

This study makes the assumption, based on Ladson-Billings’ grounded theory, 

that there exist pedagogical methods in which operative semiotic cultural tools, material 

and nonmaterial can be used as conduits for pedagogy. In this particular study, culturally 
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relevant pedagogy theory (CRPT) and microcomputer-based digital audio workstation 

(DAW) technology are used as tools to impact reading motivation at Oak Street 

Elementary. It is crucial to observe that no theory of pedagogy, even one that calls for a 

better fit between home and school cultures, can escape the reality that students are 

ultimately responsible for their academic success (Ladson-Billings, 1995). The search is 

vain for a unified theory of learning (Jonassen, 2003, August). 

Personal Bias Explained 

I used a digital audio workstation (DAW) based hip-hop pedagogy method as a 

tool for social studies learning motivation in my secondary classroom as early as 2003 

(Deason & Zhang, 2005). This learning environment served at-risk secondary students. 

The ethnicity demographic was 85% Mexican American, 10% White, and 5% African 

American. Through observation of students’ music preference I observed that these urban 

youth heavily consumed hip-hop culture and rap music.  

I encouraged students to compose U.S. History-based rap lyrics. These lyrics 

made use of classroom textbook content and Internet-based research content regarding 

people and events in U.S. and World History. I noticed that the raps contained rhyme, 

meter, and cadence while maintaining focus on social studies content themes. Students 

were allowed to record their lyrics with a PC microcomputer and an inexpensive external 

microphone. The software used was Magix Music Studio Generation 6. This software 

allowed students to record, edit, and render a complete song. Although the recordings 

were not professional quality, I noticed an automatic increase in intrinsic motivation. In 

addition, students learned valuable sound engineering skills. These processes created a 
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shareable learning artifact in the form of an audio compact disc (CD). This disc could 

then be played on any mainstream CD or digital videodisc player.  

 This rap pedagogy approach to digital literacy and learning motivation is 

currently being implemented in three afterschool programs in West Texas. I provided 

leadership for these three programs. This research report emerged from personal 

classroom experiences in which hip-hop culture (nonmaterial tool) and microcomputers 

(material tool) became learning motivation tools with at-risk Mexican-American and 

African American high school students. 

Contribution to Practitioners 

 This study contributed to the growing literature regarding the impact of after-

school programs (Fletcher &Wayne, 2003). Practitioners who work with Mexican 

American and African American populations will benefit from the results of this study. 

Practitioners in our public school classrooms will benefit from culturally relevant 

computer activities that impact reading motivation (Pinkard, 2001). If successful, this 

approach to learning could be used in all core academic content areas requiring reading 

motivation (Wigfield and Guthrie, 1997). This is especially true of social studies classes 

that require text-based assignments. Wigfield & Guthrie (1997) wrote, “Understanding 

reading motivation contributes to the design of classroom contexts that expand and 

strengthen frequent and enjoyable reading and the benefits it provides” (p. 430). 
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Operational Definitions and Unfamiliar Terminology 

Operational Definitions 

Culture 

Banks, Banks, & McGee (1989) regard the essence of culture not as  

artifacts, tools, or other tangible cultural elements but how the members of the group 

interpret, use, and perceive them. It is the values, symbols, interpretations, and 

perspectives that distinguish one people from another in modernized societies. In the 

research study reported herein, hip-hop culture’s value to Mexican-American and African 

American urban youth offer a conduit for reading motivation and learning.  

Cultural Discontinuity 

This theoretical construct suggests that culture conflict, also referred to by the 

term cultural difference theory (Billingsley, 1968; Hill, 1971), rather than lack of desire 

or cognitive ability can explain lack of academic motivation and school failure for 

minority students at all grade levels (Banks, 1984; Gay, 1978). The nature of this conflict 

can be found between school culture and home culture or teacher culture and student 

culture (Protheroe, 2003). For example, Caucasian teachers may lack knowledge of 

popular culture that students currently attune to. The cultural discontinuity explanation 

for school failure and lack of academic motivation is a microsocial one. John Ogbu’s 

caste theory is a macrosocial explanation of minority school failure. Caste theory 

contends that nonvoluntary cultures such as African American, Native American, & 

Hispanic cultures have been forced to create a culture of resistance to public schooling as 

an attempt to hold on to the vestiges of their distinct cultural values within the overall 

American social superstructure and its predominant Eurocentric values (Ogbu, 1978). 
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This research study reported herein addresses the micro-social theory of cultural 

discontinuity in which home and school cultures are theorized to be misaligned. This 

misalignment confounds learning and achievement in classroom settings. 

Culturally Relevant Pedagogy (CRP) Theory 

  The three broad propositions or conceptions that emerged from Ladson-Billings 

two years of research leading to CRPT include conception of self and others, classroom 

social structure, and conceptions of knowledge. Culturally relevant pedagogy should 

impact children’s self-concept and value placed on academic success by employing social 

collaboration, multifaceted assessments, and addressing the cultural competence of the 

learners.  

Hip-Hop Culture 

 Smith (2007, November) states, “True hip-hop is a term that describes the 

independent collective consciousness of a specific group of inner-city people. Ever 

growing, it is commonly expressed through such elements as breakin' (dance), emceein' 

(rap), graffiti (aerosol art), deejayin', beatboxin', street fashion, street knowledge, and 

street entrepreneurialism. Emerging in early 1970s, hip-hop is an independent and unique 

community, an empowering behavior, and an international culture particularly among 

African American and Hispanic youth, (p. 3)." 

Motivation to Read 

 Motivation to read will be assessed preintervention and postintervention with the 

Motivation to Read Profile (MRP) instrument (Gambrell, et al.). The MRP instrument 

provides a reliable way to quantitatively assess reading motivation by evaluating 

participants’ self-concept as readers and the value they place on reading (Gambrell, et 
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al.). Emphasis was placed on the theoretical constructs self-concept (expectancy of 

success) and value (task value) in the design of the MRP instrument (Eccles, 1983). The 

MRP instrument contains 20 Likert-type questions and a conversational interview 

component that was not used in this study. 

Mixed Methods Research   

This study made use of Creswell and Clark’s (2007) definition of mixed methods 

research. They define it as follows: 

Mixed methods research is a research design with philosophical assumptions as 

well as methods of inquiry. As a methodology, it involves philosophical 

assumptions that guide the direction of the collection and analysis of data and the 

mixture of qualitative and quantitative approaches of data and the mixture of 

qualitative and quantitative approaches in many phases of the research process. 

As a method, it focuses collecting, analyzing, and mixing both quantitative and 

qualitative data in a single study or series of studies. Its central premise is that the 

use of quantitative and qualitative approaches in combination provides a better 

understanding of research problems than either approach alone (p. 5). 

Unfamiliar Terminology 

Ableton Live 6  

Ableton Live (2007, May 6) is a computer-based music sequencer for Macintosh 

and Windows by the German-based company Ableton. The latest major release of Live, 

Version 6, was released in September 2006. Relative to other software sequencers, Live 

is designed around the notion of being as much an instrument for live performances as a 

tool for real-time composing and arranging. All processing is performed in real time 

http://en.wikipedia.org/wiki/Music_sequencer
http://en.wikipedia.org/wiki/Apple_Macintosh
http://en.wikipedia.org/wiki/Microsoft_Windows
http://en.wikipedia.org/wiki/Ableton
http://en.wikipedia.org/wiki/Music_sequencer
http://en.wikipedia.org/wiki/Musical_instrument
http://en.wikipedia.org/wiki/Performance
http://en.wikipedia.org/wiki/Composer
http://en.wikipedia.org/wiki/Arrangement
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rather than having to process and then play back to hear the results. Ableton Live 6 was 

used in this study to sequence the participants’ quantized hip-hop beats, vocal input, 

editing, and final rendering as a Microsoft/IBM waveform audio format (WAV) file. 

Their product line and information can be found at http://www.ableton.com/.  

After-School Programs 

 After-school programs have been described by Pittman, Wilson-Ahlstron, and 

Yohalem (2003) as an organized effort by the federal government, states, and their 

contingent school systems to create a system of after-school supports, skill-and-

knowledge-building programs, and new learning opportunities in general for school-age 

children. The greatest federal support for after-school programs comes from the 21st 

Century Community Learning Centers program (CCLC), authorized under Title X, Part 1 

of the Elementary and Secondary Education Act (U.S. Department of Education, 2002). 

Currently, over 6,800 schools have established after-school programs with 21st Century 

funding (Zief, 2005). 

Breakdancing 

Breakdancing is the dance component of hip-hop culture that emerged with 

Puerto Rican, Cuban, and African American youth in the Bronx during the early 1970s 

(Veran, 1999). The dance incorporated bouncing, headstand spins, foot shuffles, bops, 

twirls, butt spins, and floor work with the feet. The footwork originated from the Puerto 

Rican influence of breaking. During a percussive song break the master of ceremony 

(MC) would introduce a break-boy or break-girl to dance during this brief two-to-three 

minute song break created by the Deejay. The dancing often mimicked the African-

rooted Brazilian martial art of capoeira, which combines dancing with fighting techniques 
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(Veran). Soon after its inception, citywide break-dance crews emerged such as the Rock 

Steady Crew. These dance crews would hold public break-dance battles at clubs, bars, 

and on the streets. For some East Coast inner-city youth, breakdancing became an 

alternative to gang involvement and the turf wars associated with most inner-city gangs. 

Figure 1.1 showed an image of a 1970s breakdance crew. 

 

Figure 1.1. The Rock Steady Crew breakdancing in front of a wall of graffiti. 

Digital audio workstation (DAW) 

A DAW is a PC or Macintosh-based computer used for audio recording, editing, 

mixing, and processing (Fritz, 2000, February). Digidesign Pro Tools led the early large 

scale manufacturing of DAW tools. These tools include external USB 2.0 and IEEE1394 

Firewire mixing boards and external soundcards interfaced by direct microphones and 48 

volt phantom powered condenser microphone technology (Fritz). DAWs necessitate the 

use of multitrack recording software that includes Ableton Live 6.0, Acid Pro, Cubase, 

and Magix Studio. This study takes advantage of Ableton Live 6.0’s multi track 

recording, editing, and production capabilities. Figure 1.2 showed an image of universal 

DAW components. 
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Figure 1.2.  DAW with external mixing board, audio processors, and monitors. 

Digital Turntables  

Digital turntables offer the deeJay a compact disc alternative to vinyl records. 

Digital turntables offer digitally emulated scratching, pitch bending, onboard effects, 

track selection, infinite looping abilities, and beats per minute (bpm) information for any 

song played. One of the most popular digital turntables is the Denon DNS 1000 which is 

used in this study. Figure 1.3 showed a pair Denon DNS 1000 turntables with a two-

channel mixer. 
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Figure 1.3. Image of two Denon DNS1000s and a two channel mixer set up. 

Deejay 

A deejay is the person that supplies the music component of hip-hop culture 

(Mao, 1999). A deejay’s tools include two turntables, digital or analog, a two-channel 

mixer, and an amplified public address (PA) system to broadcast sound. Deejaying is the 

musical essence of hip-hop. A Deejay is distinguished from a disc jockey (DJ). A Deejay 

manipulates music and sounds in stylized fashion for a hip-hop crew. A DJ is someone 

who plays music on the radio, club music, and for social functions such as parties and 

weddings. Figure 1.4 shows a deejays’ tools. 
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Figure 1.4. A deejay manipulating sound with turntables. 

Rap 

 Rap is the vocal, lyrical, and poetic component of hip-hop culture that often 

involves the use of freestyle rhyming and storytelling rapped to a steady beat supplied by 

a DeeJay (DeCurtis, 1999). Rap falls somewhere between the worlds of music and talk. It 

has become synonymous with the term emcee. Nowadays, rap is the most frequently 

exploited component of hip-hop culture (DeCurtis). 

Graffiti Art and Tagging 

Graffiti is the visual art component of hip-hop culture. Graffiti art is the 

application of spray paint to walls, subways, buildings, and other surfaces to tell a story 

or to mark territory with the artist’s name often referred to as tagging or bombing 

(Jenkins). New York City’s subway graffiti art movement in the 1970s and 1980 

paralleled the rise of hip-hop culture. Figure 1.5 showed a typical train yard with graffiti. 
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Figure 1.5. A wall with graffiti near an inner-city train. 

Emcee 

The emcee has become synonymous with the word rapper or one who raps. The 

history of the emcee, rapping, and narrative rhyme in the African American tradition can 

be traced to the oral storytelling of West African griot poets (Shusterman, 1991). In the 

early days of hip-hop, an emcee was a minor component of the overall culture. Their 

main function was to introduce deejays and breakdancers. Emcees took inspiration from 

the oral narratives of Shirley Ellis, Martin Luther King, Jr., Frankie Smith, Muhammad 

Ali, Gil Scott-Heron, and Black Southern Baptist preachers using an audience interaction 

method of shouting a call-out followed by a whole congregation response (Szwed, 1999). 

Similarly, rappers and deejays often address their audience demanding audience 

participation. Figure 1.6 shows an image of an emcee. 
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Figure 1.6.  Photograph of an emcee rapping. 

Music Instrument Digital Interface (MIDI) 

 MIDI (Musical Instrument Digital Interface) (2007, May 6) is an industry-

standard electronic communications protocol that enables electronic musical instruments, 

computers and other equipment to communicate, control, and synchronize with each 

other in real time. MIDI does not transmit an audio signal or media; it simply transmits 

digital data "event messages" such as the pitch and intensity of musical notes to play, 

control signals for parameters such as volume, vibrato, panning, and tempo. As an 

electronic music protocol, it has been globally adopted and utilized in an unchanged form 

since 1983. 

Popular Culture 

 Popular culture (e.g., computer technology, text messaging, Internet-based 

telecommunications, rap music, film, video games, music videos) has become the 

unofficial curriculum of many of our youth, slowly replacing official curriculum found in 

traditional learning settings like schools, community centers, and churches (Dimitriadis, 

2001).  

http://en.wikipedia.org/wiki/Communications_protocol
http://en.wikipedia.org/wiki/Electronic_musical_instrument
http://en.wikipedia.org/wiki/Computers
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Public address system (PA) 

 A PA system is a set of devices containing amplification, speakers, and audio 

signal processing capabilities for instruments and human vocals (Public address, 2007). 

The PA functions as a tool for monitoring and broadcasting the human voice, musical 

instruments, and other devices to a target audience. Figure 1.7 showed an image of a 

small PA system. 

 

Figure 1.7. A PA system with amplifier/mixer, speakers, and a microphone. 

Quantization 

 Muro (2005) explained that when students record keyboard parts into a sequencer 

as MIDI data, the parts can be quantized to play back with 100 percent rhythmic 

accuracy. In other words, when a MIDI controller or MIDI keyboard is used to input data 

into a sequencer or audio software such as Ableton Live 6, all rhythmic inaccuracies can 

be moved to the nearest measure, say 1/16, thereby allowing a beat to be looped to 

infinite time with no rhythmic mistakes. In the study reported herein participants had 

access to three CDs of royalty free quantized hip-hop beats by the company M-audio 

(http://www.m-audio.com/). These preproduced hip-hop beats allowed participants’ 
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music to be arranged into tracks with no prior knowledge of music or having to create the 

beats by hand with a MIDI controller.  

Turntabilism 

Turntabilism is the art of using two digital turntables or two digital analog record 

players in combination with a two-channel mixer to mix and synthesize sounds and music 

via scratching the record with the needle and beat mixing between these two separate 

sound sources (Pray). A turntabilist is a deejay that sees himself or herself as an 

independent artist distinct from rap music and rapping. 

Waveform audio format (WAV) 

The WAV format (2007, May 6) is a standard IBM/Windows-based audio format. 

It is used by professional audio engineers due to its high quality. The most common 

WAV format contains uncompressed audio in the pulse-code modulation (PCM) format. 

PCM audio is the standard audio file format for audio CDs at 44,100 samples per second 

(sps), 16 bits per sample. In the study reported herein Ableton Live 6 allowed participants 

to render their book-based rap song as a PCM-based 41,100 (sps) WAV file. This 

prepared the file for burning to a standard compact disc using any available burning 

software such as Roxio or Nero.  

Chapter One Summary 

There is little evidence that educational technologies are serving students of color 

like African American and Mexican American populations. Culturally relevant pedagogy 

(CRP) theory addresses this problem. The research study reported herein employed 

elements of CRP that included addressing the cultural values of the learner, a 

collaborative learning context, and authentic assessment as factors to impact participants’ 



                                     Texas Tech University, Chris Deason, May 2008  

34 

self-concept of reading success and value of reading. How have educational technologies 

addressed learners’ cultural values? Chapter 2 explores this important question as it 

relates to my research. 
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CHAPTER 2:  REVIEW OF THE LITERATURE 
 

The soil for culturally relevant pedagogy’s growth was described with a brief 

review of the non-technology-based landmark cases in which culture played a factor in 

the instructional design processes of particular studies. Second, key terminology; sources 

of relevant literature; and collection, coding, and analysis of culturally-fused educational 

technology literature was explained. Based on this analysis, evidence of the impact of 

educational technologies embedded into culture was explored. Results, based on 

inductive analysis and observer agreement, indicated the emergence of five categories 

addressing educational instructional technology embedded into culture. These categories 

included the following: rationale for embedding educational technology into culture, 

transactional distance and communication, popular culture, digital skill acquisition, and 

use of activity theory as an instructional design tool. A total of 46 articles met the criteria 

for selection. To be considered for selection, the article had to specifically address 

educational instructional technology with an emphasis on culture as an aspect of the 

research. Articles were presented in this literature review from greatest percentage of 

articles to the least percentage of articles. Lastly, research evidence of the impacts of rap 

pedagogy and technology-driven hip-hop-based after-school programs on reading 

motivation, literacy, and learning were described. 
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Nontechnology Landmark Cases  

The Kamehameha Early Education Project (KEEP) 

  This K-3 program was designed in the early 1970s in Hawaii as a Polynesian 

early childhood reading program with the goal of raising scores on standardized reading 

examinations (Jordan, 1985). The research focused on several years of anthropological 

ethnography researching children’s home culture and school culture.  The results of this 

data led to the development of a classroom environment that employed peer learning 

centers. This instructional method encouraged peer interaction rotation stations, offering 

students a fair amount of independence and freedom in their learning. This freedom was 

similar to the freedom found in their homes in Hawaii. In addition, more classroom 

productivity took place when learning was authentic, goal-based (Shank, 1999), project-

based, and allowed for “talk story.” Talk story is a Hawaiian-based story telling style in 

which children build joint responses during story time. 

The KEEP-Rough Rock Project 

Many of the same researchers who worked with the earlier KEEP project in 

Hawaii later applied their results to the Rough Rock Demonstration School in the heart of 

the Navajo Reservation with a 3rd grade sample (Vogt, Jordan, and Tharp). The data 

results from Hawaii were applied to the Rough Rock population with disastrous results. 

Due to the distinct social roles between Navajo males and females at a very early age, the 

grouping of girls and boys together in learning stations as project partners, as in Hawaii, 

was not conducive either to learning or behavior management. Results from the Rough 

Rock study found that the Navajo students preferred to focus on the complete picture of 

an academic problem rather than isolated and discrete parts. This preference for a whole 
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picture takes extra time for class processing. In addition, it was found that students did 

not like being isolated to answer a question. Instead, Navajo children preferred to be 

addressed a whole class and preferred whole-class discussion. 

The San Diego Project 

  Researchers in this project (Moll & Diaz, 1987) were interested in ways of 

motivating secondary level bilingual students’ writing engagement at a San Diego high 

school. At first, researchers explored writing that took place in students’ homes. In this 

way school writing could incorporate non-school writing. However, it was found that 

nonschool writing like grocery lists and phone messages would not facilitate mastery of 

secondary level writing. Instead, researchers found that if they assigned a group topic that 

all students were interested in writing assignments were more productive. In this project, 

the assigned topic was bilingualism. The topic intrinsically motivated both students and 

parents. The project built bridges between home and school with topics appealing to 

teachers, students, and parents as reported in Villegas’ (1991) ERIC Clearing House on 

Teacher Education report. 

The Marva Collins Way 

Hollins (1982) found that Marva Collins’ classroom structure was similar to those 

of many of her students’ African American home setting. Both the classroom and family 

structure fostered cooperation, flexibility, collective responsibility, autonomy, and strong 

adult leadership. Collaborative learning was more important than competition. Collins 

used jive talking, based on improvisation, with the students as a communication tool. 

Choral reading was a successful method in Ms. Collin’s class as was identifying moral or 

personal messages from all reading assignments. 
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Method 
 

Key Search Terminology and Sources of Relevant Literature 

Key Search Terminology 

 Primary search terminology included the following: cultural discontinuity, 

culturally sensitive computer environments, culturally sensitive pedagogy, instructional 

technology in urban environments, culturally responsive learning environments, cultural 

capital, culturally relevant pedagogy, cultural synchronization, culturally appropriate, 

culturally compatible, and culturally congruent. Terms representing popular culture were 

also explored in the peer-reviewed literature. These included urban education, rap 

pedagogy, hip-hop pedagogy, pop culture, identity theory, and values in pedagogy. The 

terms cognitive style, multiple intelligences, authentic learning, and collaborative 

learning also returned relevant articles addressing culture and educational technology. 

Electronic Databases 

 I searched pedagogical uses of computer environments that address culture as a 

factor in learning and achievement motivation at the Texas Tech University Library. The 

following educational databases were used: Education Abstracts in WilsonWeb, eLibrary 

Curriculum, ERIC in FirstSearch, Fuente Aademica in EBSCO, Library Literature in 

WilsonWeb, Linguistics and Language Behavior Abstracts in Cambridge Scientific 

Abstracts, Middle Search Plus in EBSCO, Omni Fulltext Mega in WilsonWeb, Primary 

Search in EBSCO, Professional Development Collection in EBSCO, Psychology & 

Behavioral Sciences Collection in EBSCO, PsychINFO in EBSCO, Social Sciences 

Abstracts in WilsonWeb, and Cambridge Scientific Abstracts.  
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I also searched the following Internet-only databases. These included 

Contemporary Issues in Technology and Teacher Education, Current Issues in 

Comparative Education, Current Issues in Education, Electronic Journal for the 

Integration of Technology in Education, Information Technology Learning and 

Performance Journal, Interactive Multimedia, Electronic Journal of Computer Enhanced 

Instruction, International Education Journal, International Journal of Education and 

Development, International Journal of Education and Development using Information 

and Communication Technology, International Journal of Educational Technology, 

Journal of Authentic Learning, Journal of Cognitive Affective Learning, Journal of 

Information Technology Education, The Journal of Literacy and Technology, and 

Journal Storage (JSTOR).  

Library Stacks 

 Electronic databases were convenient but did not offer a holistic picture of the 

extant peer reviewed literature. I also searched peer-reviewed educational technology 

journals in the library stacks. The date range reviewed was 1986 to 2006. The 

justification for this range was to capture 20 years of culturally sensitive computer use 

within the time span in which computers became popular in homes and schools. The 

following peer-reviewed journals were explored by analyzing the table of contents and 

their associated abstracts: Journal of Educational Computing Research, Digital 

Creativity, Journal of Technology and Teacher Education, Journal of Educational 

Multimedia and Hypermedia, Journal of Interactive Learning Research, Journal of 

Interactive Media in Education, Computers in the Schools, Computers & Education, 

Educational Technology, Journal of Educational Technology Systems, Technology 
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Horizons in Education (THE), Educational Communication and Technology Journal, 

Educational Technology Research and Development (ETR&D), Technology and 

Learning, The Computing Teacher, Learning and Leading with Technology, and the 

Journal of Research on Computing in Education.  

Collection, Coding, Annotations, and Analysis of Literature 

Collection, Coding, and Annotations 

 The collection, review, coding, and the annotating of relevant literature began in 

July of 2006 and continued to December 2006. I maintained an annotated research diary 

during the literature collection and review stage. The research diary contained notes and 

highlights of key findings or concepts contained in each article. I used Microsoft Word to 

code the reference red after it was electronically requested from Texas Tech University 

libraries’ digital document request service. Once the article was received via e-mail as a 

Portable Document Format (PDF) file, I coded the reference green. Once the article was 

fully consumed, I coded the references black and prepared annotations to document the 

findings and results of the study.  

Analysis  

I located a total of 46 articles to review and annotate. Then an educational 

technology specialist with a master’s degree in educational technology and an 

accumulated 25 years teaching experience in elementary education examined the 

annotations. We then coconducted an interpretational analysis (Gall, Gall, & Borg, 2003) 

to identify constructs, themes, and patterns found in the reviewed articles. We used a 

constant-comparative method (Berg, 2004; Gall, Gall, & Borg) to create categories that at 

first were specific and then collapsed into more general categories as observer agreement 
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was reached. The categories that emerged from this analysis include the following: 

Rationale for Embedding Technology into Culture, Transactional Distance and 

Communication, Popular Culture, Academic Content, Digital Skill Acquisition, and 

Applications of Cultural-Historical Activity Theory as an Instructional Design Tool. 

Table 2.1 organizes the five categories, number of articles in each, and the percentage of 

the total. A total of 46 articles were reviewed and annotated. 

Table 2.1. 
 
Categories, number of articles, and percentage of the total representing  
culture and technology 
 
Category 

 
Number 
of 
articles 

 
Percentage  
of total 

Rationale for addressing culture 19/46 41% 

Decreasing transactional distance  11/46 24% 

Popular culture (Technology use as culture) 8/46 17% 

Digital skill acquisition and culture 4/46 9% 

Cultural-historical activity theory for design 4/46 9% 

 

Last, and in strongest relation to the research presented herein, reading motivation 

and literacy were explored. These included research articles that addressed hip-hop and 

rap pedagogy in general for literacy and after-school programs which addressed literacy, 

technology, and hip-hop culture. 
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Results 

Rationale for Embedding Educational Technology into Culture 

 Nineteen out of 46 or 41% of located articles related to this category. The 

computer should allow one to discover and realize his or her talents in the context of a 

community (Harlow, 1984). The computer should allow one to realize his/her potential 

for growth and giving back to community (Shneiderman, 2003). This giving back to the 

community can be fostered if the computer is seen more as finger paint and less like 

television (Resnick, 2000).   

Computer technology can make this communal contribution only if it is 

embedded into the values, norms, and beliefs that normally protect these cultures from 

being altered and destroyed (Levine, 1989). Technology should be embedded into a 

particular culture’s structure, goals, curriculum, and activities, not vice versa. Technology 

must be embedded into the culture of each school or learning environment. Technology 

integration will not occur productively if the values, norms, rituals, and ceremonies of the 

students, teachers, and schools are not taken into consideration (Levine).  

There has been very little attention paid to ethnic diversity and cultural relevance 

in the educational technology literature (Powell, 1997a). Latu & Young (2004) claimed 

that Pacific Islanders such as the aboriginal New Zealanders have been forced to 

capitulate to the early 19th Century missionary style of education in which the indigenous 

people must keep quiet, listen carefully, and then try to do what was taught. Cultural 

hegemony can lead to a minority and resistance culture that benefits neither teachers nor 

learners (Ogbu, 1992). Latu and Young have proposed that in order for students from 
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Pacific Island backgrounds in information and communication (ICT) classrooms to gain 

maximum benefit from their studies, teachers should design lessons grounded within 

Pacific Islanders’ native learning styles. Pacific Island background students’ (PIBS) early 

learning style does not include a problem-based style in which students ask questions. 

Such questioning is considered pretentious and rude by PIBS standard. Instead, PIBS are 

taught in the home and community to learn by experience and collaboration. Rogoff 

(1990) described this form of learning as apprenticeship in thinking and learning together 

as community. Rogoff’s research considered children, “as apprentices in thinking, active 

in their efforts to learn from observing and participating with peers and more skilled 

members of their society, developing skills to handle culturally defined problems with 

available tools, and then building from these givens to construct new solutions within the 

context of sociocultural activity” (p.7). The PIBS learning style was similar to the one 

found in the Ituri Forest of Zaire in which children are carried on their mother’s backs so 

their children can observe and learn from daily activities or Guatemalan Mayan children 

learning to carry water on their head after observing and engaging in these sorts of adult 

activities with their mother.  

 Ely (1989) explored the diffusion of educational technology in Indonesia that 

took place in the 1960s and 1970s. He found that technology integration failure came 

from lack of adapting educational technology to fit within the local contexts of situated 

communities. Indigenous cultural resources were the most valuable source of wealth for 

educational technology. Money and funding were not the most important factors. Starosta 

and Merriam (1986, Spring) replicated this finding in a study that explained the impact of 

a cooperative rural technology experiment between the government of India and the 
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National Aeronautics and Space Administration (NASA) of the United States in 1975 and 

1976. Two Indian villages received satellite television to caste information on farming 

techniques, health issues, and family planning. Language barriers, the caste system, and 

the lack of Indian villagers’ predisposition to use visual media hindered the effectiveness 

of this experiment. In relation to the caste system the villagers restricted access to the 

satellite information. Women and children were excluded from satellite use. One of the 

satellite videos explained how to grow grapes without taking into consideration the soil 

and environmental condition of the two villages. This knowledge was of no use to the 

villagers in as much as grapes could not grow in their situational environment.  

Therefore, this knowledge could lie inert without any practical use. Perkins (2005) 

researched a cross-cultural distance learning project between the United States and 

Malawi, Africa that sheds light on this need for assessing cultural values prior to 

educational technology integration. Due to the British influence on Malawi’s education 

system the Malawian education system currently emphasizes great respect for classroom 

teachers, and teacher-led pedagogy. Project team leaders from Virginia Tech encountered 

resistance and epistemological differences with the Malawi Mzuzu University team 

regarding instructional design and uses of instructional technology for their distance 

education program. The program was eventually halted due to issues concerning cultural 

dissonance. 

Hlynka (2003) discussed the concept of cultural discourses of educational 

technology from a Canadian perspective. He wrote, “The prevailing discourse in the field 

is one of technology-as-progress, that discourse is not universal, but unique to a United 

States oriented trend. Educational technology is not neutral but culturally set and 
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conveyed” (p. 41). Educational technology is currently being integrated into learning 

environments with a predetermined set of cultural values that rarely consider the culture 

and values of end users and their expectations. The culture of 21st Century technology use 

must be negotiated with the situational culture of the school and its surrounding 

community (Demetriadis, 2003). Practical wisdom is culturally specific, so technology 

must be culturally driven (Hlynka). Tillberg (2004) interviewed four Tibetan refugees 

and found that one interviewee did not care about use of the Internet at all. Another 

refugee said that the Internet made technology slaves out of people and did nothing to 

liberate them. Another refugee felt that American popular culture might erode her 

children’s traditional cultural values. Rogers (1995) considered the compatibility of 

innovation with existing values a primary force in successful technology integration. 

Albirini (2005) found in a survey of 326 English as Foreign Language (EFL) high school 

teachers in Syria that inattention to cultural conditions and situational school culture 

limited integration of technology in their classrooms. The key element that has been left 

out understands the cultural perceptions of the end users (Albirini). A majority of 

respondents stated their fear of students being exposed to inappropriate material as their 

primary reason in not infusing technology into their weekly pedagogy. Culture and the 

user-end values must be variables in technology use for learning. 

Williams-Green, Holmes, and Sherman (1997) addressed the need for attending to 

culture and user-end values as a decision variable in designing computer software. The 

importance of considering social and cultural factors affecting the use of educational 

software cannot be underestimated (Murray-Lasso, 1990). Culture must be embedded 

into the goals, objectives, media delivery strategies, and evaluation measures when 
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designing educational software. Cultural factors that affect instructional design include 

the duality concepts of individualism vs. collectivism, strong or weak uncertainty 

avoidance, and masculine vs. femininity (Williams-Green, et al.).  Not attending to 

language, geopolitical, economic, social, historical, and cultural values can limit the 

portability of educational software’s success and decrease its cross-cultural potential to 

impact learning and achievement (Murray-Lasso). Nielsen’s (1986) seven-level virtual 

protocol model of human-computer interaction discusses constraints of interface design 

that include language, tone and style, and cultural and national identity. Social and 

cultural factors play a central role in the likelihood that an educational software package 

will be used in a different setting from that which it was created (Collis, 1996). Cultural 

norms such as communication style play a dominant role in how humans make decisions. 

Therefore, software that does not consider the target audience’s communication and 

learning style is less likely to make an impact on pedagogy (Collis). Cultural relevance is 

the key to successful integration of technology into learning. 

Researchers posit recommendations and projects for embedding educational 

technology into culture. Selinger and Gibson (2004) recognized that cultural preference 

can be used to make technology more relevant to learners. They suggested a new model 

for global curriculum development with emphasis placed on cultural expectations and 

learning traditions of the target learners. Parks, Simmons, Sapp, and Gilbert (2003) 

conducted a study with 23 elementary children using the African American Distributed 

Multiple Learning Styles System (AADMLSS). This system was developed to provide 

educators with culturally sensitive e-learning tools including African American 

pedagogical agent avatars and hip-hop-based mathematics games. Results indicated 
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increased enjoyment and motivation from the participants but complaints that the 

delivery system felt synthetic and unnatural. Lee (1986) claimed that computer 

programming using LOGO was a match with African American learning styles due to 

African American’s visual, audio, and creative arts emphasis in their natal culture. 

Unfortunately, Lee pointed out that computer technology is most often used as a tutorial 

machine for minority student populations due to a supposed cultural and intellectual 

deficit. Chisholm (1995-1996), in a study of 25 children in grades 1, 2, and 3,  found that 

computer projects that involved open-ended and collaborative slide shows, newsletters, 

stories, poems, greeting cards, and other projects were significant motivation factors for 

African American and Hispanic students. Data sources included student’s interviews, a 

teacher interview, and informal conversations with teachers and students. These data 

suggest that the computer can be used as a culturally congruent tool that creates a 

collaborative learning context. The computer used in this way can promote 

interdependence and cooperation that benefit students from cultural backgrounds that 

prefer interpersonal relations (Chisholm). Voithofer (2003) reported his critical analysis 

of an online multimedia learning experience using Classroom Connect’s Quest 

experiences from 1998-2002 as data sources. Results indicate that critical narrative theory 

should be used to guide the design of hypermediated learning experiences. Quest 

experiences by children in this study indicate that learning should be addressed in relation 

to culturally grounded stories of diverse learners. It is critical in the 21st Century that 

educational technologists in the United States value diversity, alternative learning styles, 

communication styles, and use the learner’s cultural and social values a conduit for 

pedagogy (Powell, 1997b). 
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Transactional Distance and Communication 

The category transactional distance and communication represented 11 out of 46 

or 24% of the total articles.  The Internet and its available communication technologies 

gave rise to this trend. Moore (1973) recognized that in a course high in structure, such as 

a pure lecture course, there was generally little dialogue between educator and learner, 

and transactional distance was maximized. Conversely, as dialogue is increased, the 

structure decreases, thereby minimizing the transactional distance between educator and 

learner. The key was to balance the exchange more in the middle rather than at the 

extremes.  Zeitz and Kueny (1998) assert that interactive communication technologies 

such as two-way interactive television, text chatting, audio chatting, listservs, discussion 

boards, and webcam technologies assisted in balancing this exchange between passive 

versus active learning.  

The Internet offered the potential to expand learners’ cultural perspectives and 

offered opportunities to build international relationships. Hickenbotham and Schamber 

(2001) found that use of the Internet gave the Takini School on the Cheyenne River 

Sioux Reservation a portal to connect and share cultural artifacts with students in 

Australia. The dialogue and artifact exchange arrangements between the Takini School 

and the Australian school took place in chat rooms. Students at both sites mailed a box of 

artifacts representing their social, cultural, and learning worlds. Artifacts included toys, 

flags, and postcards. This culturally responsive approach to pedagogy integrated 

technology, reading, research, and writing in an authentic way giving voice to globally 

separated cultures. Similarly, Cifuentes and Shih (2001) reported results from 37 

undergraduate preservice teachers (PSTs) in the United States tutoring Taiwanese English 
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learners at a distance. Instead of physical artifacts, cultural artifacts and cultural sharing 

took place. Twenty-five were female and 12 were male with age ranges from 19 to 22 

with one 46-year-old female. Data sources came from the open coding of e-mail 

correspondence, PSTs’ reflective journal entries, and surveys of the Taiwanese partners. 

Results from this culturally cooperative learning method indicated that cultural 

differences and similarities affected the projects. Differences in beliefs of the role of the 

teacher emerged as an important theme in correspondence. In Taiwan, students study and 

learn in large classrooms with 45 to 55 students in highly competitive environments 

(Wang, 2003). Taiwanese students in Cifuentes’ and Shihs’ study were reluctant to 

question the U.S. tutors and saw themselves as passive learners rather than as active 

participants in a learning process. Participants valued learning about each others’ culture 

more than the actual goal of tutoring in English and learning English. Results from the 

survey indicated that 32 out of 37 Taiwanese participants found the correspondence either 

effective or very effective in their learning processes of acquiring better English. Wang 

(2003) employed a similar culturally cooperative method using on-line chatting and       

e-mail between students in Taiwan and the University of Mississippi. In addition, she 

employed popular American songs to enhance listening comprehension and Taiwanese 

students’ comprehension of English syntax. The computer does not generate meaning but 

rather provides the mode of conten transportation (Clark, 1994). Humans create the 

reflective space for sharing ideas and generating solutions to challenges (Chen, 

Mashhadi, Ang, & Karkrider, 1999). Results indicated that these American and 

Taiwanese students built relationships and participated in successful collaborative 

learning. Taiwanese students expressed some discomfort when working collaboratively 
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with their American peers at a distance due to their culture’s reliance on competitive 

classroom structure at all levels of schooling. Culturally cooperative approaches via 

multimedia tools such as on-line chatting and interactive audio opened doors to exciting 

cross-cultural curriculum and authentic learning environments (Wang, 2003).  

The pervasive influence of culture should be regarded as a significant concern in 

the design of technology-enhanced learning systems (Chen, Mashhadi, Ang, & Karkrider, 

1999). Based on the concepts of cognitive ecology theory (Bateson, 1972) and the 

cultural mediation approach (Luria, 1981), social collaboration becomes the key to 

successful multicultural leaning contexts (Oubenaissa, Giardina, & Bhattacharya, 2002). 

An appreciation of the role of culture in education is essential as it leads researchers to a 

deeper understanding of the nature of student learning in as much as all knowledge is 

embedded within a historical, cultural, and social framework (Chen, et al). The use of 

computer-mediated discussions (CMDs) is an important factor in the design of culturally 

cooperative technology-enhanced learning. Schallert, Reed and the D-Team (2003-2004, 

Winter) provide recommendations, grounded in their research, for the use of CMD in 

instruction. Results from graduate and undergraduate students’ synchronous and 

asynchronous electronically mediated discussions indicate that CMD must be included in 

the instructional design process from the beginning in the initial course design phase. The 

open coding of interviews, think-aloud protocols, and self-reports indicated that non-

English speakers felt that asynchronous discussion was easier to understand and learned 

more due to having extra time to reflect on the discussion. In addition, results indicated 

that electronically mediated discussions engaged and motivated student discussions. 

Lastly, many foreign students, particularly Asian students, felt great discomfort with 
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synchronous dialogue and were more comfortable with asynchronous discussions so they 

could plan their responses and language use. Primarily, cultural boundaries were crossed 

and American students and Asian students exchanged cultural artifacts and gained an 

appreciation of each others’ perspectives on learning and the learning objectives. 

Electronic networks are creating opportunities for cross-cultural learning and cultural 

exchange (Tiessen & Ward, 1998).  

Electronic networks are not transparent in conveying messages since the medium 

does not shape the message (Clark, 1994). People interpret the information they receive 

from the senses via culturally mediated sets of beliefs they have about the world (AiYen, 

1998). AiYen conducted research based on a sample of 24 respondents who took the 

Networks User Survery. The survey consisted of open-ended questions eliciting their 

mental models of computer networks and distance learning, and a series of statements 

regarding the claimed pedagogical promises of distant learning. AiYen refered to distance 

learning as a virtual educational environment. Respondents were very positive about the 

benefits of virtual distant learning. Their responses indicated that virtual learning was 

cost effective, interactive, immediate, integrative, and made education more accessible. 

The predominant model elicited from the survey was that of a spider web. Virtual 

learning linked learners separated temporally and spatially into social learning networks. 

Virtual networks illustrated the interdependence of language, thought, and reality 

(Vygotsky, 1962) just as a spider web’s independent threads create a holistic and unified 

pattern built from distinct strands for livelihood and sustenance.  

Reids’ (2002) study of facelessness in virtual communities validated AiYen’s 

findings and Moore’s transactional distance theory. Based on focus group interviews of  
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N = 136 Freshmen studying primary education in an online course titled “Cultural 

Literacy,” respondents took more chances than they would have in a face-to-face course 

with relevant dialogue and discussion, thereby minimizing transactional distance from 

learner to learner via electronic discussion boards and text messaging. With individual 

identity removed, academic risk taking occurred frequently. Many students exchanged 

personal biographies in order to explain their reactions to their learning experience 

(Reid). Negotiation, dialogue, and deliberation became valued learning strategies by the 

participants. 

Neglected by educational technology researchers were the impacts these virtual 

networks and communication technologies have on Mexican and Latino families 

(Gomez, Fisham, & Pea, 1997).  Cifuentes & Murphy (1999) studied two classes in 

Mexico City, Mexico that conducted school activities via videoconference with two 

classes in College Station, Texas. Prior to distance learning activities, children at both 

sites were required to analyze poems from each other’s cultures. It was found that 

Mexican children had previous experience with U.S. culture and literature but the Texas 

children lacked knowledge of Mexican culture and literature. The 47 fourth-grade 

students in two classes in Mexico City and the 41 fourth-grade students in two classes at 

College Station were active in the partnership throughout the academic year. Via 

videoconferencing, two-hour writing workshops were conducted at scheduled intervals 

throughout the school year. Findings based on observations and questioning during the 

activities revealed that all the 46 Mexican students were bilingual and several were 

trilingual while only 5 out of the 41 Texan children were bilingual. Teachers and 

researchers realized the children’s excitement throughout the year, which pervaded both 
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groups. The project created cross-cultural collaboration in which the children became 

friends and exchanged personal biographies as well as analyzed literature and poetry 

together. It is important as Postman (1995) warned that adoption of technologies without 

skepticism is a Faustian bargain. Technology adoption can lead to losses of respect for 

human judgment, spirituality, and stewardship of the Earth. In addition, two-way 

interactive television infrastructures can be expensive to start and maintain. 

Technology-based cross-cultural communication opens windows to powerful 

forms of cultural exchange impossible without the mediation of technology. Perhaps most 

relevant to the study found herein are the connections of home culture and children’s 

personal interests with classroom learning. Exploring home culture elicits information 

that can be utilized by educators to align technology with home culture and children’s 

interests. Fishman, Kupperman, Marx, and Soloway (2001) placed 20 Net TVs with 

Internet access into Mexican American households that had never had home access to the 

Internet. Five months of log files were created to explore how the family used the Internet 

and its electronic communication devices. One-hundred-and-seven hours of use were 

logged. Primary use of the Internet by the families was e-mail use, television shows, 

popular movies, sports, popular music, homework help for their children, and linking to 

Spanish-language websites for news and weather information. Kupperman and Fishman 

conducted a similar study and reported similar findings. Children dominated the use of 

the Internert in all of the research households. Children e-mailed friends, downloaded 

popular music, visited wrestling websites, and researched Lowriders. One child 

downloaded nudity from the Playboy website unbeknownst to his family. The researchers 

had to break the news to the parents. Gossett and Byrne (2002) found that pornography 
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on the Internet can often portray women in violent and compromising positions that give 

young boys the wrong message regarding relationships with females and elicit views of 

women as sex objects for exploitation. Most relevant to the study contained herein, both 

studies found that a majority of children in the study downloaded popular music such as 

rap music, movies, and other forms of popular culture that interested them. Schools 

should take advantage of their students’ popular culture interests for academic motivation 

in reading and other content areas and not try to resist it and suppress it (Warner, 1990). 

The suppression of popular culture in educational settings suppresses children’s identities 

and the image they project of themselves into these popular media. 

Third Culture (Technology Use as Culture) 

 Eight out of 46 articles or 17% of articles located fell into this category. Rather 

than seeing technology as a pedagogical tool embedded in distinct cultural values and 

social/historical beliefs, many researchers see technology as an emergent culture in and 

of itself. Kelly (1998) posited that this technology culture is a third culture or popular 

culture grounded in the children’s social experiential base. Kelly states, “This new third 

culture is an offspring of science. It is a pop culture based in technology, for technology” 

(p. 992). Many late 20th Century and 21st Century youth and adolescents were raised in 

the information age with its ubiquitous uses and varied applications of technology and its 

associated media delivery (Dede, 2006, Spring).  For the children raised in this new 

digital world (e.g., computer use, video games, cell phones, e-mail, text messaging, 

downloading popular music and videos), technology is the culture that unites them 

regardless of color, ethnicity, and gender. Dede referred to the phenomena of ubiquitous 

21st Century technology use as common thread woven into America’s cultural values 
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(Morissette, 2003). Dede’s research suggested that technologies expand our capability to 

share, create, and master new knowledge at unprecedented rates. Kelly (1998) posits that 

theories cannot keep up with the evolution of knowledge and technical skills in the 21st 

Century. Dede’s current projects involved the development of multiuser virtual 

environment experiential simulators (MUVEES) in which users travel back in time to a 

fictional setting called River City. The curriculum unit engaged learners in a mystery they 

must solve embedded into virtual but realistic three-dimensional terrains that include 

houses, trees, waterfalls, and various industrial activities (Dede, 2006, Spring). These 

environments were based on learner collaboration, goal-based scenarios, and learning by 

doing (Shank, 1999). The environments that Dede employed for goal-based learning 

scenarios (Shank) were similar to the aesthetic and interface qualities employed by video 

game technology that our youth use in this digital information era (Walker de Fellix & 

Johnson, 1992). 

Hoover (2006) found an increase in meaningful classroom engagement and 

discussions when exploiting popular culture for pedagogy. This popular culture that 

Hoover referred to has been labeled the new Millennium’s unofficial curriculum by some 

researchers (Dimitriadis, 2001). These researchers feel that an in-school and out-of-

school schism has grown between traditional learning settings and unofficial curriculum 

(e.g., computer use, film, television, movies, and popular music). Hoover’s method 

employed the use of short trigger clips from popular songs and television programs to 

enliven undergraduate and graduate History survey course curriculums. Popular 

television programs included The Simpsons and South Park. Popular songs included the 

Little Mermaid’s Under the Sea when explaining World War I U-boats. Technically, this 
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was accomplished with an inexpensive set of RCA (VCR) to USB (computer) transfer 

cables and video editing software. Hoover surveyed 60 undergraduate and graduate 

students regarding their attitudes toward the class after using these audio and video clips 

as analogies to course content. Hoover found that students’ attitude toward social studies 

content was enhanced, and they broke the monotony of lecture. Fundamentally, Hoover 

found that students’ attitudes should be central in the design of social studies curriculum. 

Her project was funded and supported by a university-wide fellowship from Texas Tech 

University’s Teaching Effectiveness and Career Enhancement (TEACH) program. 

Undergraduates and graduate students of the new millennium are children of the 

technological era. Teacher educators must work with and not against popular culture and 

its ubiquitous technology use.  

Warburton and Campbell (2001) explored how popular technology could provide 

a variety of visual media for teacher education students to explore poetry and poetic 

forms of expression. Using KidPix 2, Paint, and ClarisWorks, undergraduate elementary 

education students were required to create poetry or song lyrics combined with graphics 

to explore metaphor, irony, synecdoche, alliteration, metonymy, symbolism, 

personification, and the sound and shape of words. Lastly, projects were presented to the 

class as if they were working with a group of actual elementary students. Results based 

on observation and interviews indicate a successful combination of English instruction 

and computer technology. These future teachers found the project challenging, and it 

forced many of the students to collaborate and form learning teams since many of the 

students lacked knowledge of the software. This forced the more technologically savvy 

students to work with the less computer literate students. Students felt that this was the 
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type of learning they would like to employ in their future elementary classrooms because 

it was meaningful and employed current technology with the power of language and 

literacy education. 

Guterl (2005) reported that children are finding copious amounts of time for 

popular culture in the form of videogames, Web surfing, downloading music videos, 

MP3 files for IPods, and text messaging and little time for traditional text-based literacy. 

He reported that these heavy media diets are creating an emergent visual mode of 

communication. In ancient Greece, Plato complained that the written word was a crutch 

that would destroy our memories, dialectical argument, and the art of oral rhetoric 

(Crowley, 1979). Similarly, many parents and teachers consider these new 21st Century 

digital and visual media as usurpers of textbook knowledge and the written word 

(Guterl). To accommodate this “new millennium” learning style teachers are seeking 

ways to enhance children’s reading and literacy with computer technology (Leu & Leu, 

1999). Hypermedia such as Kids Web Japan (http://web-jpn.org/kidsweb/index.html) and 

Keypals (the electronic version of penpals) are adaptations to this new millennium 

technology-driven learning style (Labbo, 2005). There are many critics of Nintendos and 

other gaming systems, but the fact is, they are here to stay (Walker de Felix & Johnson, 

1993).  Based on data from eight-and-nine-year-old informants (Walker de Felix & 

Johnson) found that video games engaged and sustained interest for long periods of time. 

Informants claimed that games motivated them, challenged them, and offered engaging 

problems to solve. These new forms of literacy cannot be ignored by educators if learning 

is to reflect society’s emergent digital literacy use. 
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If teachers and parents ignore the influence of information and communication 

technologies (ICTs) and media technologies on youth, this could result in failure to 

benefit from new literacy insights that these technologies yield (Alvermann, 2004). 

Thomas (2006) found that online fan fiction increased engagement, critical response, and 

affective play through writing. This was particularly true with girls who role played 

characters such as Buffy, Lara Croft, Princess Fiona, Brittany Spears, and the Spice Girls. 

Fan fiction allowed fans of popular films to engage, critique, and share in asynchronous 

and synchronous collaborative fiction writing. Thomas’ research included three 

interviews with members of a 400-participant fan fiction world called Middle Earth 

Insanity. Literacy practices within forums, chatting, role-playing, and discussion strands 

were explored as pertinent data sources. Results indicated that children became active 

designers of original fiction, learned to write collaboratively, and challenged the 

boundaries between their external and internal realities.  

Hellweg (2005, September) reported that Alan Sitomer, a high school English 

teacher in Lynwood, California used the rap lyrics of Tupac Shakur to build bridges into 

Shakespeare as a way to compete with the influence of “gangsta” rap that his students 

downloaded and consumed thanks in part to the Internet and MP3 technology. Students 

were so motivated by Sitomer’s effort to relate to their street-based culture that they 

began to analyze, read, and even write their own songs and poetry due to this 

intervention. The intrinsic motivation was apparent. Sitomer aligned other hip-hop groups 

and rap lyrics into his curriculum the remainder of the year. Sitomer was recognized as 

California’s State Literacy Teacher of the Year in 2003 for his endeavors. The word 

literacy is no longer a single source slice of denotative English lexicon (Roberts, 1995). 
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Instead it is a heavily contested construct.  In addition, this new literacy use is often 

taking place at home rather than at school. 

Sutherlan, Facer, Furlong, and Furlong (2000) found that computers increased 

collaborative learning at home, based on data from 18 young children’s learning journals 

from 16 families that participated in the study. All families in this study were heavy users 

of computers in the home. Parents and children balanced and mixed entertainment, 

education, and work via their home computer(s). Many of the teens used the computer for 

downloading music like rap and rock music, games, social networking, word processing, 

and used Web-based resources like Internet-based encyclopedias for assistance with 

school work. Parents used the computer for looking up news and weather, e-mailing 

friends, and practical tasks such as completing their tax returns. The computer was often 

shared between family members leading to child/parent collaborative activities (Crook, 

1994). Results indicated that computer use at home prepared the child for a technology 

rich future, and computers were integrated with home activities. However, these results 

cannot be broadly generalized. Other researchers have found that the home use of the 

Internet has increased social distance between parents and children and could be a factor 

in increased loneliness, isolation, and exposure to foul language, pornography, child 

predators, and even depression (Subrahmanyam, Kraut, Greenfield, & Gross, 2000). Most 

relevant to this current culturally relevant technology-mediated mixed methods reading 

motivation study is the fact that researchers are analyzing and exploring home uses of 

technology so teachers can take advantage of students’ interests and values.  
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Digital Skill Acquisition 

 Four out of 46 articles or 9% of the total articles located fell into this category. 

Technology as a part of popular culture is a reality in the new millennium. Society is in 

rapid change. Individuals must adapt to thrive in culturally diverse situations (Meadows 

& Murphy, 2004). Our nation’s students and teachers must be equipped with the digital 

skills to navigate ever changing societal waters.  Culture should be infused into all 

instruction rather than the cafeteria approach appending culture to certain thematic units 

or celebrating cultural holidays as a means of political correctness (Meadows & Murphy, 

2004). Globally, children and teachers often live and work in urban-culture environments. 

 Henriquez & Chang (2001) studied the use of embedding digital skill acquisition 

into the community cultural context of Union City, New Jersey. Their middle school 

participants’ goal was to build websites using hypertext markup language (HTML) for 

local businesses in Union City. Strong evidence suggests that computer technology 

impacts cognition by enhancing skills that children normally lack without the aid of a 

computer (Reganick, 1994). The population was a middle school with a 92% Latino 

population demographic. Six-weeks of field note data were collected for analysis. 

Websites were created in English and Spanish versions due to the significant Hispanic 

population demographic. Many participating middle schoolers spoke Spanish as a first 

language at home. HTML and computers extended the creative capabilities of these 

middle school youth. Results suggested that through the process of making the websites 

participants developed interview skills, research skills, teamwork skills, and technical 

computer skills. Most importantly the project bridged community culture, home culture, 

and schoolculture. Zhang (2001-2002) trained inservice teachers with the advanced 
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multimedia program called Macromedia Director. Following the training, inservice 

teachers were required to create a tangible product that could be used to teach about 

Cajun culture. For example, one inservice teacher created a product that traced the history 

of Mardi Gras. Zhang found that this project-based learning encouraged reverence for 

Cajun culture, higher-order thinking, problem solving, independent research, as well as 

group and self-monitoring. Most importantly, these inservice teachers were excited about 

sharing their products with their peers and the potential for using the products in their 

future classrooms to honor Cajun culture. 

 From a sociocultural perspective, knowledge exists among and between society’s 

members and the artifacts they create as discussed by Greeno, Collins, and Resnick 

(1996). Seay (2004) used a sociocultural approach in teaching website development to 15 

African American students with academic difficulties in a six-week period. This included 

seven boys and eight girls. Research had shown that African Americans had a holistic 

and context-dependent learning style (Anderson, 1988; Banks, 1988; Gilbert and Gay, 

1985). To take advantage of this research knowledge Seay utilized Van Merrienboer’s 

(1997) components of complex skill building as an instructional design approach. This 

included using children’s prerequisite knowledge and personal interests, supportive 

knowledge in the form of mentors and the Internet, task practice in developing a real 

website, just-in-time presentation with the aid of knowledgeable mentors, whole task 

practice, as well as elaboration and comprehension assistance with the aid of expert 

mentor teachers. Results indicate high levels of intrinsic motivation due to the 

meaningful context and goal of this project. Girls appeared to learn HTML and concepts 

of Website authoring faster and were more verbal, asking for help and helping each other. 
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Boys asked for help much less.  In addition, children claimed to learned new technical 

knowledge that included hypertext markup language (HTML) and how to publish a 

website with file transfer protocol (ftp) technology. The one problem was that the 6-week 

time period was not enough. Seay stated the children did not have enough time to learn 

all the skills necessary to fully develop their web development ideas. 

Educational Computer Environments Framed by Cultural-Historical Activity Theory  

 Four out of 46 articles or 9% of articles orbited around this category. Designing 

culturally relevant learning involves well-planned instructional design and computer-

based support (Lee, 2003). Blanton, Moorham, Hayes, and Warner (1997) reported that 

the Fifth Dimension was an after-school activity-based distributed literacy consortium 

that mixed play, education, and peer interaction with multimedia, noncomputer games, 

telecommunications, video editing, and uses of various educational software. The overall 

after-school metaphor was a journey through a maze located throughout 20 rooms. In all, 

the maze contained more than 120 educational and computer games. Children made 

progress through the maze by mastering tasks set forth by an imaginary patron; at one site 

this patron was called a Golem. Learning was rich in authentic problem solving, play, and 

depended on intrinsic rewards.  

The Fifth Dimension has been reproduced in 10 sites in the United States, 

Mexico, and Russia. The participants in this study included 52 children from grades 

three, four, and five. The participants in the Fifth Dimension program received 30 visits 

of one-hour duration to the intervention. The control group did not participate in the 

after-school activities. The mean unadjusted posttest score after one year for reading 

achievement was 156.9 for the experimental group and 148.7 for the control group. The 
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mean unadjusted posttest score for mathematics achievement after one year was 164.1 for 

the experimental group and 155.6 for the control group. ANCOVA was used as an 

inferential statistic to reduce error using pretest reading and mathematics scores as 

covariates. Gains for the experimental group were discovered in both instances.  

Blanton, et al. reported that the quantitative results meant very little without 

exploring the context and activities through observation notes. For the qualitative data, 

cultural historical activity theory (Cole & Griffin, 1983; Engestrom 1999b; Jonassen, 

1999) was used as a descriptive lens. Figure 2.1 below conceptually illustrates activity 

theory. The unit of study must retain the meaning of the activity from the learner’s 

perspective when teaching and the acquisition of skills occur. Observation notes using 

sociocultural activity theory revealed that the child (subject) mediated his or her activity 

towards a particular learning station (object) with a computer (tool). Language became 

the tool of tools for mediating activity in the Fifth Dimension. Children collaborated with 

undergraduate interns to accomplish goals. This represented the community component 

of Activity Theory. Mutual support, peer sharing, shared ownership of responsibilities, 

and open communication (Rogoff, Turkanis, & Bartlett, 2001) contributed to the 

program’s overall success.  
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Figure 2.1. Graphic representing the conceptual framework of activity theory. 

Mayer, Schustack, and Blanton (1999) studied three of the Fifth Dimension sites 

to explore whether exposure to these collaborative informal technology-driven after-

school programs promoted problem-solving transfer. Findings from end of year testing 

concluded that after a one-year exposure to the program children could recognize 

computer terms, facts, and operations, could better comprehend game directions and 

procedures, developed problem-solving strategies for mathematics and language art 

games, and had improved reading and mathematics achievement scores. One of the 

setbacks in this research was the use of mainly off-the-shelf software used on low tech 

machines. This led to technology problems that caused frustration for participants and the 

undergraduate mentor teachers. 

 Educational psychologists report that children are constituted through their active- 

participation groups with their distinct social cultural artifacts and practices (Martin, 

2006). Children’s capabilities and cognitive structures develop through interaction with 

others already skilled in speaking and acting within these relevant social contexts and 
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linguistic practices. These practices are reinforced through social institutions that include 

church, family structure, school, and peer groups (Bronfenbrenner, 1979). Lee (2003) 

outlined four reasons for attending to a cultural-historical activity perspective and a 

cultural modeling framework with African American and Hispanic populations when 

planning for use of educational technology in the classroom. Number one, classrooms 

should build on learners’ prior knowledge so learners can make connections between a 

new task and prior knowledge. With African Americans, this might include use of 

African American English Vernacular (AAEV) often used by rappers and hip-hop artists 

today. Number two, learning should build on cultural models as socially constructed 

ways of knowing. For example, Lee (2003) wrote that African American students 

engaged in cryptic jokespeak, such as playing the dozens, “Yo momma is so fat, she got 

baptized in cooking oil.” This type of word play invoked a unique set of strategies for 

comprehending metaphors, satire, and irony with the English language structure. Number 

three, and most relevant to this reading motivation research presented herein, was the use 

of cultural values for motivation and engagement. Engagement and motivation are 

correlated constructs and cannot be easily teased apart. Both connote a willingness to 

persist and expend effort on a particular task. With new opportunities for extending 

human creative endeavors and learning with computer technology, attention should be 

paid to sociolinguistic research (Cazden, 1988) and related research that explains and 

describes variations in human discourse based within distinct ethnic groups. Reason four 

was to assist in support of community, civic, and political empowerment. For example, 

use of computer technology combined with hip-hop culture can validate and empower 

African American and Hispanic youth and community with a culturally recognized 
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conduit for social change and pedagogy. Teaching hip-hop as a music and culture of 

resistance can facilitate the development of critical consciousness in urban youth (Morrell 

& Duncan-Andrade, 2002, July) 

 Lee (2003) reported two cases in which cultural historical activity theory and 

cultural modeling was used in the design of educational technology for African American 

youth. Both of these cases were software tools designed for underachieving readers and 

youth literacy. The first tool was called the Collaboratory Notebook (CBN) (Lee, 1993, 

1995, 2001). This tool was originally designed by Daniel Edelson and Kevin O’Neill of 

Northwestern University for science educators (Edelson & O’Neil, 1994) and then 

modified as a culturally sensitive literacy scaffold with Carol D. Lee. The learning 

environment consisted of a multimedia hypertext environment in which images with 

relevant text were linked to interpretive questions asking students to find warrantable 

links between the linked page and the text image. Student responses were typed and 

saved with the program. This placement of text passages, multimedia referential 

resources, and interpretive questions created a context sensitive or field-dependent 

(Anderson, 1988; Banks, 1988; Gilbert and Gay, 1985) learning scenario that 

corresponded to African American learning styles.  Similarly, Pinkard’s (1999) software 

Say, Say, Oh Playmate and Rappin’ Reader made use of familiar urban imagery and drew 

on activity structures that students from African America low income urban centers might 

engage in often. Students were asked to reconstruct rap lyrics and write their own raps 

based on familiar song patterns found in African American families. The point to Lee’s 

and Pinkard’s research was to reinforce cognitive structures and activities that low 

income African Americans and Hispanic Americans engage in their homes and 
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communities via the use of technology and its ability to scaffold cognition and extend 

human potentiality. 

What was missing in the peer-reviewed research literature were more applications 

of educational technology embedded into specific ethnic cultures in classrooms and 

learning programs within core content domains at the K-12 level. This mixed-method 

study contained herein used hip-hop culture and digital audio workstation (DAW) 

technology to fill this gap in the literature by addressing literacy and reading motivation 

via culturally relevant instruction. 

Literacy and Reading Motivation   

 Large amounts of instruction and high degrees of ability may be irrelevant if 

students are not intrinsically motivated and lack an interest in reading and the context in 

which they are asked to read in by classroom teachers (Walberg & Tsai, 1985, 

January/February). Based on a canonical correlation analysis from the 1970-80 National 

Assessment of Educational Progress (NAEP) data using a multistage sampling design, the 

strongest correlates of reading achievement were attitude toward reading, reading 

stimulus at home, use of English at home, and kindergarten attendance. The problem is 

that reading and literacy focus predominately on assessment rather than attitude or 

motivation (McKenna & Kear, 1990, May). Smith (1988) found the reason that most 

readers read is due to their personal interest and their emotional attachment to reading. 

Juel (1988) found that low socioeconomic status African American and Hispanic children 

are more likely than Anglo children to have poor phonemic awareness of school English, 

which can obstruct language decoding skills. This may be a result of differences in home 

and school language use, and home and school culture. Wigfield and Guthrie (1997) in a 
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sample of N = 105 using the Motivation for Reading Questionnaire and a reading diary 

for data with fourth and fifth graders found that the task value and expectancy for success 

children place on reading are strong predictors of reading amount and breadth of reading.  

 Krashen (2005) claimed that none of the studies of reading programs such as 

Accelerated Reader (AR) that use computer-based quizzes, reward points, and other 

prizes for reading provide any clear evidence they are assisting children with literacy 

development and reading motivation. In addition 75% of the studies have no comparison 

groups and contain methodological flaws in their reporting. Melton, Smothers, Anderson, 

Fulton, Replogle, and Thomas (2004) found that 5th grade African American children in 

the experimental group scored significantly lower on posttest reading scores as a 

dependent measure than Caucasians in the control group not receiving the AR program. 

Kohn (1993) claimed that those theories about rewards and other behavior modifications 

programs were based on work with rats and pigeons. An abundance of external rewards 

such as grades, prizes, points, and gold stars destroy a child’s natural and intrinsic desire 

for achievement rather than create a feeling of enjoyment and passion toward their 

academic endeavors. Turner’s (1995) research on children’s reading motivation 

suggested that instead of rewarding children for literacy gains with external rewards such 

as grades on computer quizzes and excessive praise, teachers should design open-ended, 

complex, and authentic computer activities to scaffold reading comprehension in a way 

that instills an intrinsic love for reading. Literacy in the 21st Century should merge 

traditional reading and writing literacy with 21st Century digital literacy.   

Wood, Littleton, and Chera (2005, November) examined elementary school 

children’s working styles when they were engaged with a peer on computer-based talking 
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reading books. In this way the reading pairs could discuss the book and learn from each 

others’ perspectives. Researchers found the method to be successful although boys paired 

with other boys produced distractions and behavior problems. Glasgow (1996, 

November) outlined the benefits of interactive multimedia CD-ROM storybooks such as 

Arthur’s Teacher Trouble and Sitting on the Farm. Sitting on the Farm allowed children 

to listen along, read along, sing along, and write along. These multimedia literacy 

activities helped children organize reading content, scaffold understanding, and 

motivated children with visual and audio information.  

Hip-Hop Culture and Rap Pedagogy for Literacy Motivation 

 Naqvi (2003) claimed that rap could replace standard essay writing in schools and 

motivate critical narrative analysis. Morell and Duncan-Andrade (2002, July) asserted 

that rap and hip-hop artists sold more than 81 million CDs, tapes, and albums in 1998, 

more than any other genre of music. Rose (1991) argued that hip-hop is the representative 

voice of urban youth, since the genre was created by them and for them. In addition, hip-

hop continually displays a clever transformative creativity that is endlessly capable of 

altering the uses of technology and cultural space. Literacy practices that involved hip-

hop culture engaged and motivated students via a nonmainstream cultural practice 

(Morrell & Duncan-Andrade, 2002). Forman (2000) asserted that hip-hop’s capacity to 

circumvent the constraints and limited social conditions of young African American and 

Hispanic youth should be celebrated by cultural critics and scholars. Hip-hop is a positive 

cultural adaptation to brutal socioeconomic conditions for East Coast inner-city Black 

and Hispanic youth in the 1970s in which sampled aural textures, rapping, graffiti, and 

break dancing became the media for a brighter landscape (Rose, 1991). Hip-hop and rap 
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offered a postmodern view of pedagogy with its technology use, new vocabulary, and 

oral rhyming literacy (Baker, 1991). Personalizing rhyme in reading can enhance 

children’s curiosity to explore texts (DeMoulin, 2001).  

Reid (1988), a public school librarian, performed raps at his school to motivate 

urban children’s library visits. Reid’s Rappin Rob Library Rap states the following: 

 Well, I’m Rappin Rob and I got a job  and that’s tellin kids about books!!! So lend 

me an  ear….and get over here, and don’t give me no dirty looks. I’m a storyteller and a 

pretty  nice feller. So there’s no need for you to be wary. Get your act together, get light 

as a feather, and fly down to the library. We got books on spiders saving pigs, boys eating 

worms, bunnies with fangs, scary books to make you squirm! We got the boxcar kids, a 

curious monkey swinging by, we got Ramona the pest, hey sweet Valley High. We know 

where the sidewalks end and where the wild things are. We have Amelia Bedelia and 

Twinkle Twinkle Little Star. We have knock-knock jokes even old Doc Suess, you can 

draw a dinosaur or read Mama Goose! We have books to make you laugh and books to 

make you cry. Nightmares in our closet and ladies swallowing flies. Well I’ve said my 

rap so I’ll take my nap and hope my dreams aren’t scary. Cause when I wake up all new 

I’ll find my dreams have come true, cause I’m going to the library (p. 134). 

Morell (2002, September) designed a classroom unit that incorporated hip-hop 

music and culture into a traditional high school senior English poetry unit. Students were 

asked to work in groups to interpret a rap song and then relate it to a literary time period. 

Next, students had to compose 10 poetry raps that encouraged people to take action 

against social injustice. Lastly, these raps were presented at an organized poetry reading 

at their school. Results indicated that adolescents were challenged and motivated by these 
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open-ended and authentic activities. In addition, the students explored connections and 

links between modern urban poetry (rap) and poetry in previous centuries.  Teachers in 

this New Millennium must find ways to forge meaningful relationship with students who 

come from diverse and different worlds than they do (Morrell & Duncan-Andrade). 

Classroom teachers should support students academically and guide them towards a 

critical stance of existing power structures that suppress epistemic otherness. In this way 

education will better facilitate literacy and literacy motivation in a multicultural 

democracy.  

Afterschool Programs that Addressed Literacy, Popular Culture, and Hip-Hop Culture 

 The Afterschool Alliance (2007) claimed that the demand for after-school 

programs is great in the African American community and that 15 percent of Hispanic 

children are in after-school programs. Forty-nine percent of these afterschool programs 

are run by public schools. The primary rationales proffered for attendance include 

affordability, convenience, child enjoyment, safety, and improved skills. After-school 

programs addressed the unsupervised vulnerability placed on children whose parents 

must work into the evening. Posner and Vandell (1999) found that children who spend 

more time in unsupervised activities tend to have more behavior problems, difficulty with 

school, and emotional problems. Newall (2006) reported that an after-school tutoring 

program ran by a parish priest, in one North Philadelphia neighborhood in which sixty-

six homicides took place in 2005, saw the participants reading scores jump twenty-two 

percent in just one year of participation. The greatest federal support for after-school 

programs has come from the 21st Century Community Learning Centers (CCLC) 

authorized under Title X, Part 1 of the Elementary and Secondary Education Act (U.S. 
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Department of Education, 2002). More than 6,800 schools take part in these programs, 

which are held during school’s fall and spring semesters, weekends, and throughout the 

summer. This was one of the key components of President Bush’s No Child Left Behind 

Act. 

 Being a Twenty-First Century youth equates to being literate with digital 

literacies as well as traditional reading and writing skills. The extent to which these new 

media and interactive technologies effectively support literacy teaching is largely 

unknown (Alverman, 2004, September). The ideal situation is to balance traditional 

reading and writing with digitally mediated environments. There is evidence that The 

KLICK (Kids Learning in Computer Clubhouses) is one example of a successful after-

school program immersed in popular culture media. A typical KLICK clubhouse contains 

computers, scanners, digital cameras, laser printers, and a server, as well as the latest 

software to film and edit digital video, author Web pages, and chat interactively with 

other KLICK clubhouse sites throughout the state. The clubhouse concept engaged 

students, adults, and children, in a collaborative work environment solving problems 

together and creating learning artifacts such as Web pages, movies, and photographic 

portfolios.   

Girod, Martineau, and Zhao (2004) found evidence that KLICK raised teen’s 

value of school and value of computer skills based on a 58-item survey that gathered data 

on 5 factors: student-teacher relations, readiness for classroom instruction, perceived 

parental involvement in school, overall school value, and experience using computer 

technology. The instrument was modified from Lee and Smith’s (1999) Gender and 

Middle-School Climate Study. The pretest was administered in October and the post-test 
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in June to N = 159 participants. This was a quasi-experimental study with a control group 

of nonparticipating teens. Generalizability to minority groups was hampered since 77% 

of the participants were Caucasian with only 15.7% African American and 7.5% 

Hispanic. Resnick and Rusk (1996) reported another successful computer clubhouse 

program developed at the Media Lab at the Massachusetts Institute of Technology in 

Boston. Teens engaged in design projects utilizing robotics, video animations, 

simulations, and presentation tools. Deerin (2005) reported that the WINGS for kids 

after-school program from elementary students offered such classes as computers, 

reading and writing clubs, and a rap club. Research underway at the Health, Emotion, and 

Behavior Laboratory at Yale led researchers to believe that the program promoted health 

academic collaboration in a noncompetitive learning environment and has raised 

children’s self-esteem regarding academic and school success.  

The Youth Hip-Hop Digital Music Production Project (2007) at the University of 

California (UC) at Berkley involved engaging adolescents with music, arts, and 

technology. Participants are trained after school by professional deejays, rappers, and 

graffiti artists. Researchers in this study claimed that very little attention has been paid to 

youth who are engaged in and reproduce hip-hop culture in an everyday manner. 

Currently, researchers in this study are interested in whether or not hip-hop can be 

utilized as a tool for formal learning and finding links between home culture and school 

culture. Skill training included lyric writing, beat making, music production, use of 

turntables, and performance skills. In the UC Berkley study, qualitative methods of 

ethnography and interviewing were used as primary data. Current observation was being 

conducted at East Oakland High School in California.  There were no formal reports 
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released as of mid-2008 regarding this study. Communication attempts with the primary 

researchers were fruitless. The current URL as of May 2007 to this groundbreaking study 

of hip-hop culture and technology use was retrieved at 

http://digitalyouth.ischool.berkeley.edu/node/44.   

Combining hip-hop culture, rap music, lyric writing, classroom content, and 

digital literacy offers teachers and researchers a potent combination of cultural identity 

and pedagogy; this is especially vital in urban-based teaching (Allsup, 1997). Although 

instances of rap pedagogy exist in peer reviewed literature, only the Youth Hip-Hop 

Digital Music Production Project has addressed hip-hop culture (DeeJaying, EmCeeing, 

Graffiti, and Breakdancing) as a conduit for digital literacy, verbal literacy, motivation, 

and general academic learning gains.  

At this time, the majority of research evidence from prior research studies that 

hip-hop culture can have a positive impact on reading motivation, literacy, and learning is 

not sufficient to warrant any claims of its effectiveness in this regard. In addition, current 

research studies were devoid of pedagogical uses of digital audio workstations (DAWs) 

with the exception of the Youth Hip-Hop Digital Music Production Project at UC 

Berkley. This current research promises to open new doors of inquiry into culturally 

relevant pedagogy theory, hip-hop culture as a motivator for reading and literacy. 

Bockern (2006) states, “To fully address the potential of our nation’s youth, we 

must address not only the academic dimension but the needs of the heart and soul” 

(p.218).  School culture can often produce and legitimate cultural deficiency models and 

suppress the heart and soul of minority children as Eurocentric literacy is reproduced at 

the expense of minority literacies that include hip-hop culture (Giroux, 1992, Februray). 
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To address the heart and soul of children, literacy and reading motivation should be 

engaged as part of a broader reconceptualization of culture taken up in terms of collective 

discourses, diversity of ideas on learning, and urban youth literacies that challenge the 

status quo of conformist school culture. These youth literacies include music, television, 

video games, sports, Internet, text messaging, style, language practices, and hip-hop 

culture (Duncan-Andrade, 2004). Recent studies of youth and media indicated that poor 

students of color spend more time engaging in these youth media literacies than their 

White peers (Goodman, 2003; Nielson Media Research, 2000).  

Central to this mixed methods reading motivation study reported herein was the 

idea of combining two forms of this youth popular culture; these included computer 

technology and hip-hop culture.  If teachers want our nation’s youth to take part in our so 

called democratic society teachers should recognize students as producers of literacy 

(Freire, 1970) and support the production of it by combining 21st Century technologies 

with reading and learning. Digital audio workstations offer such potential. Educators 

must work to understand and motivate a new kind of digital learner (McHugh, 2005, 

October). As researchers and teachers we must connect new tools, activities, and 

representations to learner’s interests, passions, and experiences (Resnick, 1998). Acohido 

(2005) promulgates that for about $3,500 including the computer and audio software a 

DAW can convert analog audio, vocals and sounds from musical instruments, into digital 

files stored on a computer’s hard drive. Children can record, organize, edit, mix, and 

master all audio with a desktop computer or laptop. 
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Summary of Relevant Literature 

 Evidence of the affects of addressing cultural values and learning come primarily 

from four nontechnology research projects. The Kamehameha Early Education Project 

(KEEP) was a K-3 project designed in the early 1970s in Hawaii as a Polynesian early 

childhood reading program with the goal of raising scores on standardized reading 

examinations (Jordan, 1985). The research focused on several years of anthropological 

data collection allowing the researchers to align the participants ‘school culture with the 

children’s home culture. The KEEP Rough Rock Project attempted to apply the results of 

the Hawaiian project to a group of 3rd grade Navajo children. The application of the 

Hawaiian KEEP results was disastrous. Heterogeneous groupings of male and female 3rd 

grade learners resulted in confusion and conflict. It was found that Navajo males and 

females are gender isolated in Navajo family structures. Researchers found that whole-

class discussion and homogeneous gender groupings worked best with the Navajo 

children. Researchers in the San Diego Project aligned high school writing assignments 

with the participants’ values at home. Writing motivation was increased when 

participants were allowed to write about their families and issues regarding Mexican 

immigration. Hollins (1982) found that Marva Collins’ classroom structure was similar to 

those of many of her students’ African American home setting. Both the classroom and 

family structure fostered cooperation, flexibility, collective responsibility, autonomy, and 

strong adult leadership. Researchers refer to the findings in Hollin’s study as The Marva 

Collins Way. 

 Five categories with a total of 46 articles emerged in which educational 

technology was combined with the cultural values of the learner. These categories were 
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rationale for addressing culture, decreasing transactional distance between cultures in 

distance learning, technology use as distinct popular culture, digital skill acquisition and 

culture, use of cultural-historical activity theory for the design of technology infused 

learning contexts. Nineteen out of 46 or 41% of located articles interrelate to a rationale 

for addressing culture and technology. Harlow (1984) wrote that the computer should 

allow one to discover and realize his or her talents in the context of a community. The 

computer should allow one to realize his/her potential for growth and giving back to 

community (Shneiderman, 2003). This giving back to the community can be fostered if 

the computer is seen more as finger paint and less like television (Resnick, 2000). Eleven 

out of 46 or 24% of the total articles related to the potential of the Internet to minimize 

transactional distance between learners in different countries. Moore (1973) recognized 

that in a course high in structure, such as a pure lecture course, there was generally little 

dialogue between educator and learner, and transactional distance was maximized. 

Synchronous and asynchronous forms of Web-based communication help minimize this 

distance between learners by encouraging collaboration in a faceless learning forum.  

Eight out of 46 articles or 17% of articles located fell into the technology as popular 

culture category. Rather than seeing technology as a pedagogical tool embedded in 

distinct cultural values and social/historical beliefs, many researchers see technology as 

an emergent culture in and of itself. Kelly (1998) posited that this technology culture is a 

third culture or popular culture grounded in the children’s social experiential base. Kelly 

states, “This new third culture is an offspring of science. It is a pop culture based in 

technology, for technology” (p. 992). Four out of 46 articles or 9% of the total articles 

located fell into the category of digital skill acquisition and culture. Researchers found 
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that when technology skills acquisition was enhanced when projects were embedded into 

local community or service learning projects. Four out of 46 articles or 9% of articles 

orbited around the category of designing culturally relevant learning using activity theory 

as a constructivist design framework. Blanton, Moorham, Hayes, and Warner (1997) 

reported that the Fifth Dimension was an after-school activity-based distributed literacy 

consortium that mixed play, education, and peer interaction with multimedia, 

noncomputer games, telecommunications, video editing, and uses of various educational 

software. 

Hip-Hop Culture and Rap Pedagogy for Literacy Motivation 

Hip-hop and rap offered a postmodern view of pedagogy with its technology use, 

new vocabulary, and oral rhyming literacy (Baker, 1991). Personalizing rhyme in reading 

can enhance children’s curiosity to explore texts (DeMoulin, 2001). The Youth Hip-Hop 

Digital Music Production Project at UC Berkley is a current research project that 

promises to open new doors of inquiry into culturally relevant pedagogy theory, hip-hop 

culture as a motivator for reading and literacy. UC Berkleys’ project is most related to the 

reading motivation research contained herein.  In Chapter 3 I lay the methodological 

groundwork for the study presented herein as it relates to hip-hop culture and reading 

motivation. 
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CHAPTER 3: METHODOLOGY OF STUDY 

This mixed-method research report herein explored urban elementary children’s 

motivation to read via a culturally relevant computer environment based on results of the 

Motivation to Read Profile (MRP) questionnaire, Culturally Relevant Pedagogy (CRP) 

theory Interview Protocol, and several ethnographic data collection methods. In this 

study, CRP theory framed the study and addressed the problem of cultural discontinuity 

between home culture and school culture. This chapter described the following: research 

design, purpose for using a mixed-method design, population and sample selection, 

human and physical resources, variables addressed, time involved, description of impact, 

study outcomes, description of process evaluation measures, research procedures, 

description of intervention, instruments, measurement of outcomes and processes, and 

ethical concerns. 

Research Design 

The research design employed in this study was a quasi-experimental triangulated 

mixed method design that used a convergence model. Creswell and Clark (2007) wrote, 

“In this model the researcher collects and analyzes quantitative and qualitative data 

separately on the same phenomenon and then the results are converged by comparing and 

contrasting the results during the interpretation phase”(p. 64). In this study both the 

quantitative and qualitative data will be collected during a one phase data-collection 

process and will share equal importance during analysis, when reporting results, and 

interpreting these results. The mixed-method notation (Morse, 1991) for this research 

design was QUAN + QUAL. The convergence model design was illustrated in Figure 

3.1.  



                                     Texas Tech University, Chris Deason, May 2008  

80 

 

 

 

 

 

 
Figure 3.1. Diagram illustrating a triangulated mixed-method design using a convergence 

model. 

Purpose for Utilizing a Mixed Methods Design in This Study 

Researchers have argued for the need to consider methodologies that present more 

robust portraits of teaching. Carefully and systematically combining quantitative and 

qualitative data can help researchers understand the deeply textured and multilayered 

nature of teaching and learning (Creswell & Clark, 2007; Ladson-Billings, 1995; 

Tashakori & Teddlie, 2003). In this triangulated mixed-methods study, contained herein 

quantitative data and qualitative data were collected to support the products and processes 

of this study from the researcher’s and participants’ perspectives. The Motivation to Read 

Profile (MRP) instrument and the Culturally Relevant Pedagogy (CRP) theory interview 

protocol was used to test the theory of culturally relevant pedagogy. This theory predicted 

that children’s motivation (i.e., expectancy and value) for academic success could be 

raised through use of collaborative learning contexts, multifaceted assessment (i.e., 

making an authentic audio CD in this case), and the validation of children’s distinct 

cultural knowledge and competence such as using of hip-hop culture in this case. 

Concurrent with the quantitative data collection obtained from the MRP’s Likert-type 

self-report scales and Culturally Relevant Pedagogy (CRP) theory interview protocol, 
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daily 10-second MPEG video clips, participants ‘digital photographs, and a participant 

learning journal were used as pertinent qualitative data sources.  

The reason for collecting both quantitative and qualitative data was to bring 

together the strengths of both forms of research to corroborate and compare results. 

Creswell and Clark (2007, p. 175) state, “Mixed methods approaches allow researchers to 

measure trends, prevalences, and outcomes and at the same time examine meaning, 

context, and processes.” Meaningful combinations of quantitative and qualitative data 

provide researchers with a more robust portrait of the deeply textured and multilayered 

enterprises of teaching and learning (Ladson-Billings, 1995). The mixing of quantitative 

and qualitative was the optimal way to capture the dynamics and emergent outcomes of 

this study. 

Population and Sample Selection 

 The population sample in this study consisted of 51 participants enrolled in one 

urban elementary school’s 21st Century Sound Engineering class in West Texas June 4 

through June 29 of 2007. Thirty-six control group participants in the separate 

Kaleidoscope summer-school program matched by the participant’s grade levels acted as 

a control group for comparing results on the MRP scales.  The sample chosen for this 

study represented a critical case convenience sample (Onwuegbuzie & Leech, 2005, 

February). The setting and participants’ ethnicity provided the researcher with 

compelling insight about using culturally relevant pedagogy theory (CRPT) and computer 

technology to motivate reading with a predominately urban Latino and African American 

children demographic.   
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Resources 

Human 

The intervention group had three mentor teachers. Two of the mentor teachers 

were certified teachers with 30 years experience between them. Their pay came from 21st 

Century Learning Center (CCLC) grant funding. A female teenage volunteer assisted the 

participants with beat making and audio recording on the DAW. All three mentor 

teachers were trained in the use of the digital audio workstation (DAW), Public Address 

(PA) system, digital turntables, and other equipment prior to meeting with the children. 

The ratio of mentor teacher to student was one to four in this study.  

Physical 

The physical classroom utilized for the intervention group was a well-lit 

classroom that permanently housed the equipment. The school had its own library. The 

researcher was allowed to check out 110 books related to mathematics and science-based 

on Accelerated Reader grade level codes. These books became the foundation of the 

intervention group’s song lyrics. The DAW, software, and other technologies were 

permanent resources owned by the school and funded through the 21st Century Grant 

(CCLC). 

Variables and Process Evaluation Measures 

The quantitative independent variable in this study was a culturally relevant 

technology-based learning context. The primary quantitative dependent outcome variable 

was motivation to read with two dimensions (self-concept as a reader and value of 

reading). Using the Culturally Relevant Pedagogy (CRP) theory interview protocol, what 

percentage of intervention participants chose hip-hop culture, peer collaboration, and 
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authentic assessment as the primary motivator of their reading? Participants were asked 

to explain their response and describe anything else that motivated them to read during 

the intervention timeframe.  

There were three qualitative process evaluation measures used in this study. 

Intervention participants’ technology task engagement was captured with daily 10-second 

MPEG video clips by participants, teachers, and the researcher. Participants’ perceptions 

of what they learned during the intervention were captured with daily journal entries. 

Finally, participants’ perceptions of what motivated reading and learning during the class 

were captured with a photo elicited interview process.  

Time 

This research study took place during the 21st Century’s (CCLC) summer June 

2007 four-week program. More specifically, the intervention range and data collection 

took place from Monday June 4, 2007 to Friday June 29, 2007. Intervention participants 

met in two-day blocks with two sessions each. Each session was a different group of 10 

or more participants. The Monday-Tuesday first session (Red Group) met from 12:30 

until 1:45 P.M. The second session (Yellow Group) met from 1:45 P.M. until 3:30. The 

Wednesday-Thursday block’s two sessions (Blue Group and Green Group) met at the 

same times. The two sessions of the Monday/Tuesday block met on June 4, 5, 11, 12, 18, 

19, 25, and 26. The two sessions of the Wednesday/Thursday block met on June 6, 7, 13, 

14, 20, 21, 27, and 28. Each participant received a total of approximately 10 hours of 

intervention contact time or approximately 2.5 hours per week. The control group 

(Kaleidoscope program) met in the mornings from 8:00 A.M until 12:00 P.M. 
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Impact Study Outcomes and Process Evaluation 

Impact Study Outcomes 

Motivation to Read Profile (MRP) 

The primary purpose of this study was to examine the effects of a culturally 

relevant (Ladson-Billings, 1995) computer environment on reading motivation (i.e., value 

and expectancy for success) and learning with urban elementary children. The MRP’s 

questionnaire component contained two subscales with 10 items each (Gambrell, et al., 

1995) that  assessed two specific dimensions of reading motivation. These dimensions 

were self-concept as a reader and value of reading.  

Culturally Relevant Pedagogy (CRP) Theory Interview Protocol  

This interview protocol asked participants to state their primary reading motivator 

constrained to the three elements of CRP theory (cultural relevancy, collaborative class 

context, and authentic assessment). A drinking cup metaphor was utilized to explain the 

concept of large to the participants.  Participants were asked to explain why they chose 

that element of CPRT as their primary reading motivator. Finally, participants were asked 

it there were other factors that could account for their increased or decreased reading 

motivation during the class outside the realm of elements of CRPT. Table 3.1 illustrates 

the primary quantitative outcomes (i.e., impacts of study). 
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Table 3.1 
 
Quantitative impact study outcomes 
Outcome area Outcome variables Source 
 
Motivation to read questionnaire 

 
Self-concept of reading and 
value of reading scale scores 

 
MRP 

 
Primary CRP reading motivators 
 

 
Percentage of participants  
choosing one of the three 
factors of CRP 

 
CRP interview 
 

 

Process Evaluation Measures 

 The process evaluation was designed to capture the range of experiences from the 

intervention participants’ and the researchers’ perspectives via use of traditional 

ethnographic research tools. The research tools used in this study included 10 second 

digital video clips, a participant learning journal, and photo-elicited interviews. Each of 

these research tools is explained below. These data were only obtained for the 

intervention participants. These process evaluation measures were not obtained for the 

control group. 

MPEG Video Clips 

Edwards and Westgate (1987) asserted that video allows for retrospective analysis 

at leisure for the researcher in addition to eliciting much greater depth and activity detail 

than would be possible with open coding and field notes alone. Ten-second video clips 

offered deeper insight into the role technology tools played in supporting and scaffolding 

the activities that led to increased or decreased reading motivation, and the completion of 

the academic hip-hop audio CD. A tool is a mediating factor that allows one to transform 

objects of focus in one’s life and community (Jonassen, 1999). The tools used by 

participants in this study included a class-shared DAW, Ableton Live 6.0 multitrack 
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recording software, five wireless laptops, Peavey PA system, digital camera, two digital 

turntables and mixer, a ten CD-R duplicator machine, wireless color laser printer, 

wireless Internet connection, and an Aiwata airbrush.  

Learning Journal 

During the last five minutes of each class, participants were prompted to reflect 

on what they learned and record it in a learning journal.  The researcher supplied each 

group of participants with color-coded folders with notebook paper in the pockets. These 

were used to record and organize their journal entries. The folders matched the assigned 

group color. Eisner (1998) claimed that journals, although sharing some qualities with 

logs and diaries, record experiences and events over a period of time allowing memories, 

emotions, and reflective commentary to emerge, which make rich data for qualitative 

analysis.  

Photo-Elicited Interviews 

Each day of the intervention, a minimum of two participants were assigned the 

role of photographer until all participants had acquired 15-30 minutes of camera time. 

These photographs were used to elicit interviews with individual participants regarding 

perceived reading/learning motivation factors and the nature of the class. The use of 

photographs to provoke a conversational interview response is often referred to in the 

social science research literature as photo-elicitation (Harper, 1984; Heisley & Levy, 

1991). Table 3.2 organizes the three types of qualitative data collected and explains the 

purpose for each. 
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Table 3.2 
 
Qualitative process evaluation data sources and purposes for each 
 
Type of data 
 

 
Description of purpose 

 
Researchers’ and 
participants’ MPEG    
video clips 
 

 
Explored technology meditated task during intervention 
processes. 
 

Participants’ learning 
journal 

Explored participants’ learning claims during the processes 
of the intervention in a diary-type journal. 
 

Participants’ digital 
photographs 

Elicited an interview that explored participants’ perceived 
reading and learning motivation factors during the 
intervention processes. 

 
 

Research Procedures  

My Role as the Researcher 
 

I acted as participant observer during the research processes. I interacted with the 

two mentor teachers only to assist with technical problems (e.g., computer problems, 

software questions, troubleshooting, and the like). I did not interact with participants 

during the research processes. This was purposeful to create an objective distance 

between myself and the participants. Exceptions included researcher-participant-

interaction during the culturally relevant pedagogy (CRP) theory interview processes and 

the photo-elicited interview processes.  

Description of Research Procedures 
 

On the first day of the intervention, each intervention participant was given one of 

four colored folders (yellow, red, green, or blue to conform to the elementary school’s 

group labeling of cohort groups). The folders housed two graphic organizers and 

notebook paper for song lyrics and a reflective learning journal. The folders were kept in 
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the classroom in separate organizing trays. Two grade-level appropriate (Accelerated 

Reader recommended) science and mathematics content-related books were assigned to 

each participant. Participants were informed they could request more books if desired. 

Books were assigned to participants in as much as reading interest confounds reading 

motivation. Gambrell, et al. (1995) cautioned, “A student might feel highly competent 

and motivated as a reader when reading high-interest, self-selected narrative materials 

and yet feel far less competent and motivated when reading content area materials” (p. 

17).  

Intervention participants were then informed they would collaborate with one 

another to make hip-hop beats and compose lyrics for two rap songs based on 

information from their assigned books. Participants were told the goal of the class was to 

make a science and mathematics hip-hop audio CD. Lastly, participants were informed 

they would get to take the CD home the last week of class to share with their friends and 

family. 

Quantitative Data 

 Motivation to read profile. The Motivation to Read Profile (MRP) questionnaire 

was administered on day one (Form A as a Pretest measure) and the final day (Form B as 

a Posttest measure) to the 51 intervention participants (see Appendix A). The 37 control 

group participants did not participate in the intervention. The control group took the MRP 

(Form A) once at the end of the intervention time table. All items of the MRP were read 

aloud to participants by the mentor teacher administering the questionnaire. It took 

between 15 and 20 minutes to complete. Participants recorded their first name and last 

initial on the MRP questionnaire and all other data sources.  This allowed matching of all 
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data following data collection. Lastly, each participant was assigned a four-digit code 

starting with 0 for the control group and 1 for the intervention group. This allowed each 

participant to be deidentified prior to data analysis. 

Culturally relevant pedagogy (CRP) theory interview protocol. During the first 

three interviews, the researcher noticed that participants were having difficulty 

conceptualizing the difference between the ranks (between 1.small, 2.medium, 3.large) 

CRP-based reading motivators. The researcher made the decision to alter the original 

ranking protocol and instead have participants state and explain only their large or 

primary CRP-constrained reading motivator (cultural relevance, collaborative class 

structure, or authentic assessment). The remainder of the interview protocol that included 

having participants justify their decision, stayed the same. Participants were next asked to 

explain why they chose that aspect of CRP theory as their primary reading motivator. 

Lastly, participants’ had the option of explaining other reasons why they were motivated 

or not motivated to read during the intervention. This interview protocol took 

approximately five minutes to administer. Results of interview responses were 

comparable due to the standardization of questions. 

Qualitative Data 

Technology task engagement and learning support. The researcher and mentor 

teachers shared the use of a Sony® MVC-FD200 digital camera to capture 10-second 

MPEG video clips of technology task engagement two to three times per class for the 

extent of the intervention. However, participants would often sneak the camera away 

from the teachers and record their own videos of class activities. Additional technology 
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task engagement was yielded from their data. These data yielded 44 minutes of raw 

digital video after four weeks time.  

 Learning journal. Participants were asked by the teachers to write in their 

reflective learning journal for five minutes at the beginning or end of each class meeting.  

This qualitative data was used to assess participant’s perceptions of learning during the 

intervention. Xerox copies were made of these journals the last week of the intervention. 

Participants’ data were transcribed into MS Word for analysis from these Xerox copies.  

Participants were allowed to take their learning journal home to share with their parents 

following the intervention. 

Photo-elicited interview process. Each day of the intervention, a minimum of two 

participants shared a digital camera for 15 minutes each. A kitchen timer was used to 

structure the time.  The participants’ were assigned the Sony®MVC-FD92 camera which 

used the NP-F550 lithium ion battery that offered five hours of battery life. Bulkiness, 

durability, and battery life were the primary reasons for choosing this camera. 

Participants were prompted to take pictures of what they felt motivated their peers to read 

and learn in the class.  

Before switching to the next participant I imported the photographs into a 

directory on my laptop with the child’s first name and last initial. Participants were 

immediately shown all the photographs they took in a full screen slide show format using 

my laptop. I asked each participant to explain which photograph most represented what 

motivated their classmates to read and learn in the class and then explain why they felt 

this way. This limited the photographic data to one photograph per interviewee. Wang 

and Burris (1994) reported that the process of using photos in this way is often called 
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photo novella meaning picture stories. It is a research technique in which participants are 

entrusted with a camera as a way to encourage discussions of day-to-day routines and 

elicit participants’ perceptions of emergent events under investigation. Lastly, 

participants were asked to describe in their opinion, what they thought the nature of the 

class was about. I captured the interview data with field notes typed into a word processor 

as participants replied to the questions. 

Description of Activities for Intervention Participants 

Week 1 (Reading Phase) 

 Following administration of the MRP pretest (Form A), participants received a 

handout and short 15-minute lecture from the mentor teachers the first day of program. 

This lecture explained the four components of hip-hop culture (Emceeing, graffit art, 

breakdancing, and deejaying). This included its social and historical origins in the South 

Bronx by Latino and African American youth in early 1970s New York. The goal of 

making a hip-hop audio CD based on science and mathematics books was explained. In 

addition, the mentor teachers passed out laminated photographs of the technology 

available in the room. The goal was to elicit a dialogue between students and teachers 

regarding available technologies in the room and their various uses. 

The science and mathematics books were then randomly assigned to participants. 

Accelerated Reader codes were used as markers for grade level appropriate choices. To 

help organize the information from the books, graphic organizers (Appendix A) were 

given to participants to record and organize the information learned from the book. 

Mentor teachers guided the use of these organization tools as participants read and 

completed their books. I observed that some participants filled out information in the 
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graphic organizers as they read. Other intervention participants waited until the book was 

completely consumed and then reviewed ideas from the book to fill out the graphic 

organizer. Graphic organizers visually demonstrate to students how ideas and information 

in a specific problem, passage, text or unit of study are related and organized (Tarquin & 

Walker, 1997). 

Weeks 2 and 3 (Writing and Recording Phase) 

 Participants composed the lyrics to their raps utilizing information collected on 

the graphic organizers. Mentor teachers guided participants’ access and use of 

rhymezone.com, dictionary.com, and visualthesaurus.com. These websites were used as 

writing support tools for song lyrics. Participants shared the five wireless Internet enabled 

laptops. Participants were warned by mentor teachers that their Internet use was 

monitored, and they were not to spend time aimlessly surfing the Web or playing Internet 

games. I observed that some participants wrote their songs by hand with notebook paper 

from their colored folder. Others participants insisted on keyboarding their song; 

although some participants learned quickly how much practice keyboarding takes to 

become proficient at this art. 

With teacher guidance, participants created hip-hop beats and music for their 

songs by arranging quantized beats and sound effects into the tracks of Ableton Live 6.  

This satisfied the music component of their song. No prior music skills were required for 

participant success at this task. Participants recorded their vocals on a separate track via 

use of a full duplex external M-Audio USB 2.0 soundcard. This technology, along with 

Audio Technica 2020 condenser microphones, allowed participants to record their vocal 

track while simultaneously monitoring their arranged beat and music tracks with 
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headphones from the M-audio sound card. Lastly, children were taught how to export 

their entire song as a WAV file in preparation for burning their audio to a compact disc 

(CD). The use of audio has come a long way in 120 years since Thomas Edison etched 

the phrase Mary Had a Little Lamb into impermanent tinfoil (Heinech, Russell, Melinda, 

& Smaldino, 1999). Two Denon DNS1000 turntables, a two-channel mixer, and a Peavey 

PA system allowed participants rehearsal time prior to recording their book-based rap 

songs. Figure 3.2 illustrated children sharing the DAW, two condenser microphones, and 

a deejay setup linked to a PA system. 

 
 
Figure 3.2. A photograph of deidentified participants sharing  

the DAW, PA system, turntables, and microphones. 

An airbrush allowed participants a safe and legal expression of urban graffiti art. 

A parent volunteer was assigned permanently outside to monitor use of the airbrush. 

Participants were asked to express what they learned from their book with this visual 

medium. However, I noticed that children used the airbrush mainly to write their first or 

last name as a form of self-expression even after directed toward the task of expressing 

their book content.   



                                     Texas Tech University, Chris Deason, May 2008  

94 

Mentor teachers taught participants use of Windows Media Player to play 

informational and instructional DVDs regarding hip-hop culture, deejaying, and 

breakdancing. Participants were allowed to interpret their song or other participants’ 

songs with dance and graffiti art. Mentor teachers informed participants that digital 

photographs taken of class activities would be imported into the DAW computer or a 

laptop to be used in lyric booklet. This lyric booklet accompanied the final audio CD 

participants took home to parents. 

Week 4 (Remixing, Mastering, and Duplicating for Distribution) 

During the final stage of the intervention, participants remixed their songs and 

recorded this new remix into Ableton Live 6 with the aid of Denon DNS 1000 digital 

deejay turntables and a two-channel Numark USB 2.0 mixer.  This allowed participants 

to add scratching sounds, adjust tempo, and adjust the pitch of their original songs. The 

final CD contained more than 90 songs. Forty-five of these songs were remixes of the 

original recordings.   

On the final day of the intervention, mentor teachers made Xerox copies of all 

participants’ song lyrics and took digital photographs of the participants’ graffiti art. 

Participants assisted in compiling these lyrics and art into a final lyric booklet that 

accompanied the audio CD. Participants assisted in choosing a design template for their 

jewel case insert art. This jewel case was the final resting receptacle for the audio CD. 

Finally, participants were instructed on how to use a 10-CD-R duplicator machine. The 

participants duplicated (burned) more than 60 final copies of this CD in less than one 

hour.  The CD label and inserts were printed and then inserted into the jewel cases. All 

participants peeled off their CD label and shared the use of four available CD-label 
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presses to adhere their labels. Participant used scissors and a ruler to size their jewel case 

inserts and inserted them into the front and back of the jewel case.  

Participants read their two assigned books and wrote their songs lyrics the first 

week of the intervention. Participants made their hip-hop beats and recorded their song 

the second and third week. Participants remixed their first recording with the digital 

turntables during the fourth and final week of the intervention. In addition, participants 

compiled their music, lyrics, and art into a final product on the final day of the 

intervention. A CD-duplicator machine and a color laser printer made the final 

production processes fast and efficient. 

Instruments 

The Motivation to Read Profile (MRP) 

Gambrell, et al. (1995) created the Motivation to Read Profile (MRP) 

questionnaire (Appendix A) to be used as a public-domain instrument designed to 

provide researchers with an efficient and reliable way to assess reading motivation.  The 

MRP consisted of a quantitative and qualitative component. The quantitative component 

was a self-reported reading survey. The qualitative component, which was a 

conversational interview of the MRP, was not used in this study. The reading survey 

component consisted of 20 items and used a 4-point Likert-type response scale.  

Development of the MRP Questionnaire 

The development and item selection of the MRP grew from a review of the 

research on motivation theories and reading motivation instruments. These reading 

motivation instruments were examined and assessed to develop the initial pool of MRP 

items (Pintrich & Degroot, 1990). Based on criteria derived from expectancy-value 
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theory, three experienced classroom teachers who were graduate students in reading, 

critiqued more than 100 items to establish construct validity. The items that received 

100% interrater reliability were then compiled and given to four more experienced 

reading teachers who organized the items into functional categories. The items that 

received 100% trait agreement were included on the Motivation to Read Profile (MRP) 

questionnaire. 

The final version of the Reading Survey questionnaire was field tested with 330 

third-and-fifth grade students in 27 classrooms in four schools within two school districts 

in an eastern state. Due to the results of this field testing the instrument was improved by 

using a 4-point scale to avoid neutral and central response patterns a common problem 

with young children’s responses to self-reports (Gambrell, et al.). To mitigate participant 

“response set” 10 of the MRP item scales were reversed.  

 The MRP was designed for assessing classroom innovations that promote reading 

motivation from grades two to six. Gambrell (1996) explained that teachers should create 

a classroom culture that fosters literacy and reading motivation. The MRP instrument was 

created to provide teachers and researchers with a valid and reliable instrument to tap 

reading motivation prior to and following a classroom innovation that promotes reading 

and literacy. Prior Cronbach’s Alphas for the MRP questionnaire were moderately high at 

.74 for the self-concept of reading subscale and .82 for the value of reading subscale. 

Culturally Relative Pedagogy (CRP) Theory Interview Protocol 

 I created the CRP theory interview protocol for the purposes of this particular 

study to examine which dimensions of CRP theory, if any, had the greatest impact on 

participants’ motivation to read from the participants’ perspective. These CRP theory 
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dimensions included the following: collaborative class structure (teamwork), goal-based 

authentic assessment (final audio CD), and the confirmation of intervention participants’ 

social/cultural/historical values (use of hip-hop culture). Without these data, the MRP 

data ran the risk of emerging in a vacuum with no relation to any of the three specific 

components culturally relevant pedagogy theory employed in this study.  

Development and Field Testing of the CRP Theory Interview Protocol 

The three dimensions of CRP theory (collaborative learning context, authentic 

assessment, and confirming the learners’ cultural values) were transformed into 

statements related to the sound engineering programs employed at two urban elementary 

school campuses. These statements were tested with 22 children in the sound engineering 

program at one urban elementary school (3 third-grade, 14 fourth-grade, and 5 fifth-grade 

students) in a self-report fashion. The statements prompted the children to rank the three 

dimensions of CRP theory from greatest to least regarding what made the class fun and 

interesting. The initial rating protocol had children circle a number from 1-10 located 

below each of the three statements. This number represented their individually perceived 

ratings regarding each component CRP theory and its relation to motivating interest in 

the class. Larger numbers were interpreted to signify greater motivational impact of that 

particular component of CRP theory. This protocol would allow the researcher to turn 

each CRP theory component rank into a percentage of 100 and then calculate a mean 

percentage based on each component’s rating. For this protocol to work, children were 

told that their three responses had to sum to 10. The two mentor teachers at both 

campuses found that children wanted to give each factor its own rating with disregard to 
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the sum-of-10-protocol. Many of the children’s rankings were summing to more than 10, 

thereby destroying the validity and reliability of the instrument.  

Another problem was found based on the self-reported results of the section two 

explanations and perceptions children proffered for their rating responses. The researcher 

and two teacher research assistants reviewed the results and found that 16 out of 30 

children did not understand the concept of explaining their rating responses. For example, 

one child explained that he gave hip-hip culture a five on the scale because “It’s easy but 

boring.” This made little sense. In addition, a Flesch-Kincaid analysis in Microsoft Word 

revealed the text at a reading level nearing the 10th grade. 

A second version of the CRP theory ratings protocol was created that eliminated 

the concept of a self-report in lieu of an interview format to assist children with clarity 

and comprehension of the statements. The 10-point rating scales were also eliminated 

entirely for a simpler rating scale, in which one (small), two (medium), three (large) were 

used with a drinking cup metaphor. Text was adjusted to a Flesch-Kincaid level of third 

grade.  

A second review by the same research assistants was completed. There was 100% 

percent agreement the reading level, and scales were on target with children’s ages and 

grade levels. This new CRP theory interview protocol was administered to 20 of the 

original field tested children. Based on an analysis by myself and two experienced 

teachers, this field test revealed that the children conceptually understood the rating 

protocol. 

As previously noted, participants did not seem to conceptually understand the 

difference between the small and medium ratings during the actual research timetable. 
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The researcher made the decision to abandon the revised CRP theory rank protocol and 

have participants state and explain only their large or primary reading motivator 

(confirmation of cultural values of learner, collaborative class structure, or authentic 

assessment). Percentages of participants emerged within each category. In addition, 

participants were asked to explain anything else that motivated their reading not 

connected to CRP theory. 

Measurement of Impact Study and Process Outcomes 

To develop a holistic set of results from the reading motivation intervention, I 

posited the following six research questions: 

1.  For the intervention group, did the mean difference between pretest and posttest 

 scores on the Motivation to Read Profile (MRP) scales differ significantly from 

 zero? 

 H0:  µ1 = µ1   Mean pretest and posttest scores for the intervention group were the 

 same.  

 HA:  µ1 ≠ µ1;   α = .05 The average difference between pretest and posttest means 

 was significantly different from zero. 

 Scores from MRP results were transformed into percentages by dividing values 

obtained by total values possible. This transformation was required to allow the merging 

of the quantitative MRP results with the qualitative emergent category percentages. The 

paired samples t test was applied to these percentage means for the self-concept subscale, 

value of reading subscale, and full survey scores to evaluate the difference between the 

pretest means and the posttest means for the intervention group participants. The paired 

samples t test was used as a repeated-measure with an intervention in as much as the 
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MRP questionnaire scales were administered prior to the intervention and after the 

intervention to the same participants. The criterion set for rejection of the null hypothesis 

was p ≤ .05.  

2.   Between the intervention group and control group, was there a statistically 

 significant mean difference between posttest and posttest scores on the Motivation 

 to Read Profile (MRP) scales? 

 H0: µ1 = µ2
    Mean posttest scores for the intervention group and the control group 

 were the same.   

 HA:  µ1 ≠ µ2;   α = .05   Intervention group posttest scores and control group 

 posttest scores differed significantly from each other. 

 Scores from the MRP results were transformed into percentages by dividing 

values obtained by total values possible. This transformation was required to allow the 

merging of the quantitative MRP results with the qualitative emergent category 

percentages. The independent samples t test was applied to these percentage means for 

the self-concept subscale, value of reading subscale, and full survey mean percentage 

scores to evaluate the difference between the posttest means of the intervention group 

participants and the control group participants. The criterion set for rejection of the null 

hypothesis was p ≤ .05.  

3.   Using the Culturally Relevant Pedagogy Theory (CRP) theory interview protocol, 

 what percentage of intervention participants chose hip-hop culture, peer 

 collaboration,  and authentic assessment as their primary reading motivator? What 

 was their explanation for the choice (Quantitative component)?  What other 
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 factors did participants claim motivated their reading during the intervention 

 (Qualitative component)? 

A variable named large was created in SPSS. The values one, two, and three were 

assigned as values to the three CRP theory components (i.e., cultural values, 

collaboration, and authentic assessment) that constituted the large variable. Each 

intervention participant was assigned the value of the component he or she chose during 

the interview process as the primary reading motivator. Percentages of participants in 

each category were compared between each other as a way to rank the primary CRP 

theory reading motivators from largest to smallest. 

 Participants’ explanations for their choice of primary CRP theory reading 

motivator and other stated reading motivation factors were captured with field notes. 

These data were transcribed into a MS Word file and sorted into their proper CRPT 

category by using the word processor’s cutting and pasting function. These organized 

field notes became the unit of data collection. A content analysis (Neuendorf, 2002) was 

performed on these data. Interrater reliability was assessed by measuring the percent of 

agreement between two independent raters. 

4.   In what ways did the available technology mediate task-engagement during the 

 intervention based on daily participant and teacher 10-second video clips? 

 All MPEG video clips were transferred from the Sony Mavica digital cameras to 

my laptop. These clips were then compiled into a final motion picture using Camtasia 

Studio 2’s storyboard and audio-video-interlacing (.avi) output capability. CD Burner XP 

Pro 3 was used to encode the data to digital video disk (DVD) format for viewing on a 

DVD player or a computer with a DVD-ROM.  Forty-four minutes of video data 
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emerged. A content analysis (Neuendorf, 2002) of emerging task-technology themes 

(codes) using open and axial coding was independently co-conducted with a research 

assistant on the raw forty-four minutes of compiled video data.  This raw data was 

collapsed into emergent technology-task engagement categories. Interrater reliability was 

assessed by measuring the percent of agreement between two independent raters. 

5.  What were the intervention group’s perceptions of what they learned during the 

 class based on a participant learning journal? 

 A content analysis was performed on the learning journal data. These data were 

transcribed into and MS Word file from the hand-written participant data and sorted by 

emerging themes (codes) using cutting and pasting functions of the word processor. Each 

learning journal became a unit of data collection. These themes were sorted and resorted 

through constant comparisons that emerged through relationships and patterns found 

within the data (Berg, 2004). The emergent themes were negotiated with a research 

assistant with more 25 years of elementary classroom experience.  Interrater reliability 

was assessed by measuring the percent of agreement between two independent raters. 

6.  Based on photo-elicited interviews of class activities, what were the intervention 

 group’s perceptions of their primary reading motivators and class goals? 

 The standardization of the questions made results comparable across participants. 

 The questions were, “Can you explain “which” photograph most represents what 

motivates your classmates to read and learn in this class?; Can you now explain to me 

“why” you feel this way?;  Lastly, what do you think this class is about?” The term 

motivated was explained and defined for the young participants. Once transcribed into 

MS Word, a content analysis was conducted with the words of the participants.  Each 
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photograph and its associated responses constituted the unit of data collection. Relevant 

key words within participants’ responses acted as the units of analysis. Layers of coding 

frames were at first specific and then collapsed into more generalized emergent themes 

using axial coding. These emergent themes (codes) were negotiated with a research 

assistant. Interrater reliability was assessed by measuring the percent of agreement 

between two independent raters. 

Overall Research Design 

 Figure 3.3 presents the overall research design. The quantitative and qualitative 

data were presented in separate sections in Chapter 4 and mixed in Chapter 5. 
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Figure 3.3. Representation of procedures and products used in the mixed-method research design presented herein 
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Ethical Issues Addressed 

 The Nuremberg Code (Annas & Grodin, 1992) emerged as a set of humane 

human subject treatment principles for human experiments and social sciences research 

in general. This Code laid the foundation for ethical standards employed within the 

American Educational Research Association (AERA) and the American Psychological 

Association (APA). Specifically, these principles emerged as a response to the inhumane 

Nazi human experimentation carried out during World War II by individuals such as Dr. 

Josef Mengele and Mengele’s Auschwitz camp supervisor Dr. Eduard Wirth. These 

principles were updated in June of 1991 and addressed below in relation to this research.  

 The 10 principles of the Nuremberg Code were used to address the protection of 

human subjects involved in this research. Both parents and participants were given the 

option to participate in this research. Voluntary consent forms were used to address the 

principle of freedom of choice (Appendix A). This research was conducted for the good 

of society. The research addressed specific minority cultural values and cultural diversity 

for pedagogy and motivation in Americans society using 21st Century technological tools 

widely used in American society. There was no a priori reason to believe that physical or 

mental harm, suffering, or injury would result from the research intervention and its 

measures. 

The degree of risk, in this case privacy, confidentiality, and test anxiety, did not 

exceed the humanitarian importance of the problem being addressed. Proper planning 

mitigated these risks. Privacy and confidentiality were addressed by used participants’ 

first name and last initial on the pretest with an assigned code number and then assigning 

this same code number to the participant and control group’s MRP posttest for matching 
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purposes. Participants quantitative and qualitative data collected were de-identified with 

these codes.  These codes were used when working with all qualitative data before 

analysis. Results were aggregated, and individuals will not be identified with their 

questionnaire or qualitative responses.  Use of these data was limited to this research. 

Following acceptance of the final defense and completion of this research report, the  

photographic data and video data will be destroyed by erasing the data from my hard 

drive. Test anxiety during the survey was mitigated by explaining to the participants that 

there were no right or wrong answer choices on the MRP or interview data. 

Proper preparations were addressed, and adequate facilities for the research were 

addressed that could cause harm (e.g., grounded electrical cords were utilized to prevent 

potential fires, cords were not laying on the ground that could have caused participants to 

trip, and no food and drinks were allowed in the class). I was qualified and trained in uses 

of valid and sound methods of social science inquiry. I had conducted prior research 

accepted at socially and historically accredited educational research conferences (i.e., 

Southwest Educational Research Association and The Society for Information 

Technology in Teacher Education. Freedom to withdraw from the research at any time 

was stated in the parent consent forms and the participant assent forms. In addition, a 

Flesch-Kincaid analysis revealed the consent form at no higher than an 8th grade reading 

level and the participants’ assent form at no higher than a 3rd grade reading level. In this 

way, parents and participants understood what they were giving consent to. Additionally, 

participants’ consent form was read out loud and explained to clarify any 

misunderstandings. No evidence of mental harm or physical injury emerged during the 

research study presented herein. 
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Summary of Methodology 

 The research report contained herein employed a quasi-experimental triangulated 

mixed method design that used a convergence model. Quantitative data and qualitative 

data were reported separately in Chapter 4 and then merged in Chapter 5. The reason for 

collection both quantitative and qualitative data was to bring the together the strengths of 

both forms of research to build a holistic picture of the reading motivation research 

contained herein.  

The population sample consisted of 51 intervention participants and 36 control 

group participants in grades two through six. The impact study outcomes (quantitative 

data) included t test results from the Motivation to Read Profile (MRP) questionnaire and 

the intervention groups’ Culturally Relevant Pedagogy (CRP) theory interview protocol. 

A paired samples t test was used to measure the results between MRP pretest and posttest 

scores for the intervention group. An independent samples t test was used to measure the 

results between the intervention groups’ posttest scores and the control groups’ posttest 

scores on the MRP.  The process evaluation measures (qualitative data) for the 

intervention group included technology-task engagement based on 10-second video clips, 

participants’ claimed learning from a learning journal, and participants’ perceived 

reading motivation factors based on photo-elicited interviews. The intervention group 

composed and recorded rap songs grounded within assigned science and math books. The 

control group was matched by grade level and age and did not receive the hip-hop 

elements to motivate reading. Process evaluation measures (qualitative data) were not 

obtained for the control group. 
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CHAPTER 4: RESULTS OF THE STUDY 

This mixed-method research reported herein explored participants’ motivation to 

read via a culturally relevant digital audio workstation (DAW)-based learning context 

that was collaborative, authentically assessed, & culturally responsive. The target 

population was urban elementary-age Hispanic and African American participants. The 

findings represent an in-depth look at the quantitative impacts and the qualitative 

processes of technology-based culturally relevant pedagogy on reading motivation at Oak 

Street Elementary School. Due to the specificity of the research context, care should be 

taken not to generalize findings broadly to other undefined populations. Yet the program 

goals, resources, staffing, structure, and available space could easily be replicated with 

other elementary schools, middle schools, and high school populations. This chapter 

describes the research setting, population, sample, research procedures, and results. 

Research procedures and results were organized by method of research inquiry 

(quantitative and qualitative). The quantitative procedures and results for research 

questions one, two, and three were presented first. Question three utilized quantitative 

and qualitative data. The qualitative procedures and results of research questions three, 

four, five, and six follow. 

Demographics and Research Setting 
 

Demographics 

The total sample population was N = 88. Fifty-one participants (n = 51) 

represented the intervention group. Thirty-seven participants (n = 37) represented the 

control group. Participants’ average age was 8.61. The gender breakdown was 37.5% 

boys and 62.5% girls. Ethnicity breakdown was 48.9% Mexican American, 38.6% 
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African American, and 13% White. Five grade levels were represented. Figure 4.1 

showed a pie chart that represents percentages of participants within each of the five 

grade levels.  

9.1%

14.8%

14.8%

23.9%

37.5%

6th grade

3rd Grade

5th Grade

4th Grade

2nd Grade

 
Figure 4.1. Percentages of grade levels represented in sample population (N = 88). 
 

Research Setting 
 
This research study took place at Oak Street elementary school’s 21st Century 

Community Learning Center (CCLC) June 2007 program. This was a four-week 

program. More specifically, the intervention range and data collection took place from 

Monday June 4, 2007 to Friday June 29, 2007. Intervention participants met in two-day 

blocks with two sessions each. Each session was a different group of 10 or more 

participants. The Monday-Tuesday first session (Red Group) met from 12:30 until 1:45 
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P.M. The second session (Yellow Group) met from 1:45 P.M. until 3:30. The 

Wednesday-Thursday block’s two sessions (Blue Group and Green Group) met at the 

same times. The two sessions of the Monday/Tuesday block met on June 4, 5, 11, 12, 18, 

19, 25, and 26. The two sessions of the Wednesday/Thursday block met on June 6, 7, 13, 

14, 20, 21, 27, and 28. Each intervention participant received a total of approximately 10 

hours of intervention contact time or 2.5 hours per week.  

 It was not possible to randomly assign participants to the intervention and control 

groups given the constraint of administratively organized intact groups. The control 

group participants who were enrolled in the Kaleidoscope program attended their classes 

from 8:00 A.M. to 12:30 P.M. Their activities included preparation for a circus 

performance, a science class, and a reading class. During Kaleidoscope’s reading class, 

participants sometimes listened to the teacher read stories and other times could move 

around the room to comfortable locations and read independently. The intervention 

group’s 21st Century sound engineering class sessions met after lunch from 12:30 to 3:30. 

The intervention group was rotated through other 21st CCLC classes that included 

physical education, organic gardening, and art.  The sound engineering class composed 

and recorded rap songs regarding mathematics and science books assigned the first day of 

class. 

Research Procedures and Results 

Quantitative Data (Research Questions One, Two, and Three) 
 

The Motivation to Read (MRP) questionnaire assessed two specific dimensions of 

reading motivation with 20 items and used a 4-point Likert-type scale. Two subscales 

were used. These included self-concept as a reader scale with 10-items and value of 
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reading scale with 10-items. Self-concept items elicited information about participant’s 

self-perceived competence in reading and self-perceived reading performance relative to 

peers. The value items were designed to elicit information regarding the appreciation that 

participants place on reading tasks and activities. Response choices for all survey items 

were ordered from smallest to largest and assigned values of one to four. For example 

item nine stated, I think reading is______________ with the choices (1) A boring way to 

spend time, (2) An OK way to spend time, (3) An interesting way to spend time, (4) A 

great way to spend time. Table 4.1 showed the key components of the MRP 

Questionnaire. To avoid response set issues 10 items were reversed. These items were 

recoded prior to analysis of means. 

Table 4.1 
 
Components of the Motivation to Read Profile (MRP)  
Questionnaire  
                       Components of the MRP 
Group Administration 
15-20 minutes to administer 
20 items  
Likert scale cued response 
Two subscales: 

Self-Concept as a reader with ten items 
Value of Reading with ten items 

 
As a measure of internal consistency for this study, Cronbach’s Alphas were 

utilized to obtain coefficients of reliability for the self-concept scale, value of reading 

scale, and full survey. Previous internal score consistency using Cronbach’s (1951) alpha 

statistic was calculated by (Gambrell, et. al) and resulted in moderately high reliability 

(i.e., α = .74 for the self-concept subscale; α = .82 for the value of reading subscale). The 

researcher’s obtained Alphas were compared to these prior findings. Reliability 

coefficients were assessed with the intervention group pretest data (i.e., Form A), the 
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intervention group posttest data (i.e., Form B), and the control group’s posttest data (i.e., 

Form A post intervention only).  Table 4.2 shows these comparisons. 

Table 4.2 
 
Obtained Cronbach Alphas compared to prior findings for the Motivation to Read Profile 
(MRP)  
 
Source 

 
Pretest 

 
Posttest 

 

 
Prior Findings  

 Intervention 
Group 

Intervention 
Group 

Control 
Group 
 

 

Self-Concept (SC) .74 .69 .77 .74 

Value (V) .78 .79 .81 .82 

Full Survey (FS) .82 .81 .85 Not reported 

 
 
Research Question One 

 For the intervention group, did the mean difference between pretest and posttest 

scores on the Motivation to Read Profile (MRP) scales differ significantly from zero? 

H0:  µ1 = µ1 
  Mean pretest and posttest scores for the intervention group are the same.  

HA:  µ1 ≠ µ1;   α  ≤ .05  The average difference between pretest and posttest means are 

significantly different from zero. 

Fifty-one intervention participants completed the MRP pretest and 47 completed 

the posttest. This yielded a response rate of 92 % on the posttest. Four participants were 

dropped from the analysis due to attrition. The paired-samples t test was applied as a 

repeated measure with an intervention to the resulting data. The MRP questionnaire 

scales were administered prior to the intervention (n = 51) and after the intervention (n = 

47) to the same intervention participants These scores were transformed into percentages 
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by summing the scales for self-concept of reading, value of reading, and full scale scores 

and dividing the summed values of each scale by the total values possible for that scale. 

Six new variables were computed in this way.  The new variables included pre-self-

concept, post-self-concept, pre-value, post-value, pre-full-survey, and post-full-survey. 

 Paired samples t tests were applied to the means of these pretest and posttest 

percentages. Three t tests were performed on the self-concept of reading subscales, the 

value of reading subscales, and the full scale scores. Each t test comparison was tested at 

the .05 divided by 3 or .017 level. This Bonferroni adjustment assured the overall chance 

of a Type I error remained less than .05 thereby mitigating, spurious results. Overall, 

means were the same for both pretest and posttest mean percentages. Percentage means 

below .60 indicated low reading motivation; means between .60 and .70 indicated 

moderately low reading motivation; means between .71 to.79 indicated moderately high 

reading motivation; and means between .80 to .90 indicated high reading motivation. 

Table 4.3 shows a comparison of these means.  

Table 4.3 

Comparisons of Intervention group’s pretest and posttest MRP means, standard 
deviations (SDs), and p-values  
        
 
Source 

Intervention group 
pretest means 
(n = 51) 

Intervention group 
posttest means 
(n = 47) 

 Mean SD p Mean SD p 

Self-Concept (SC) .77 .13 .81 .77 .12 .81 

Value (V) .77 .14 .21 .79 .13 .21 

Full Survey (FS) .77 .12 .28 .78 .11 .28 

 



                                     Texas Tech University, Chris Deason, May 2008  

114 

The MRP self-concept means for the pretest (M = .77, SD = .13) and posttest    

(M = .77, SD = .12), t(46) = .242, p = .81 were the same. The mean pretest-posttest 

difference was .003. The average difference between pretest and posttest means was not 

significantly different from zero. The standardized effect size index, d, was .04 indicating 

almost no effect. The null hypothesis was retained in regard to the intervention group’s 

pretest and posttest mean differences for the self-concept of reading scales.  

The MRP value of reading scale means for the pretest (M = .77, SD = .14) and 

posttest (M = .79, SD = .13), t(46) = 1.285, p = .21 were similar. The mean difference 

was .02. The average difference between pretest and posttest means was not significantly 

different from zero. The standardized effect size index, d, was .18, indicating a small 

effect. The null hypothesis was retained in regard to pretest and posttest mean differences 

for the value of reading scales.  

The MRP full survey means for the pretest (M = .77, SD = .12) and posttest (M = 

.78, SD = .11), t(46) = 1.101, p = .28 were similar. The mean difference was .01. The 

average difference between pretest and posttest means was not significantly different 

from zero. The standardized effect size index, d, was .16, indicating a very small effect. 

The null hypothesis was retained in regard to the full survey scores for the pretest and 

posttest. 

Overall, the average difference between pretest and posttest means for the 

intervention group’s pretest and posttest scores were not significantly different from zero. 

The null hypothesis was retained for the intervention group’s self-concept of reading 

scales, value of reading scales, and the full scale scores. 
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Research Question Two 

 Between the intervention group and control group, was there a statistically 

significant mean difference between posttest and posttest scores on the Motivation to 

Read Profile (MRP) scales? 

H0: µ1 = µ2
    Mean posttest scores for the intervention group and the control group were 

the same.   

HA:  µ1 ≠ µ2;   α = .05   Intervention group posttest scores and control group posttest 

scores differed significantly from each other. 

The independent samples t test was computed to evaluate the hypothesis that the 

intervention group’s (n = 47) posttest means would differ significantly (α = .05) from the 

control group’s (n = 37) posttest means on the MRP self-concept subscale, value of 

reading subscale, and full survey. The Bonferroni adjustment was used to mitigate Type I 

errors due to the multiple t tests. Each t test was tested at the .05 divided by 3 or .017 

level. For the self-concept of reading subscale, value of reading subscale, and full scale 

scores, Levene’s Test for equality of variances was nonsignificant (p = .87), (p = .15), 

and (p = .78). Equal variances were assumed for all three t tests.  Means between the 

intervention posttest and the control group posttest were not statistically significant at the 

p ≤ .017 levels of significance. Table 4.4 shows comparisons of means, SDs, and p 

values. 
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Table 4.4 

Means, SDs, and p values compared between intervention group posttest means versus 
control group posttest means (N = 84) 
 
 
 
Source 

 
Intervention group 
posttest means 
(n = 47) 

 
Control group 
posttest means 
(n = 37) 

 Mean SD p Mean SD p 

Self-Concept (SC) .77 .12 .06 .82 .11 .06 

Value (V) .79 .13 .05 .85 .11 .05 

Full Survey (FS) .78 .11 .03 .85 .11 .03 

 
The independent samples t test for the between-group self-concept of reading 

means was statistically nonsignificant, t(82) = 1.937, p = .06. The control group means 

(M = .82, SD = .11) were greater than the intervention group means (M = .77, SD = .12). 

The t test for the value of reading subscale differences was also statistically 

nonsignificant, t(82) = 2.037, p = .05. The control group means (M = .85, SD = .11) were 

greater than the intervention group means (M = .79, SD = .13). The independent samples 

t test for the full survey was statistically nonsignificant, t(82) = 2.205, p = .03. The 

control group means (M = .85, SD = .11) were higher than the intervention group means 

(M = .78, SD = .11).   

Overall, there were no statistically significant differences found between the 

intervention group’s posttest means and the control group’s posttest means. It should be 

noted, that without the Bonferroni adjustment, the control group means were statistically 

significant over the intervention group’s means at the .05 level. The null hypothesis was 

retained for all three t tests. 
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Research Question Three (Quantitative component) 

Using the Culturally Relevant Pedagogy (CRP) theory interview protocol, what 

percentage of intervention participants chose hip-hop culture, peer collaboration, or 

authentic assessment as their primary reading motivator? 

Forty-four participants completed the CRP theory interview for an 86 percent 

completion rate. I asked participants to state their primary reading motivator during the 

intervention. Their choices were hip-hop (cultural values), collaboration (working as a 

team on class projects), or making a real CD (authentic assessment).  

I created a new variable in SPSS called largest. The values 1, 2, and 3 were 

assigned to the 3 components of CRP theory (i.e., cultural values, collaboration, and 

authentic assessment). Intervention participants were assigned the value of the 

component they chose as their primary reading motivator. A table with frequencies and 

percentages of total was created to illustrate the results. Creswell and Clark (2007) 

suggested using tables, charts, and specific quotes to represent multiple perspectives and 

divergent views.  

Overall, addressing the cultural values of the learner (hip-hop culture) was the 

most frequent choice among the intervention participants. Twenty-five out of 44 

participants chose hip-hop culture as their primary reading motivator during the 

intervention. Table 4.5 shows the frequencies and the percentages of intervention 

participants who chose that particular element of CRPT as their primary reading 

motivator.  
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Table 4.5 

Frequencies and percentages of participant’s who chose that 
particular of CRP theory as their primary reading motivator  
 
Element of CRP 

 
Frequency 

 
Percentage 
 

 

Addressing the cultural values of learner 

 

25 

 

56.82 

Authentic assessment 12 27.27 

Collaborative learning context 7 15.91 

 
Total 

 
44 

 
100.00 

Note. Due to the ages of the respondents the words cultural values, authentic  
assessment and collaborative learning context were not used during the interview 
processes. Instead, the respondent’s choices were hip-hop, making a real CD, and 
getting to work with peers and friends as a team.  
 

Qualitative Data (Research questions three, four, five, and six) 
 
Research Question Three (Qualitative component) 

  What were the respondents’ explanations for their culturally relevant pedagogy 

(CRP) theory constrained reading motivation choice? What other factors did participants 

claim motivated their reading during the intervention? 

Forty out of 44 (91%) of interviewees further explained why they chose the 

particular element of CRP theory as their primary reading motivator.  Following 

transcription of the data as an MS Word file, these data were sorted into their proper CRP 

theory category using the word processor’s cutting and pasting function. These organized 

field notes became the unit of data collection.  To increase the validity and reliability of 

findings, I developed a codebook of emergent themes with the aid of a research assistant 

as suggested by Neuendorf (2002) in her Content Analysis Handbook. This research 
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assistant was one of the mentor teachers that worked with the participants during the 

intervention. The reason for choosing one of the mentor teachers to assist in code 

development was due to her familiarity with the overall intervention context. The 

codebook was used to describe all emergent themes. I negotiated all themes (codes) 

between myself and my research assistant. Patton (1987) claimed that classification of the 

data by more than one person enhances validity and reliability. Important insights can 

emerge from the different ways in which two people look at the same dataset.  

I used participants’ words as a unit of analysis. I assigned codes to participants’ 

responses. Layers of coding frames were created at first specific and then via axial 

coding collapsed and reduced into general emergent themes. According to Strauss (1987) 

axial coding occurs after open coding is completed and consists of intensive coding 

around the axis of one category. I sorted and resorted themes through constant 

comparisons that emerged through relationships and patterns found within the data 

chunks (Berg, 2004) of the three categories of CRP theory.    

I assigned each theme (code) a variable name in SPSS. I assigned the 

dichotomous values of 0 and 1 to each code. Zero represented variable not present and 

one represented variable present. I crossed participants with each emergent code. In this 

way duplicated themes counted only once. This eliminated over representation of 

repeated codes within individual participant responses. I used participants’ direct quotes 

to support all emergent codes. 

Hip-hop culture was chosen by 25 of the 44 interviewees as their primary reading 

motivator. This represented 57% of the total interviewee sample. A total of three themes 

emerged to support why hip-hop was chosen as their primary reading motivator. These 
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included fun, improved learning, and tool for applying new knowledge. Some of the 

interviewees’ responses fell into one, two, and even three categories. A total of 34 

responses emerged. Fun represented 13 out of 34 (38%) of responses as to why hip-hop 

was their primary reading motivator. Improved learning represented 11 out of 34 (32%) 

of responses as to why hip-hop was their primary reading motivator. Finally, tool 

applying new knowledge represented 10 out of 34 (29%) of responses as to why hip-hop 

was their primary reading motivator. Table 4.6 showed explanations of these three codes 

with each supported by participants’ direct quotes. I ordered codes from greatest to least 

chosen. The total column represented the total number of times that theme was chosen 

among the intervention participants. The 4-digit numbers preceding the direct quotes 

represents the identification number of the participant. 

 

 

 

 

 

 

 

 

 

 

 

 



                                     Texas Tech University, Chris Deason, May 2008  

121 

Table 4.6 

Emergent codes, total times chosen, description, and supporting quotes for why 
participants chose hip-hop as their primary reading motivator 
 
Code 
 

 
N 

 
Description 

 
Samples of Direct Quotes 

Fun 13 These participants stated that 
hip-hop made reading and 
learning fun. 

1003.  Hip-hop makes reading fun. 
1030.  Cause hip-hop is fun. 
1032.  Rapping is really fun. 
1033.  Drawing and rapping will   
  make learning fun for kids. 

Improved 
learning 

11 These participants claimed 
that combining reading, 
rhyming, and rap improved 
learning. 

1017.  Hip-hop helps you learn 
 more of what you read. 
1032.  You have to read carefully 
   and really understand the 
   book before you can rap. 
1039.  You can learn more if you 
 do reading, rhyming, and 
 music. 
1036.  When you just regularly 
 read you usually don’t 
 remember. 
 But if you rap it you will 
 remember it longer. 

 
Applying 
new 
knowledge 

 
10 

 
These participants stated that 
the class showed them that 
reading and learning could be 
turned into a real product with 
the creation of raps. Hip-hop 
was seen as an academic tool 
for applying ones new 
knowledge learned from the 
assigned books. 
 

 
1004.  You can make a rap song 
 with books you read. 
1014.  You can draw and do 
 graffiti about what you 
 learn and write raps about. 
1036.  You really have to read it to 
 make a song. You are really 
 using your reading.  
1022.  You get to turn a book into a 
 rap. 

 

Authentic assessment (making a real audio CD) was chosen by 12 out of 44 

interviewees as their primary reading motivator. This represented 27% of total 

respondents. One theme emerged from participants’ explanations for why they chose 
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authentic assessment as their primary reading motivator. All 12 responses (100%) 

supported this code. This code was real world.  Table 4.7 shows total times the code 

emerged, a description of the code, and participant’s direct quotes that supported the 

code. I ordered codes from greatest to least. The 4-digit numbers preceding the direct 

quotes represented the identification number of the participant. 

Table 4.7 

Codes, total times chosen, descriptions of code, and direct quotes of why participant 
chose authentic assessment (i.e. ,making a real audio CD) as their primary reading 
motivator 
 
Code 

 
N 

 
Description 

 
Samples of Direct Quotes 
 

Real 
world 

12 These participants stated that 
making the CD was 
something real to them. 
 

1005.   Cause the CD is something 
 real. 
1041.   Cause like we can read and 
 then make a CD from our 
 reading. 
1051.   I never made a CD. It 
 taught me that just by 
 reading you can make 
 something real to listen to 
 everyday. 
1026.   I now know how to 
 become a star. 
1011.   Cause I never made 
 something real like a CD 
 before. 

 

Collaborative class context was chosen by 7 of the total 44 participants as their 

primary reading motivator. This represented 16% of the interviewees. Assists learning 

was the one theme emerged from participants’ explanations. A total of 6 responses 

supported this code. Table 4.8 shows the total times the code emerged from responses, a 

description of the code, and participants’ direct quotes that supported the code.  
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Table 4.8 

Code, total times chosen, descriptions of code, and direct quotes of why participant chose 
collaboration as their primary reading motivator 
 
Code 

 
N 

 
Description 

 
Samples of Direct Quotes 
 

Assists 
learning 

6 These participants claimed that 
working together assisted learning 
during the intervention. 

1020.  Cause you get to learn 
 more with friends. They 
 help you. 
1024.  Makes it easier to share 
 ideas and get help when 
 we need it. 
1025.  Different people have 
 different ideas. 
 Collaborating adds detail 
 to make the project better. 

 

Last, 37 out of the 44 (84%) interviewees described other reading motivation 

factors when prompted during the interview. Three themes emerged from participants’ 

responses. These were applying knowledge, hip- hop applications, and technology use. A 

total of 37 responses supported these codes. Sixteen out of 37 (43%) of responses 

supported applying knowledge. Eleven out of 37 (30%) of responses supported hip-hop 

culture. Ten out of 37 (27%) responses supported technology use. Table 4.9 shows 

emergent codes, a description of the code, and participants’ direct quotes that supported 

the code. The 4-digit numbers preceding the direct quotes represented the identification 

number of the participant. 
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Table 4.9 

Codes, total times chosen, descriptions of codes, and direct quotes of “other” reading 
motivators  
 
Code 

 
N 

 
Description 

 
Samples of Direct Quotes 
 

Applying 
knowledge 

16 These participants 
claimed that their “other” 
reading motivator was 
getting to apply the 
content knowledge 
learned form the books. 

1051.  The activities help you 
 learn more about what you 
 read. The class taught me 
 you can do something real 
 with what you learn. 
1041.  You can make the reading 
 into your own creation. 
1010.  Cause we got to make a real 
 CD from our reading. 
1025.  Reading to make songs 
 makes you look at the 
 information in the book 
 very carefully to make 
 songs later. 

Hip-hop 
applications 

11 These participants stated 
their “other” reading 
motivation factors were 
related to rapping, beat 
making, and graffiti art. 

1019.   Singing, rapping, and 
 making beats makes 
 learning fun. 
1027.   I think using hip-hop like 
 making beats and hip-hop 
 songs is a good way to 
 motivate children to read. 
1026.   The hip-hop art drawing. 
1039.   I got to learn deejay skills, 
 remixing, writing songs, 
 and take pictures. 

Technology 
use 

10 These participants 
claimed that their “other” 
reading motivator was 
working with technology. 

1036.   I love to use 
 rhymezone.com to enhance 
 my vocabulary when song 
 writing.  
1048.   I liked taking digital 
 photographs and 
 airbrushing pictures. 
1028.  What motivated me the 
 most to participate in 
 reading was using the 
 technology and making 
 rhymes.  
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To increase the validity and reliability of findings a codeform (Appendix B) was 

created with the aid of a research assistant as suggested by (Neuendorf, 2002) in her 

Content Analysis Handbook. My codeform allowed two independent raters to agree or 

disagree with my interpretation and code applied to each of the 91 total responses. 

Percentage of agreement was assessed to establish a level of interrater reliability.  

My codeform was tested by a research assistant and improved through 

negotiations with the research assistant prior to administration to the two independent 

raters. Instructions were read aloud to the raters. Raters’ questions and concerns were 

explained and answered.  My codeform contained direct quotes from participants, my 

interpretative analysis, and an assigned code in parenthesis. A dictionary of terminology 

defined each emergent code or theme. I appended these terms for raters to review while 

coding. Instructions were read aloud.  I required raters to put a checkmark next to Agree 

or Disagree in relation to the code I assigned to each of the participants’ responses. The 

two independent raters had a combined 30 teaching experience and were not associated 

with the intervention or researcher in any way.    

Two variables called CRPT-1 and CRPT-2 were created in SPSS. Each variable 

was assigned two values; zero represented agreement (no change) and one represented 

disagreement (change). The total number of observations was 91. Raters disagreed two 

times and agreed 88 times. The percentage of agreement was 98%. Some researchers 

suggest using Cohen’s Kappa to account for agreement by chance. However, Birkimer 

and Brown (1979) contended that if reliability checks using 50 or more observation 

occasions produce 10% or fewer disagreements, the agreement achieved is quite 
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improbably the result of chance. There was less than 10% disagreement between raters 

making it quite improbable that the resulting agreement index was chance agreement. 

Overall, when constrained to the three elements of culturally relevant pedagogy 

(CRP) theory, cultural values of the learner (hip-hop in this case) represented 57% of 

participant’s claimed reading motivation. These participants claimed hip-hop made 

reading and learning fun. Twenty-seven percent of participants chose authentic 

assessment (making a real rap CD) as their primary reading motivator. These participants 

claimed that the CD was a real world product. Sixteen percent of the participants chose 

collaborative classroom context as their primary reading motivator. These participants 

claimed that collaboration assisted learning. Finally, participants were asked what other 

things motivated their reading during the intervention. Sixteen out of 37 (43%) of the 

respondents claimed that the opportunity to apply their new content knowledge motivated 

their reading.  

Research Question Four 

 In what ways did available technologies mediate task-engagement during the 

intervention based on daily participant and teacher 10-second MPEG video clips? 

 I transferred all video clips from the Sony Mavica digital cameras to my laptop. I 

compiled these clips into a motion picture using Camtasia Studio 2’s storyboard and .avi 

output function. I used CD Burner XP Pro 3 to encode the data to digital video disk 

(DVD) format for viewing with DVD-ROM optical drives.  Forty-four minutes of total 

video data emerged. 

A content analysis (Neuendorf, 2002) was independently co-conducted with a 

research assistant on the raw forty-four minutes of compiled video data.  The raw video 
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acted as the unit of data collection. Bowman (1994) explains that video offers the 

potential to capture holistic activity. Holistic task-technology activities were the primary 

focus of the content analysis.  

I used open and axial coding as methods of data reduction. The content analysis 

reduced the data from 44 minutes to 11 minutes and 44 seconds. These processes yielded 

47 10-second video clips. With the aid of a research assistant, I created a codebook to 

increase the validity and reliability of findings. The codebook defined each of the 47 

specific task-technology themes. This codebook housed a dictionary of emergent themes 

organized by technology type. Technologies such as the digital cameras, laptops, and 

DAW were associated with multiple tasks.   

Each 10-second clip was a specific unit of analysis that captured one particular 

instance of a particular technology type and its associated tasks. Analyzing video data 

with my research assistant and working from a master code list eliminated theme overlap. 

The original 47 video clips were further collapsed into broader themes. A total of 13 

technology types and 25 uses emerged. The digital cameras, laptops, and the digital audio 

workstation (DAW) were integral to intervention participant use and completion of the 

hip-hop CD throughout the intervention. The remaining ten technologies were secondary 

to class goals. These included the deejay equipment, laser printer, airbrush, public 

address (PA) system, CD label presses, jewel cases, scanner, African drums, 10-CD 

duplicator, and the DVD duplicator. The digital camera, laptops, and DAW were central 

to participant task engagement during the intervention.  Digital cameras represented 6 of 

25 or 24% of total technology tasks supported. Laptops and DAW technology each 
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represented 4 of 25 or 16% of technology tasks supported. I further explored these three 

technologies. 

Participants used the digital cameras for six specific tasks. I observed tremendous 

contestation for digital camera use during the intervention. Some participants took the 

kitchen timer, used to structure camera time, and forced it to ring before another 

participant’s time was up.  Several arguments ensued between participants that required 

teacher intervention to deescalate the situation. Overall, the digital cameras became tools 

to recognize their peer’s accomplishments and capture class activities. Table 4.10 

organizes the digital camera codes on a spectrum of most frequent uses to infrequent 

uses. One represented most frequent use. Six represented infrequent use. 
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Table 4.10 

Code names and descriptions of specific activities and subject matter captured by 
participants with the digital cameras ordered from most frequent to infrequent 
 
Digital 
Camera 
Codes 

 
 
Frequency  
of use 

 
 
 
Descriptions of digital camera use 
 

Peer 
recognition  

1 (frequent) Participants ostentated their peers’ 
accomplishments during the intervention. 
 

Class 
activities  

2 Participants captured class activities such as 
reading, writing, recording, graffiti art, deejay 
work, and dancing. 
 

Dramatic 
play  

3 Participants captured their friends’ and peers’ 
dramatic play and improvisational performances. 
 

 
Skill training  

 
4 

 
Teacher’s video clips captured participants 
teaching each other new skills such as digital 
camera use and digital turntable use. 
 

Review and 
reflect  

5 Participants used the camera’s playback mode to 
review and reflect on class activities. 
 

Objects  6 (infrequent) Participants captured videos of objects such as 
Converse shoes, books, chairs, and various 
clothing objects. 

 

Four specific uses of the laptops emerged. Predominately, the laptops engaged 

participant’s word processing and wireless internet access. Table 4.11 organizes these 

activities by codes used in the codebook and codeform. The researcher observed that 

many participants insisted on typing their rap songs with MS Word. The problem was 

that participants had little or no word processing skills. Mentor teachers often volunteered 

assistance with word processing. Codes were ordered on a spectrum of frequent use to 

infrequent use. One represented most frequent use. Four represented infrequent use. 
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Table 4.11 

Code names and descriptions of uses for the laptop computers 
Laptop Codes Frequency of use Descriptions of Uses 
MS Word  1 (frequent) Video captured participants using the laptops to 

compose their song lyrics. Many participants 
collaborated during the writing processes with 
teachers and peers.  

Internet-based 
resources  

2 Video captured participants using the laptops 
for wireless Internet access to utilize 
www.rhymezone.com and 
www.graffiticreator.net. Rhymezone was used 
to assist with rhymes during song writing. 
Graffiticreator was used to create virtual 
graffiti. 

Printing  3 Video captured participants using Nero burning 
software on the laptops to design CD labels and 
jewel case inserts for their CD. 

Writing 
assessment  

4 (infrequent) Video captured mentor teachers reviewing and 
assessing participants’ writing and lyric quality 
after the songs were saved. 

 
Three uses of the DAW technologies emerged. Predominately, the DAW 

technologies were used to make hip-hop beats and capture participants’ vocal tracks. 

Table 4.12 organizes these activities by codes used in the codebook and codeform. The 

DAW was shared among all participants.  
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Table 4.12 

Code names and descriptions of uses for the Digital Audio Workstation (DAW) 
DAW Codes Frequency of Use Descriptions of Uses 
Making beats 1 (frequent) Video captured participants collaborating with 

mentor teachers using the DAW technologies to 
create beats for their songs. Quantized beats 
were dragged and dropped into Ableton Live 6 
audio tracks, Participants could alter tempo, 
pitch, time placement, and add audio effects 
such as compression, reverb, and digital delay. 
 

Recording raps 2 Video captured participants recording raps into 
the microphones. Several videos showed 
mentor teachers collaborating with participants 
during their vocal input to help them stay on 
beat and offer encouragement. Ableton Live 6 
software was used in conjunction with the M-
audio mobile presoundcard.   
 

Playback and 
review  

3 (infrequent) Video captured participants playing their 
recorded song back for review using Windows 
Media Player. This allowed the whole class to 
hear the songs.  

 

The digital audio workstation (DAW) was the technology heart of the 

intervention. After participants read their books, a mentor teacher assisted each 

participant in the creation of a hip-hop beat. Participants then recorded their rap song 

using DAW technology. This technology included the stereo condenser microphones, M-

Audio Mobile Pre USB soundcard, and Ableton Live 6 recording software. Figure 4.2 

shows a still image labeled with each DAW technology.  The deidentified image was 

taken during the intervention. Participants sat down at the DAW with a mentor teacher to 

make their beats. Once this was completed, participants went to the microphone to rap 

their song to the beat. The XLR 48v phantom powered condenser microphones were 

plugged into the M-Audio Mobile Pre USB sound card. This soundcard was then plugged 
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into one of the computer’s available USB ports. The Ableton Live 6 recording software 

recognized the driver for the sound card and captured vocals into one of its infinite track 

availabilities.  

 

Figure 4.2. Deidentified photograph of a mentor  
teacher assisting a participant preparing to rap using  
the DAW technology.  
 

I discussed the remaining 10 support technologies.  The deejay equipment 

included two digital turntables and a USB two-channel mixer. These turntables were used 

extensively by participants during the last week of the intervention for remixing songs 

and free style deejay. The public address (PA) system was predominately used the last 

week of the intervention for broadcasting freestyle deejaying. Participants were asked to 

express their book through the medium of graffiti art. Instead, participants often chose to 

tag their name with graffiti letters. Several participants brought tee-shirts to airbrush on.  

Figure 4.3 shows an image of the deejay equipment used by participants during the 

intervention. 

Ableton Live 6 
recording 
software 

USB Sound 
Card 

Microphone
s 
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Figure 4.3. Digital deejay equipment used by  
participants the last week of the intervention 

 
Participants and teachers practiced rhythm and tempo counting with the African 

drums. During the last week of the intervention the laser printer was used to print CD 

labels and jewel case inserts. Participants’ hip-hop art was captured with a scanner and 

then transferred to the laptops for editing and printing. The CD and DVD duplicators 

quickly and efficiently duplicated participants’ final master-CD and final behind-the- 

scenes DVD video. Once the data were copied, participants used a CD label press to 

adhere the paper CD labels to the top of the audio CD. The CD was then inserted into the 

jewel case along with the jewel case inserts.  

To aid in the reliability of these findings, I created a codeform (Appendix B) with 

the aid of my research assistant. This codeform was used to establish interrater reliability 

(i.e., index of agreement). I computed the index of agreement using a percentage of 

agreement score between two independent raters. 

This codeform was used in coordination with a Web-browser-based digital 

compilation of the 47 task-technology video clips. This digital video was designed and 
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rendered in Camtasia Studio 2. It worked well with Internet Explorer but not in Mozilla 

Firefox. Each menu item on the left hand side of the interface was numbered and titled. 

Each video clip was launched by using the mouse and clicking on the menu’s number and 

title. These numbers and titles matched with the same numbers and titles on the 

codeform. This allowed the HTML file and its associated directory to be transferred to 

two laptops where raters watched each clip and then placed a checkmark beside yes on 

their codeform if they agreed with the researcher’s choice of technology code and task 

description or place a check beside no if they did not. An unfamiliar terminology 

reference was used during the rating processes. The directions were read aloud to raters. 

Both claimed to understand the instructions. Figure 4.4 shows the interface to the 

browser-based task technology video clips. 

 

Figure 4.4. Instructions, code-derived menu, and  
viewing screen for rater’s video clips  
 

This codeform was piloted by the research assistant and improved through 

negotiations with my research assistant prior to administration to the raters. Two mentor 

teachers from the intervention acted as raters for this data set. This was the proper 
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decision in as much as participants in the video clips could not be deidentified. In 

addition, the mentor teachers’ familiarity with the technology used during the 

intervention was an asset to the rating processes. I computed the raters’ percentage of 

agreement.  

Two variables called vid-1 and vid-2 were created in SPSS. Each variable was 

assigned two values; 0 represented yes (no change) and 1 represented no (change). The 

total observations were 47 (i.e., one for each 10-second video clip). Raters disagreed 0 

times and agreed 47 times on the researcher’s interpretation and code.  The percent of 

agreement obtained was 100%. Because there was less than 10% disagreement it is quite 

improbable the resulting agreement index was chance agreement.  

Overall, five technologies dominated task engagement. These included the digital 

camera, the digital audio workstation (DAW), and the laptops. The digital camera was 

used for a myriad of specific class activities that included dramatic minimovies and 

reviewing class activities. The DAW was used to make beats and record vocal tracks. The 

laptops were used predominately for their wireless internet capabilities and word 

processing.  The deejay equipment was used extensively during the final week to remix 

participants’ songs. Participants used the airbrush throughout the intervention to create 

their name with graffiti letters.  

Research Question Five 

 What were the intervention group’s perceptions of what they learned during the 

class based on a participant learning journal? 

 A content analysis was coconducted with my research assistant on participants’ 

learning journal data. Forty-seven participants out of 51 or 92% of the total sample 
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population maintained a learning journal. These data were transcribed as an MS Word 

file and sorted by emerging themes using cutting and pasting functions. Each learning 

journal was a unit of data collection. Participants’ words acted as the units of analysis. I 

created a codebook to increase the validity and reliability of findings. The codebook 

defined each of the emergent learning themes and housed a dictionary of emergent 

learning themes. I sorted and resorted the learning themes through constant comparisons 

that emerged through relationships and patterns found within the data (Berg, 2004). Nine 

layers of coding frames were created, at first specific and then via axial coding collapsed 

and reduced into four general themes. The emergent themes included hip-hop 

applications, book content, technology use, and general reflections. Ninety-nine total 

learning statements emerged. 

I designated each emergent theme as a separate variable in SPSS. Each variable 

contained the dichotomous values of 0 and 1. Zero represented variable not present and 1 

represented variable present. In this way duplicated themes within participants’ responses 

counted only once. This eliminated overrepresentation of repeated codes within 

participants’ responses. Participants learning claims fell into one, two, three, and 

sometimes all four learning categories. Participants were crossed with each variable.  

These processes reduced the 99 statements to 60. Participants’ direct quotes were used to 

support findings. 

Hip-hop applications represented 20 out of 60 or 33% of participant’s total 

learning claims. Book content represented 15 out of 60 or 25% of participant’s learning 

claims. Technology use also represented 15 out of 60 or 25% of participant’s learning 

claims. Lastly, general reflections represented 10 out of 60 or 17% of participant’s 
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learning claims. Table 4.13 defined the four emergent learning codes. Data were ordered 

from the most learning claims to the least learning claims. The 4-digit numbers preceding 

the direct quotes represents the identification number of the participant. 

Table 4.13 

Codes, totals, descriptions of codes, and samples of direct quotes regarding participants’ 
learning claims 
Code Total 

learning 
claims 

Descriptions of Codes Samples of Direct Quotes 

Hip-hop 
applications 

20 Hip-hop applications 
included any of the four 
elements of hip- hop culture 
(i.e., breakdancing, graffiti, 
rapping, deejaying) found 
within participants’ leaning 
journals. 
 

1036.  I learned how to 
  convert a book into 
  a rap. 
1040.  I learned turntable 
 remixing. 
1022.  I learned to graffiti 
 airbrush on paper or 
 tee-shirts. 
1024.   I learned if you are 
 going to be a deejay 
 both turntables 
 must be at the same 
 tempo. 
 

Book content 15 Book content included 
descriptions of specific 
knowledge claims or 
concepts discussed by 
participants in their learning 
journal. 
 

1029.   I learned about 
 forest animals. 
1025.  I learned that there 
 are lots of different 
 types of spiders. 
1021.  I learned that there 
 are five oceans 
 instead of just four. 
1010. I learned in the 
 jungle there are 
 many rivers, pools, 
 animals, big water 
 lilies, and fish live 
 in the waters. 

Technology 
use 
 
 
 

15 
 
 
 
 

Technology use included 
learning claims regarding 
technologies available to 
participants during the 
intervention. 

1036.  I learned how to 
 use rhymezone.com 
 to help with 
 rhymes. 
1040.  I learned how to 
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Technology 
use continued 

 
15 

Technology use included 
learning claims regarding 
technologies available to 
participants during the 
intervention. 
 

1040 burn disks and 
 make DVD discs. 
1043.  I learned how to 
 use a laptop 
 computer. 
1018.  I learned how to 
 use the digital 
 cameras. 

 
General 
reflections 

 
10 

 
Reflection is thinking for an 
extended period by linking 
recent experiences to earlier 
ones in order to promote 
critical consciousness and 
develop more complex and 
interrelated mental schema 
(Freire, 1973; Caine & 
Caine, 1991).  
 

 
1028.  I learned that it is 
 hard to be a DJ. 
1024.  I learned that 
 reading isn’t just 
 boring when you 
 make it fun. 
1031.  I learned it isn’t 
 hard to make a 
 song. 
1034.  I learned that 
 making songs is 
 hard. 

 

My research assistant and I created a codeform (Appendix B) to further enhance 

the validity and reliability of findings. This codeform required raters to agree or disagree 

with the researcher’s findings based on the emergent codes for each participant. There 

were a total of 99 observations. This codeform took 20-25 minutes to complete. These 

two independent raters had a combined 30 years teaching experience and were not 

associated with the intervention or the researcher in any way. Interrater reliability was 

calculated using a percentage of agreement score between the two independent raters.  

Two variables called learn-1 and learn-2 were created in SPSS. Each variable was 

assigned two values; 0 represented agree (no change) and 1 represented disagree 

(change). The total observations were 99 (one for each 1each learning statement). Raters 

disagreed 2 times and agreed 97 times on the researcher’s interpretation and code.  The 
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percentage of agreement obtained was 98%. Since there was less than 10% disagreement 

it is quite improbable the resulting agreement index was chance agreement. 

Overall, hip-hop applications, content from assigned books, and technology 

applications represented the primary learning categories.  Hip-hop applications 

represented the largest theme. General reflections represented the smallest theme. 

Research Question Six 

Based on photo-elicited interviews of class activities, what were the intervention 

group’s perceptions of their primary reading motivators and class goals? 

Each intervention participant shared the use of a Sony Mavica digital camera. 

Participants received a minimum15-minute time period with the digital camera during the 

intervention timeframe. A kitchen timer was utilized to regulate this constraint. At the 

end of each participant’s time period I transferred the digital images to my laptop. 

Windows XP’s slide show function was used to then review photographs with 

participants. Participants were asked to pick the photograph that most represented the 

primary motivating factor(s) for reading and learning in the class. Once chosen, I 

renamed this photograph with the participant’s first name and last initial. The interview 

commenced. I asked each participant to explain which photograph they selected, explain 

why, and to describe what they felt the class was about.  Each interview lasted no more 

than 5 to 10 minutes. Thirty-eight intervention participants completed out of 47 

completed the photo-elicited interview for an 81% response rate for these data. The 

control group did not receive these interviews. 

The standardized interview questions made results comparable across 

participants. The questions included, “Can you explain which photograph most represents 
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what motivates your classmates to read and learn in this class?; can you now explain to 

me why you feel this way?;  lastly, what do you think this class is about?” The word 

motivated was explained and defined for all participants.  

 Data were arranged into three categories titled which, why, and what. I 

deidentified participants in all photographs by using the unfocus effect with a free 

graphic editor called Paint.net (www.paint.net). I further deidentified the photograph by 

naming the participant-chosen photograph with each participants’ 4-digit identification 

code. Participants’ responses were captured with field notes and collapsed into exhaustive 

and mutually exclusive categories (codes) nested within the three categories of which, 

why, and what. 

I transcribed participants’ responses into MS Word. My research assistant and I 

conducted a content analysis on these data. To increase the validity and reliability of 

these findings, a codebook was created from these processes. The codebook defined each 

of the emergent themes under the headings which, why, and what. Participants’ direct 

quotes supported each reading motivation theme. Each photograph and its associated 

responses were the units of data collection. Relevant key words within participants’ 

responses acted as the units of analysis. Layers of coding frames were at first specific and 

then collapsed into more generalized emergent themes using axial coding. Four which 

themes emerged. Four why themes emerged yet do not make sense without being crossed 

with the which themes. The crosstabulation operation in SPSS was used to cross which 

themes with why themes. All what themes were listed without data reduction to show the 

diversity of responses. All emergent themes (codes) were negotiated with a research 

assistant. 
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Each emergent code under the headings which were inputted into SPSS as distinct 

variables. Each variable contained the dichotomous values of 0 and 1. Zero represented 

code not present and 1 represented code present. Participants were crossed with each 

code. This eliminated overrepresentation of themes by individual participants. Many 

participants were crossed with more than one which theme. A total of 50 which reading 

motivation claims emerged. Peer collaboration represented 17 out of 50 or 34% of 

participants’ reading motivation claims. Cultural values represented 13 out of 50 or 26% 

of participants’ reading motivation claims. Teacher collaboration represented 11 out of 

50 or 22% of participants’ reading motivation claims. Last, authentic assessment 

represented 9 out of 50 or 18% of participants’ reading motivation claims. Table 4.14 

lists codes and sample photographs, describes codes, and shows direct quotes to support 

these codes. Data are ordered from the most frequent responses to least frequent 

responses. The 4-digit numbers preceding the direct quotes represented the identification 

number of the participant.  

Table 4.14 

Reading motivation “which” themes from photo-elicited interview processes 
 
 
Codes and sample 
photographs 
 

Total 
reading 
motivation 
claims 

 
 
Descriptions of 
codes 

 
 
 
Samples of direct quotes 

Peer collaboration 
 

 
 
 
 

17  
 
 
 
 
 
 
 
 
 

Participants chose  
photographs of 
their peers working 
together on various 
projects. 
Participants 
discussed how 
much fun it was to 
work with friends 
and peers.  

1002.  Getting to work with 
 my friend Jacob on 
 raps. I love his rap 
 about dolphins. 
 Getting to work with 
 my friend on a 
 project is fun. 
1003.  Getting to make my 
 own CD with Jacob is 
 fun. 
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Peer collaboration 
continued 

17  
 

Participants chose  
photographs of 
their peers working 
together on various 
projects. 
Participants 
discussed how 
much fun it was to 
work with friends 
and peers.  
 

1026.  Working together in 
 class as a team helps 
 because rapping is 
 not easy and takes a 
 lot of help from 
 others. 
1020. This picture shows us 
 working together like 
 a family making 
 graffiti. with the 
 airbrush. If we work 
 together like a family 
 maybe more people 
 will be friends. We 
 will be better people 
 if we learn to get a 
 long. We need help to 
 survive and give each 
 other what we need. 
 

Cultural values 
 

 

13  Participants chose a 
photograph that 
explained how hip- 
hop elements 
motivated their 
reading. 
 

1051.  This class uses 
 rapping and graffiti. I 
 like hip-hop music 
 and the elements of 
 hip-hop make 
 learning fun. 
1018.  Getting to use 
 turntables. You get to 
 learn how to be a 
 deejay. 
1009.  Rapping like Steven 
 is rapping. Rapping 
 makes learning fun. 
1036. Getting to rap and use 
 hip-hop for learning. 
 Rapping is 
 challenging and you 
 make a lot of 
 mistakes. You have 
 to teacher yourself to 
 fall and get back up. 
 Mistakes happen a 
 lot. 
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Teacher 
collaboration 
 

 
 

  
 
 
 
11 

Participants chose a 
photograph of 
students and 
teachers working 
together on various 
projects. 
Participants 
discussed the 
importance of 
strong 
student/teacher 
bonds for learning 
assistance as the 
reason for reading 
motivation. 
 

1005.  Mr. Smithy and 
 Ethan are working 
 together on a 
 song.Working 
 together makes things 
 fun. 
 1008.  Mr. Smithy is helping 
 Rosy with her song 
 lyrics. We need    
  help to write. 
 1007.  Teachers get to work 
 with the kids and help 
 with the project. This 
 helps you learn more. 
1025.  Mr. Smithy is helping 
 Gavin and Azriel 
 write their rap on the 
 laptops. Teachers like 
 Mr. Smithi help us 
 learn better. 
 

Authentic 
assessment

 
 

9  Participants chose 
photographs that 
showed participants 
working on their 
original song 
writing. They 
explained this 
created ownership 
of the product 
which improved 
reading and writing 
motivation.     

1017.  We get to write our 
 own songs like 
 Joseph is doing. We 
 get to write our own 
 raps. They belong to 
 us. 
1046. Jataria is writing her 
 own original song. 
1001.  We get to use all this 
 technology like these 
 speakers, 
 microphones, 
 computers, and stuff. 
 It helps us learn 
 more. 
1034.  We got to use  
 Ableton Live 6 to 
 record our songs. We 
 get to arrange our 
 own tracks in 
 Ableton Live 6. 
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Table 4.15 showed the results of a cross tabulation between the four which 

categories and the four why categories.  Sixteen combinations of which and why themes 

emerged. Three combinations contained empty cells. Makes learning fun was the primary 

explanation for choosing peer collaboration, cultural relevancy, and authentic assessment. 

The exception was teacher collaboration; assists learning was the primary explanation for 

choosing the teacher collaboration theme. The remaining combinations of which and why 

themes represented less than 10% of participants. These were not reported. Results for 

Table 4.15 are organized by greatest number of responses to the least number of 

responses. The 4-digit numbers preceding the samples of direct quotes represents the 

identification numbers of the participants. 
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Table 4.15 

Highest counts and greatest percent of total of “which” * “why” theme combinations 
Codes 
Which * 
Why 

 
 
N 

 
 

% 

 
 
Description 

Samples of Direct Quotes 
 
        Which                      Why 

Peer 
collaboration 
* 
Makes 
leaning fun 

10 20.00 Ten participants 
explained peer 
collaboration  
made learning 
fun. 

1020. This 
picture that 
shows us 
working 
together like a 
family making 
graffiti with the 
airbrush. 
 

1020. If we work 
together like 
family maybe 
more people will 
be friends. We 
will be better 
people if we learn 
to get along. We 
need to help 
people survive 
and give each 
other what we 
need. 
 

Cultural 
relevancy *  
Makes 
learning fun 
 

9 18.00 Nine participants 
claimed 
Hip-hop made 
learning fun 

1009. Rapping 
like Steven is 
rapping. 
 

1009. Rapping 
makes learning 
fun. 
 

Teacher 
collaboration 
* 
Assists 
learning 

7 13.73 Seven 
participants 
claimed 
teacher 
collaboration 
assisted  
learning. 
 

1007. Teachers 
get to work with 
the kids and 
help with the 
project. 
 

1007. Sarah is 
getting help from 
Mr. H and that 
helps you learn. 
 

Authentic 
assessment * 
Makes 
learning fun 

5 9.82 Five participants 
claimed 
writing real songs 
and making  
a real CD made  
learning fun. 

1046. Jataria 
writing her 
song. 
 

1046. Writing our 
own original 
songs. 
 

Note: Percentages based on N = 51 intervention participants. 
   *crosstabulations of which and why themes. 
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Participants’ responses to the question, “What was this class about?” are now 

listed and explained. Participants stated that the class was about teachers’ helping 

children, children helping other children, technology use, fun, song writing, rapping, 

making a CD, art, a fun way to learn from books, making music, rhyming, recording 

songs, making beats, hip-hop, sound engineering, making songs from books, singing, 

graffiti art, serious work, teamwork, learning science and mathematics, and creative 

computer use. No participants mentioned that the class was about reading motivation. 

Therefore, it is plausible to conclude the participants were blind to the research purposes. 

I created a codeform (Appendix B) with the results of the photo-elicited reading 

motivation results with the assistance of my research assistant. Following the creation of 

the codeform, minor changes were made to the instructions. It was discovered the 

instructions needed to mention that the researchers’ results were based soley on the text-

based responses and not the actual photographs. The researcher did not want the raters to 

analyze the photographs in any way. Raters were only to agree or disagree with the 

results based on the participants’ text responses. The codeform required two independent 

raters to agree or disagree with my results by placing a checkmark on the line beside the 

words yes or no as a measure or agreement. There was a total of 76 items. For the two 

raters, this codeform contained the interview questions, a deidentified version of the 

photograph, participants’ quoted responses, and the derived results. The photographs and 

direct quotes preserved the origins of the interview data thereby maximizing ecological 

validity.  Interrater reliability was calculated using a percentage of agreement score 

between the two independent raters. These raters had a combined 30 years teaching 

experience and were not associated with the intervention or researcher in any way. 
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Two variables called rater-1 and rater-2 were created in SPSS. Each variable was 

assigned two values; 0 represented yes (agree) and 1 represented no (disagree). The total 

observations were 76. Raters disagreed 10 times and agreed 66 times on the researcher’s 

interpretation and codes.  The percent of agreement obtained was 87%.  

 Overall, collaboration (i.e., peer and teacher) explained 61% of total reading 

motivation themes. Cultural relevancy (i.e., use of hip-hop) represented 25% of total 

reading motivation themes. Makes learning fun was the primary explanation for 

participant’s choice of reading motivation themes. Based on responses to what the class 

was about I discovered that participants were blind to the research goals.  

Summary of Results 
 

Results from research questions one and two indicate that a culturally relevant 

(i.e., use of hip-hop culture, collaborative context, and authentic assessment) technology 

environment did not create a statistically significant difference on the Motivation to Read 

Profile (MRP) scales (i.e., self-concept and value for reading). These include pretest and 

posttest scores within the intervention group and posttest and posttest scores between the 

intervention and control group. The results from research question three found that hip- 

hop culture was the primary reading motivator among the intervention group participants. 

Hip-hop culture was chosen by 57% of the intervention participants as their primary 

reading motivator. A majority of participants stated that hip-hop made reading fun. 

Results from research question four looked at the way available technologies mediated 

task-engagement during the intervention based on daily participant and teacher 10-second 

video clips. The digital audio workstation (DAW), laptop computers, and digital cameras 

emerged with the most uses during the intervention timetable.  The DAW was central to 
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making beats and recording song lyrics. Based on the results from research question five, 

hip-hop applications, book content, and technology applications represented the majority 

of participants’ learning claims. Research question six reported the results of participants’ 

primary reading motivators based on photo photo-elicited interviews of class activities. 

Peer collaboration, hip-hop culture, and teacher collaboration represented the majority 

of participants’ reading motivation claims. 
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CHAPTER 5: DISCUSSION OF RESULTS 

Heterogeneity is the norm in United States schools today. “Children grow up 

within culturally situated environments that influence how they present themselves, 

interpret experiences, and understand the world” (Protheroe, 2003, p. 1). Research has 

illustrated that learning and comprehension are not transferred directly from an external 

source such as a teacher-to-student, but filtered, in light of a learner’s prior cultural 

knowledge, values, and lived experiences (Koki, n.d.). Foley (1991) found that African 

American and Latino populations often create their own poetic, artistic, and 

unconventional communication styles that go unrecognized in 21st Century classrooms. 

Because of this fact, cultural discontinuity takes place between schools and home 

cultures.  

Purpose  

This concurrent triangulated mixed method research report explored urban 

elementary children’s motivation to read via a culturally relevant digital audio 

workstation (DAW)-based computer environment. Guided by the tenets of culturally 

relevant pedagogy (CRP) theory, the intervention context was collaborative, authentically 

assessed, and culturally responsive.  

The primary objective of this chapter was to merge and discuss the quantitative 

and qualitative research findings in this study. In addition, comparisons with prior 

research were explored. Contributions to educational technology, mixed methods 

research, theory, and practice were discussed.  Lastly, recommendations for future 

research were discussed. A final summary was used to highlight pertinent findings. 

 



                                     Texas Tech University, Chris Deason, May 2008  

150 

Merging the Data 

Creswell and Plano Clark (2007) have contended that in concurrent triangulated 

mixed methods designs there are two stages. In stage one; quantitative data and 

qualitative data are presented as two separate analyses. Chapter four of this study 

presented the quantitative and qualitative data results in separate sections.  In stage two, 

the qualitative and quantitative data results are merged. This final chapter merged these 

results to develop a complete picture of the findings. This mixing of data probed the 

extent to which the quantitative data and qualitative data converged and diverged.  

Mahiri and Sablos’ (1996, Spring) research supports the notion that literacy and 

learning are influenced by many factors. Two of these factors were self-perceived 

competence and task value as major determinants of motivation and task engagement 

(Ames & Archer, 1988; Dweck & Elliott, 1983; Eccles, 1983). These two factors guided 

the development of the Motivation to Read Profile (MRP) questionnaire (Gambrell, 

Palmer, Codling, & Mazzoni, 1995). The MRP instrument used in this study evaluated 

participants’ reading motivation by tapping their self-perception as readers and the value 

they placed on reading. 

Research Question 1 (RQ1) 

In relation to research question one, “did the mean difference between the 

intervention’s group between pretest and posttest scores on the Motivation to Read 

Profile (MRP) scales differ significantly from zero?,” paired samples t tests showed that 

the intervention group’s MRP pretest and posttest mean differences were not statistically 

significant from zero. Each t test comparison was tested at the .05 divided by 3 or .017 

level. This Bonferroni adjustment assured the overall chance of a Type I error remained 
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less than .05 thereby mitigating, spurious results. The MRP self-concept means for the 

pretest (M = .77, SD = .13) and posttest (M = .77, SD = .12), t(46) = .242, p = .81 were 

the same. Their mean difference was .003. The MRP value of reading means for the 

pretest (M = .77, SD = .14) and posttest (M = .79, SD = .13), t(46) = 1.285, p = .21 also 

were similar. Their mean difference was .02. Finally, The MRP full survey means for the 

pretest (M = .77, SD = .12) and posttest (M = .78, SD = .11), t(46) = 1.101, p = .28 were 

similar. Their mean difference was .01. The null hypotheses were retained for the three t 

tests. Table 5.1 illustrates the results of the three paired-samples t tests. 

Table 5.1 
Comparisons of Intervention group’s pretest and posttest 
MRP means, standard deviations (SDs), and p-values  
        
 
Source 

Intervention group 
pretest means 

(n = 51) 

Intervention group 
posttest means 

(n = 47) 
 Mean SD p Mean SD p 

Self-Concept (SC) .77 .13 .81 .77 .12 .81 

Value (V) .77 .14 .21 .79 .13 .21 

Full Survey (FS) .77 .12 .28 .78 .11 .28 

 

Research Question 2 (RQ2) 

In relation to research question two, “Between the intervention group and control 

group, was there a statistically significant mean difference between posttest and posttest 

scores on the Motivation to Read Profile (MRP) scales?,” three independent samples t 

tests showed that the intervention group’s MRP posttest means and the control group’s 

posttest mean differences were not statistically significant from each other. Each t test 

comparison was tested at the .05 divided by 3 or .017 level. The intervention and control 
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group’s self-concept of reading means were not statistically significant at the p ≤ .017 

level, t(82) = 1.937, p = .06. However, the control group means (M = .82, SD = .11) were 

greater than the intervention group’s means (M = .77, SD = .12). The t test for the value 

of reading subscale differences was not statistically significant at the p ≤ .017 level of 

significance, t(82) = 2.037, p = .05. However, the control group means (M = .85, SD = 

.11) were greater than the intervention group means (M = .79, SD = .13). Finally, the 

independent samples t test for the full survey was not statistically significant at the p ≤ 

.017 level of significance, t(82) = 2.205, p = .03. However, the control group means (M = 

.85, SD = .11) were greater than the intervention group means (M = .78, SD = .11).  

Table 5.2 presents the results of the three independent samples t tests. 

Table 5.2 
Means, SDs, and p values compared between intervention 
group posttest means versus control group posttest means 
(N = 84) 
         
 
Source 

Intervention group  
posttest means 

(n = 47) 

Control group  
posttest means 

(n = 37) 
 Mean SD p Mean SD p 

Self-Concept (SC) .77 .12 .06 .82 .11 .06 

Value (V) .79 .13 .05 .85 .11 .05 

Full Survey (FS) .78 .11 .03 .85 .11 .03 

 

These quantitative findings from research questions one and two were surprising 

since the primary tenets of culturally relevant pedagogy (CRP) theory framed the context 

of this reading motivation intervention. The MRP findings did not support current 

research literature. Entwistle and Hayduck (1978) warned that young children are 
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characteristically optimistic, and thus they tend to show a positive response bias on 

survey measures. This response bias could account for the findings. Ladson-Billings’ 

(1995) CRP theory claimed that learning contexts that were collaborative, authentically 

assessed, and culturally sensitive would promote greater self-perception for academic 

success and value of learning. Instead, the control group’s Motivation to Read (MRP) 

means were statistically greater than the intervention group’s MRP means. Selection bias 

could account for these mean differences in MRP scale scores between the intervention 

and control group. Prior to the intervention, I was informed by Kaleidoscope teachers that 

the children in this program were mainstream learners from various elementary schools in 

Lubbock. Following the intervention, I was informed that the Kaleidoscope children were 

hand picked by teachers from their home schools for their academic excellence, 

achievement, and high academic motivation at their home schools. Clearly, the selection 

of the Kaleidoscope children as a control group impacted the control group’s higher 

means since the intervention group participants were mainstreamed children. No controls 

such as socioeconomic status and prior reading achievement were factored in to the 

analysis. 

Culturally relevant pedagogy has been described by a number of researchers as an 

effective means of meeting the academic and social needs of culturally diverse students 

(Gay, 2000; Howard, 2001; Ladson-Billings, 1994; Shade, Kelly, & Oberg, 1997). Gay 

(2002) has posited that culturally relevant pedagogy uses "the cultural knowledge, prior 

experiences, frames of reference, and performance styles of ethnically diverse students to 

make learning more relevant and effective” (p. 106). Student’s strengths and passions 

become the conduit for academic success. The most important goal of culturally relevant 
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pedagogy in the study contained herein was to increase the reading motivation of 

minority Mexican American and African American students.  

Currently, African American and Latino students constitute approximately 28% of 

the nation's public school enrollment. During the 1998-99 school year these two ethnicity 

groups represented close to 50% of all students labeled as mentally retarded, 

approximately 40% of all students identified as developmentally delayed, and nearly 37% 

of all students classified as emotionally disturbed (U.S. Department of Education, 1999). 

Bourdieu (1973) has postulated that cultural capital embodies the norms, social practices, 

ideologies, language, and behaviors that inhabit learners. Children who come from homes 

in which the language and culture do not closely correspond to those of the school may 

be at a disadvantage in the learning process. These children often feel disengaged from 

learning since people from different cultures learn in different ways. To maximize 

learning and academic motivation, teachers should gain knowledge of the cultures 

represented in their classrooms, and adapt lessons so that they reflect ways of 

communicating, learning, and interacting that are familiar to the students. In this way, the 

complex job of bridging school learning and home learning can be achieved. 

Reading Motivation Factors (Questions three, four, five, and six) 

Research questions 3, 4, 5, and 6 were reviewed and converged as a way to makes 

sense of the intervention participants’ reading motivation factors. Table 5.3 reviews the 

research questions.  
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Table 5.3 

Data sources and review of research questions 3, 4, 5, and  6 
  

Source 
 

 
Research questions 

RQ3 CRPT 
interview 

Using the Culturally Relevant Pedagogy Theory (CRPT) Interview 
Protocol, what percentage of intervention participants chose hip-
hop culture, peer collaboration, and authentic assessment as their 
primary reading motivator? What were the reason(s) for their 
choice? 
 

RQ4 Video 
clips 

In what ways did available technologies mediate task-engagement 
during the intervention based on daily video clips? 
 

RQ5 Learning  
journal 

What were the intervention group’s perceptions of what they 
learned during the class based on a participant learning journal? 
 

RQ6 Photo-
elicited  
interview 

Based on photo-elicited interviews of class activities, what were 
the intervention group’s perceptions of their primary reading 
motivators and class goals? 

 
 

The reading motivation factors and process evaluation measures explored with 

RQ’s 3, 4, 5, and 6 did not corroborate with the quantitative MRP results. I witnessed 

increased levels of reading motivation especially after the more proficient readers began 

rapping their songs. The slower readers began reading their books and writing their songs 

with more focus and persistence once their peers began recording. These participants 

began to rely heavily on peer and teacher collaboration to assist in song writing and 

recording once their assigned books were read.  

Percentages for RQ3 were based on the number of participants during the CRP 

interview protocol that chose culture (hip-hop), authentic assessment (making a CD), or 

collaboration (team work) as their primary reading motivator during the intervention. 

Twenty-five out of 44 or 57% of chose hip-hop as their primary reading motivator. 

Twelve out of 44 or 27% of participants chose making a CD as their primary reading 
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motivator. Seven out of 44 or 16% chose team work as their primary reading motivator. 

Fun was the primary reason participants claimed hip-hop was their primary reading 

motivator. Real world was the primary reason participants claimed making a CD was 

their primary reading motivator. Assists learning was the primary reason participants 

chose collaboration as their primary reading motivator.   

When the intervention participants were further queried without being constrained 

to the elements of culturally relevant pedagogy (CRP) theory, three themes emerged as 

participant’s “other” claimed reading motivation factors. These were applying knowledge 

(authentic assessment), hip-hop applications (culture), and technology use. A total of 37 

responses supported these codes. Sixteen out of 37 or 43% of responses supported 

applying knowledge. Eleven out of 37 or 30% of responses supported hip-hop culture. 

Ten out of 37 (27%) responses supported technology use.  

Percentages from RQ4 were derived from the number of uses of the primary 

technologies used during the intervention based on persistent 10-second video clips. 

Three technologies emerged as central to reading motivation and goals. These three 

technologies were digital cameras, laptops, and the digital audio workstation. Digital 

cameras accounted for six out of 25 or 24% of total technology tasks. Laptops accounted 

for four out of 25 or 16% of total technology tasks. Finally, the digital audio workstation 

accounted for four out of 25 or 16% of total technology tasks.   

Percentages for RQ5 were based on the number of participants’ emergent learning 

themes derived from participant’s learning journal data. Four learning themes emerged. 

These included culture, book content, technology use, and general reflections. Culture 

(hip-hop) represented 20 out of 60 or 33% of total learning themes. Book content 
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represented 15 out of 60 or 25% of total learning themes. Technology use represented 15 

out of 60 or 25% of total learning themes. Finally, general reflections represented 10 out 

of 60 or 16.67% of learning themes. A majority of the general reflections comments were 

comprised of intervention participants’ statements about learning real-world procedural 

experiences while making the CD. Therefore the general reflections learning theme was 

organized under the authentic assessment category of reading motivation (see Table 5.4)  

Book content did not converge with the primary reading motivation variables of hip-hop 

culture, authentic assessment, collaboration, and technology use since it represented the 

dependent variable under investigation. Therefore, the Book content is not represented in 

Table 5.4 below. The book content theme emerged based on the intervention participants’ 

reflections of ideas and concepts learned from their assigned books. Book content 

emerged as 25% of the total learning themes. This implies that 75% of what participants 

learned was not tied to book content. This might account for why the results of MRP 

were not significantly different from those of the control group. Intervention participants 

were involved in many activities besides reading. These included deejaying, rapping, 

airbrushing, and breakdancing. 

Finally, RQ6 percentages were based on the three emergent reading motivation 

categories derived from the photo-elicited interviews. Peer collaboration represented 17 

out of 50 or 34% of total reading motivation themes. Culture represented 13 out of 50 or 

26% of total reading motivation themes from the photo-elicited interviews.  Teacher 

collaboration represented 11 out of 50 or 22% of reading motivation themes.  Finally, 

authentic assessment represented 9 out of 50 or 18% of total reading motivation themes 

from the photo elicited interviews.  
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Overall, the cultural values of the learner category was found to represent the 

greatest mean percentage of participant’s claimed reading motivation followed by 

authentic assessment, collaboration, and lastly technology use. This makes sense in light 

of culturally relevant pedagogy theory (CRP) theory. Ladson-Billings’ (Autumn, 1995) 

CRP theory theorized that there was a strong connection between culture and learning. 

Classrooms should be culturally sensitive. Students’ cultural capital should be seen as an 

asset to academic motivation and learning although this was not supported with 

quantitative data in the study contained herein. Culturally relevant teaching is being 

mindful of how traditional teaching practices reflect middle-class, European American 

cultural values, and thus makes a legitimate attempt to incorporate a wider range of 

dynamic and nontraditional teaching practices. Technology use represented the smallest 

mean percentage of participants’ claimed reading motivation. This makes sense in light 

of Clark’s (1985) argument that technology and media cannot be discretely teased from 

instructional design methods and applications of known learning theories. The media 

represents the method of transport but not the message itself according to (Clark, 1994). 

Addressing the cultural values of the learner was the variable with the greatest mean 

percentage that impacted reading motivation. These data source themes were converged 

by crossing each data source (rows) with each emergent reading motivation theme 

(columns) in Table 5.4 below. Percentage means were tabulated for each column.  
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Table 5.4 

Convergence of data source percentages crossed with their contingent reading 
motivation themes 
 
 
Data 
Sources 

 
 

Reading motivation themes 
 

  
Culture 

(%) 

Authentic 
assessment 

(%) 

 
Collaboration 

(%) 

Technology 
use 
(%) 

     
CRP theory 
(n = 44) 

 
56.82 

 
27.27 

 
15.91 

 
0 

 
CRP theory 
“why?” 

 
 

Fun 

 
 

Real world 

 
Assists 

Learning 

 
 

---- 
 
CRP theory 
“other” 
(n = 37) 

 
 
 

29.73 

 
 
 

43.24 

 
 
 
0 

 
 
 

27.03 
 
VC-DC 

 
0 

 
0 

 
0 

 
24.00 

 
VC-LT 

 
0 

 
0 

 
0 

 
16.00 

 
VC-DAW 
 

 
0 

 
0 

 
0 

 
16.00 

LJ 
(n = 47) 

 
33.33 

 
16.67 

 
0 

 
25.00 

 
Photo 
(n = 38) 
 

 
 

26.00 

 
 

18.00 

   
Teacher    Peer 

22.00    34.00 

 
 
0 

Photo 
“why?” 

 
Fun 

 
Fun 

 
Assists learning 

 
---- 

 
Mean percentages  

 
36.47 

 
26.30 

 
17.98 

 
15.43 

Notes: CRP theory = The intervention group’s culturally relevant pedagogy (CRP) theory constrained 
interview results of reading motivators; CRP theory “other” = intervention participants’ other open-ended 
reading motivation results; VC = video clips (VC-DC = digital camera, VC-LT = laptop 
use, VC-DAW = digital audio workstation use); LJ = Intervention group’s learning journal results;  
Photo = Photo-elicited interviews of intervention participants’ reading motivators and “why” they  
felt that way. 
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Culture represented the reading motivation variable with the greatest mean 

percentage difference among reading motivation themes. Fun was the primary 

explanation for why these participants chose hip-hop as their primary reading motivator. 

There was a 10.17 % mean percentage difference between culture and authentic 

assessment. There was an 18.49 % mean percentage difference between culture and 

collaboration. There was a 21.04 % mean percentage difference between culture and 

technology use.  There was an 8.32 % mean percentage difference between authentic 

assessment and collaboration. There was a 10.87 % mean percentage difference between 

authentic assessment and technology use. Finally, there was a 2.55 % mean percentage 

difference between collaboration and technology use. The largest average percentage 

difference among the reading motivation factors was the culture category at 16.57 %. The 

average percentage differences between authentic assessment, collaboration, and 

technology use among reading motivation factors were 9.79 %, 9.79%, and 11.49 %.   

Culture represented the greatest mean percentage and the greatest average 

percentage difference among all other reading motivation factors. This finding makes 

sense in light of the benefits of culturally sensitive instruction (Ladson-Billings, 1995) 

although findings from the Motivation to Read Profile (MRP) questionnaire did not 

support this finding. Bevan-Brown (2005) found that culturally responsive environments 

assisted Maori students in New Zealand by relating instruction to traditional arts, crafts, 

music, and ethnic languages. Extant literature by (Montalvo, Lasater, & Garza, 1981) 

found that Mexican-Americans prefer a learning style that is collaborative and 

noncompetitive. This learning style stems from a sense of loyalty and collaboration 

within extended families. This strong family support ethic is in contrast to the 
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competitive individualism taught in mainstream classrooms. Vasquez (1990) claimed that 

students at all levels had greater motivation and academic success when instructional 

methods complemented students’ learning characteristics. Shade (1992) noted that 

African American children were taught to be people centered and field dependent. This 

field dependency means that African American learners prefer lessons that are dynamic, 

people centered, situation anchored, and concentrate on more than one stimulus in a 

given learning context. Bartolome (1994) argued for a humanizing pedagogy that 

respected students’ backgrounds, history, and unique cultural perspectives. These unique 

cultural perspectives require adjustments in mainstream teaching strategies to improve 

learning for urban minority children.  

Wigfield and Guthrie (1997) have said that children’s reading motivation can 

substantially contribute to their future academic achievement and participation in society. 

Juel (1988) found that early reading ability predicted later reading ability. The probability 

that poor readers in first grade were still poor readers at the end of fourth was .88. 

Reading programs such as Accelerated Reader lack results. Chenowith (2001) found that 

Accelerated Reader participants in her study stopped reading when the rewards and 

points were withdrawn. Rather than reward students with points, grades, and other 

extrinsic rewards, the data presented in Table 5.4 provides anecdotal evidence that 

culture, authentic assessment, social collaboration, and technology use have impacted 

reading motivation in this study, but not in any causal way. All of these factors 

corroborate the tenets of culturally relevant pedagogy theory (CRP) theory except for 

technology use. Each reading motivation theme was further explored in relation to prior 
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research. Discussions of the four variables are organized from greatest to least 

percentages of reading motivation themes. 

Discussion of Emergent Reading Motivation Themes 

Culture (Use of Hip-Hop) 

 In this study reported herein, culture (hip-hop) emerged as the primary or 

strongest reading motivation factor based on mean percentages among data sources. 

Intervention participants composed a rap song (emceeing) based on content from 

assigned books. Participants were allowed to record their song, remix their song with 

turntables (deejaying), and express themselves through the media of graffiti art and 

breakdancing. Table 5.5 shows sample photographs of deidentified intervention 

participants participating in each of the four elements of hip-hop culture. Participants 

claimed that the using hip-hop at school made learning fun. 

Table 5.5 

Elements of hip-hop culture used in this study 
 

Elements of hip-hop culture  
 

 
Emceeing 

 

 
Deejaying 

 

 
Graffiti art 

 
Breakdancing 

    
 

Mahiri (1998) found that allowing young learners the opportunity to critique 

topics related to hip-hop was a motivating factor for extended writing assignments. 

Martin (2006) has claimed that allowing learners to express themselves in creative ways 
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opened the door to self-expression and self-reference. These two capabilities were 

essential to Vygotsky’s ideas of human development. Hellweg (2005) found that David 

Sitomer was recognized as California’s State Literacy Teacher of the Year after 

electrifying his classes with rap lyrics as part of his poetry lesson plans. Baker (1991) 

submitted that rap is the African American and Hispanic’s culturally mediated space and 

catches the consciousness of the young people. Historically, hip-hop and rap can be 

traced to African griots, black preachers, Muhammid Ali, oratory Islam, and Ghetto slang 

(Baker). Morrell and Duncan-Andrade designed a classroom unit on critical essay writing 

and literary terminology around rap lyrics and hip-hop culture. Their desire was to 

increase motivation and participation in class discussion and assignments. These two 

researchers found increased motivation and participation in critically analyzing 

traditional canonical poetry by Western artists such as T. S. Eliot and made comparisons 

with the lyrics of African American artists such as Grand Master Flash. Hip-hop culture, 

in short, offers countless possibilities for urban educators in the 21st Century classroom.  

Currently, investigators at the University of Southern California Berkley (UC 

Berkley), including Dilan Mahendran, have investigated the impact of digital tools and 

popular culture in a phenomenological and open-ended way. Their studies include the 

Youth Hip Hop Digital Music Production Project. Participants are trained in the hip-hop 

arts after school by professional and amateur hip-hop artists. The researcher’s goals are to 

describe how hip-hop is used by various organizations as a foundation for learning and 

for developing musical skills in adolescent learners who lack formal music training. Data 

results are scheduled for release in July of 2008. 
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The most comparable research to this particular concurrent triangulated mixed 

methods reported herein was Pinkard’s (1999) research in early childhood literacy and 

reading motivation for African American children. Pinkard has claimed that motivation to 

read has been highlighted as one key determinant of minority children’s future reading 

and academic success. Pinkard found that reading researchers have reported that African 

American and European American students differ in story telling style, writing style, oral 

language skills, and questioning styles. To make practical use of these findings, Pinkard 

authored two software programs titled Rappin’ Reader and Say Say Oh Playmate. Rappin 

Reader was a computer-based learning environment with a student office, writing studio, 

recording room, and a premiere room where children’s lyrics, recordings, and pictures are 

combined.  Say Say Oh Playmate was a software program that consisted of traditional 

African American clap routines. This program also had a writing room and a recording 

room.  Based on the results of a study using these programs Pinkard found that the 

African American children ranked Rappin’ Reader and Say Say Oh Playmate as their 

favorite software titles after playing them.  Participants tended to think the programs 

made learning fun, which corroborates the findings of this current mixed method reading 

motivation research reported herein. Performance gains of 24 percent were found in 

participant’s sight vocabulary from pretest to posttest after one hour and thirty minutes of 

use. The fact that Pinkard’s software was interface-constrained is in marked contrast to 

the study reported herein. Uses of the digital audio workstation in the current study 

allowed participant’s the ability to use the technology to produce a real-world goal. The 

technology was a mediating tool between the participants and the goal of producing a 

hip-hop CD.  
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The positive side of using hip-hop culture and rap pedagogy is well documented. 

However, incorporating youth popular culture like hip-hop into pedagogy has its 

detractors. Mahiri (1998) found in his study that allowing students to shape the teacher’s 

curriculum with hip-hop culture made both teachers and students uneasy. Some students 

resisted being taught about “their” lived experiences by someone outside those 

experiences. The teachers in that study expressed concern that the students had drawn a 

sharp distinction between lived experiences and school culture. These participants 

participated minimally, although late in the study they were drawn into debates with 

teachers and classmates regarding the provocative nature of rap lyrics and gang 

connotations. Provocative images and profanity made the teachers very uncomfortable 

when students began presenting music and imagery related to specific artists. In 

particular, the word nigger used in many of the artist’s lyrics caused classroom tension 

and fear. Mahiri remained positive about the findings because the study opened the door 

to discussions of the ethical and aesthetic nature of pedagogical use of hip-hop for 

teachers, students, and researchers involved in the study.  In the current mixed method 

reading motivation study reported herein participants embraced hip-hop culture and did 

not feel that it threatened their personal life. Participants’ claimed that hip-hop made 

reading fun. 

Authentic Assessment (Making a CD) 

 In this study reported herein, authentic assessment emerged as the second 

strongest reading motivation factor based on mean percentages among data sources. 

Intervention participants worked towards the goal of making a hip-hop CD they could 

take home the final week of the intervention.  Table 5.6 showed sample photographs that 
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represented the authentic activities involved in this current reading motivation study. 

Participants were deidentified. 

Table 5.6 

Sample authentic assessment elements used in this study 
 

Comparisons of authentic activities  
 

 
Goal-based writing 

 
Sound engineering 

 
  Technology use 

 
CD cover art 

 

    

 
Academic tasks should be real world and authentic. McClintock (2001) has 

claimed that new media provides students with powerful tools for interaction, self-

direction, and open-ended exploration. With these digital tools students can produce 

tangible artifacts and work toward real world and authentic class goals. Authentic 

assessment involves complex assessments that are often goal-based, multidisciplinary, ill-

structured, lack direct instruction, are real world, and frequently have multiple solutions 

(Herrington & Herrington, 1998). Turner (1995) found that reading tasks that were 

situational, whole language, natural, and open-ended helped develop early readers’ 

development of print, reading motivation, and meaning construction, although results 

were not always predictable. Brown, Collins, & Duguid (1989) have contended that the 

primary nature of schools more often than not comprises abstract and decontextualized 

learning environments. These three researchers believed that by designing ersatz 
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activities, students were likely to misconceive what practitioners actually do in the real 

world. Activity and context that were authentic were more likely to motivate learners.  

In the mixed-method study at hand, the goal was to make a hip-hop CD in four 

weeks. Phalet, Andriessen, and Lens (2004) point to future goals as a motivator of 

children’s learning. Correlational data demonstrated that minority motivation, task 

motivation, and intrinsic interest were enhanced when children saw the link between 

school and the real world. The intervention participants’ primary reason for choosing 

authentic assessment was due to the real world nature of writing lyrics, recording, and 

making a hip-hop CD.  Newmann, Marks, and Gamoran (1996) found that when 

classroom tasks were authentic, minority students performed as well as their white peers 

on intellectual tasks. However, white students performed better if the learning scenarios 

were abstract and context independent. Fazio (1992) reported that by assigning 10 

students at the Homer-Center High School in Pennsylvania the task of writing an 84 year 

chronicle of the school, the students learned how historians actually collect and analyze 

data. Marks (2000) found in a three-level hierarchical linear model analysis that authentic 

instructional work accounted for 42% of the variability when student engagement was the 

dependent variable. Jonassen (1991) has posited that educators should focus less on the 

optimal scopes and sequences of lessons and more on selecting tasks that are meaningful 

and authentic to the target learners.  

Collaboration (Collaborative Learning) 

In this study reported herein, collaboration emerged as the third strongest reading 

motivation factor based on mean percentages among data sources. Intervention 

participants collaborated on writing, recording, drawings, graffiti art, technology use, and 



                                     Texas Tech University, Chris Deason, May 2008  

168 

uses of deejay equipment. Table 5.7 shows sample photographs that represented 

collaborative activities involved in this current reading motivation intervention study. 

Participants were deidentified.  

Table 5.7 

Samples of collaborative activities used in this study 
 

Comparisons of collaborative activities 
 

Song writing 
 

 
Sound engineering 

 

 
Deejaying 

 
Airbrushing 

    

 
Davis (1993) has stated that collaborative learning has been given many names. 

Among these are cooperative learning, collaborative learning, learning communities, 

reciprocal learning, and team learning. Dede (2003) acknowledged that scientifically 

based research points to collaborative learning, mentoring, and apprenticeships as potent 

vehicles for learning and motivation. Franz and Papert (1988) described how 

collaborative computer activities like LOGO scripting allowed learning discoveries rather 

teacher taught concepts. Stahl (2005) claimed that sociocultural theorists posit that 

cognition itself is distributed among social groups. Collaborative learning environments 

create group meaning rather than independent accomplishment and competitive learning. 

Group meaning is an emergent property of collaborative discourse and interaction. Smith 

and Macgregor (1992) explained that collaborative learning theorists postulate that 

learning is an active and constructive processes in which groups of individuals bring new 

information, ideas, and skills that ultimately create motivation, achievement, and 
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successes for human endeavors. Learning to cooperate to solve problems is a life skill 

that extends beyond the scope of classrooms into the real world.  

 Peer reviewed research articles provided many examples of the power of 

collaborative learning environments on learning and motivation with minority children. 

Trueba and Delgado-Gaitan (1985) found that cooperative learning activities benefited 

Mexican American elementary students. The researchers believed that the findings 

correlate with Mexican American beliefs in helping, assisting, sharing, and working 

together within noncompetitive extended family structures. In the current reading 

motivation research at hand, participants’ claimed that they chose collaboration as their 

primary reading motivator because it assisted learning.  Lan and Repman (1995) found 

that a collaborative learning context with 138 third-and-fourth grade students 

demonstrated the motivational advantages of collaborative learning and modeling on the 

children’s mathematics computations. Native American and African American children 

benefit from cooperative learning scenarios. Little Soldier (1989) claimed that Native 

Americans benefit from group work, taking turns, sharing, and social harmony in 

classroom settings. Shade (1982) claimed that African American learning styles correlate 

with multigenerational social networks of relatives, friends, and neighbors. This creates a 

learning style that respects collective responsibility and collaboration. This was 

especially true for the low end of economic classes and urban children. The African 

American and Mexican American participants in this study claimed that collaboration 

was a factor that motivated their reading.  
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Technology Use 

In this study reported herein, technology use emerged as the fourth or weakest 

reading motivation factor based on mean percentages among data sources. Intervention 

participants used a DAW, laptops, digital cameras, deejay equipment, printers, and 

scanners to complete a hip-hop CD with lyric content grounded in assigned books.  Table 

5.8 shows deidentified sample photographs that represent technology used in this current 

reading motivation study.  

Table 5.8 

Sample photographs of primary technologies used in this study 
 

Comparisons of technologies  
 

 
Digital audio 
workstation 

 

 
 

Laptop computers 

 
Ableton Live 6  

recording software 

 
Denon DNS1000 
digital turntables 

    

 

According to Papert (1980), societies’ conservatism delayed the evolution of 

public schools. To Papert, computer programming, as with the LOGO language, would 

transform schools and educational processes. The problem with this theory was many 

students and teachers did not “take” to scripting and programming. Programming was 

tedious and tiresome work. In addition, public education followed the path of 

standardized testing ignoring Papert’s cry for a student-led curriculum without a top-

down approach to learning. Fortunately, computer technology like the DAW and sound 
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engineering software Ableton Live 6 used in this current reading motivation study did not 

require children to program as a mediator between themselves and the task goal of 

completing a hip-hop CD. Instead, with a few clicks of the mouse, intervention 

participants recorded, rendered, and produced their own original hip-hop songs. 

However, the technology use theme represented the smallest mean percentage that 

impacted reading motivation. 

This finding can be explained with activity theory and Clark’s (1983) position 

regarding the impacting of media and technology on learning. The available technologies 

utilized in this study acted as mediating tools (technologies) between the participants and 

the object (processes of making the CD) and the goal (completing the CD in four weeks). 

Activity theory illuminated the holistic nature of these processes.  Jonassen and Rohrer-

Murphy (1999) have posited that tools are mediators between participants and class 

goals. Tools can be anything used in the transformation processes leading to instructional 

goals such as the DAW, laptops, and deejay equipment used in this study. The reason that 

technology was not a more dominating factor in the intervention participants’ reading 

motivation was that technology was not the focus. The technologies became transparent 

in light of the class goal of making the hip-hop CD.  Figure 5.1 below embedded 

elements of this study into the framework of an activity system. In addition, 
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Figure 5.1. Activity system used in the reading motivation research  
reported herein 
 
Clark (1983) found that content, curriculum, teaching style, class environment, and 

instructional design methods all confounded the impact of media and technology on 

educational research. Perhaps technology was not the focal center of this reading 

motivation study. The most important issues to the intervention participants could have 

been hip-hop, authentic assessment, a collaborative classroom context, and the processes 

of making the final hip-hop CD. 

 Papert’s (1980) vision of computers becoming a systemic part of public education 

will take place only if researchers and educators listen to the voices of instructional 

technology researchers such as Steve Harlow, Mitchel Resnick, and David Jonassen. 

Harlow (1984) acknowledged that computers should be used for humanistic 

considerations prior to our current societies’ ubiquitous uses of digital technologies 

Participants Object 
(processes 
to arrive at 
goal) 

Community 

 
Tools (DAW and other technologies) 

Rules  
 
 
 

Division of Labor 

Production Goal (Making a 
hip hop CD) 

(Collaborative 
Classroom) 

(Emergent tasks 
between teachers 
and participants) 

(Emergent  
class social 
codes such as 
taking turns) 
turns) 
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today. Harlow felt that computers should allow discovery and a realization of learners’ 

talents in context of community. Computer technologies should offer users tools for 

positive community change. Resnick (1998) puts forth that computers should be like 

finger paint. These digital technologies should enhance and extend children’s creative 

potentiality and strengthen the imagination. Finally, Jonassen (2003) argued that 

technology should be used to solve authentic and meaningful problems. Technologies 

used in this current reading motivation study addressed all three of these researchers’ 

philosophical stances.   

Contributions  

 This mixed method research report made contributions to the field of educational 

technology, mixed method research, learning theory, and classroom practitioners. These 

contributions are discussed below.  

Contribution to the Field of Educational Technology 

Culture as a factor in educational technology research has focused primarily on 

the rationale for doing so and minimizing transactional distance for cross-cultural 

exchanges involving higher education courses employing distance education. Educational 

technology research is devoid of research using digital audio workstations and hip-hop 

youth culture as motivators of literacy (exceptions include, Pinkard, 1999; Youth hip-hop 

digital music production, 2007). This present study contributed to educational 

technologists’ knowledge and understanding of utilizing microcomputer based digital 

audio workstation (DAW) technology as a culturally relevant mediator for reading 

motivation and learning (Deason & Zhang, 2005). Although the results from the 

Motivation to Read Profile (MRP) questionnaire yielded no statistically significant 
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results, the qualitative data indicates the need to further explore the impact of hip-hop 

culture and DAW technology on reading motivation and classroom learning. 

Contribution to Mixed Method Research in the Social Sciences 

This mixed-method research study purposefully included the collection, analysis, 

and mixing of both quantitative (Campbell & Stanley, 1963; Fisher, 1936) and qualitative 

data (Filstead, 1970; Glaser & Strauss, 1967; Webb, 1966). In this study, a concurrent 

triangulated design was used. This type of design required collection of quantitative and 

qualitative data concurrently and gave equal weight to the quantitative component and the 

qualitative component (Creswell & Clark, 2007; Onwuegbuzie, 2005; Tashakori & 

Teddlie, 2003).  The Motivation to Read Profile (MRP) instrument scales (Gambrell, et 

al., 1995) and the Culturally Relevant Pedagogy (CRP) theory interview protocol 

measured the quantitative impacts of the intervention. Qualitative data sources included 

mentor teachers’ multiple 10-second MPEG video clips, participants’ photo-elicited 

interviews, and a participant learning journal. Leech and Onwuegbuzie (2005) contended 

that researchers should use at least two, if not more, types of qualitative data and data 

analysis to maximize the rigor and validity of qualitative data analysis. 

Contribution to Theory 

This study added power to Ladson-Billings’ (1995) culturally relevant pedagogy 

(CRP) theory with the results of my anecdotal and exploratory qualitative data. My 

qualitative data showed that addressing the cultural values of the learner was indeed an 

important variable to address reading motivation. In this research report, a culturally 

relevant technology environment and its impact on and reading motivation (self-concept 

and value for reading) was explained with the MRP self-report scales and the CRP theory 
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interview protocol. Qualitative data sources (i.e., video, photo-elicited interviews, and a 

learning journal) tapped the context and processes that impacted reading motivation in 

this study.  

Based on the tenets of culturally relevant pedagogy (CRP) theory, results of this 

study, and the methodological weaknesses of the study contained herein, a theoretical 

model can be derived to help explain and explore possible relationships among the 

variables and frame possible future data analysis. To capture the population 

characteristics represented in future samples, the use of latent class regression analysis 

and path analysis might be employed. The idea of addressing latent classes is that 

individuals vary around regression functions (Ding, 2006). In the report contained herein, 

the intervention and control group more than likely represented two distinct 

subpopulations rather than a homogeneous population as assumed in the multiple t test 

analysis’s used in my study. For instance, the Kaleidoscope group’s (control group) 

variation in reading motivation might have been influenced by their higher reading self-

efficacy whereas the intervention group’s variation in reading motivation might have 

been influenced by their home life or socioeconomic status.  Latent regression analysis, 

sometimes called regression mixture analysis, could account for these differences in 

subpopulation parameters by examining the influence of independent variables on the 

dependent variable (e.g., reading motivation) within each latent class. The use of the 

software program LatentGold (Verment & Magidson, 2005) could be used to compute a 

regression mixture analysis to account for differences among subgroup populations. 

Figure 5.2 addresses this possible reading motivation and achievement model. In this 

model, reading motivation functions as a mediator between independent factors, 
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covariate controls, and the dependent variables of hours of weekly reading and reading 

achievement posttest scores. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 5.2. Model for reading motivation, weekly reading, reading achievement 
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Contribution to Practitioners 

 This study contributed to the growing literature regarding the impact of after-

school programs (Fletcher &Wayne, 2003). Practitioners who work with minority 

Hispanic and African American populations will benefit from the qualitative results of 

this study. Practitioners in our public school classrooms will benefit from culturally 

relevant computer activities that impact reading motivation (Pinkard, 2001). The DAW-

based hip-hop approach to learning reported herein could be used in all core academic 

content areas requiring reading motivation if future research can corroborate with the 

qualitative findings in this study. Wigfield & Guthrie (1997) stated, “Understanding 

reading motivation contributes to the design of classroom contexts that expand and 

strengthen frequent and enjoyable reading and the benefits it provides” (p.430). 

Recommendations for Future Research  

Only 25 % of the intervention participants’ learning journal themes were tied to 

book content. There were many activities that children participated in besides reading. 

Perhaps measuring reading motivation with self-report questionnaires like the Motivation 

to Read Profile’s (MRP) self-concept and value for reading scales used in this study, need 

to be used in longitudinal studies with repeated measures. A fall and spring semester 

combined might reflect more accurate results of attitudes towards reading. This would 

also allow researchers to address the confounding internal validity issues of time and 

setting.  This current study took place in a summer-based after school program. This 

research needs to be replicated during a regular school year during a regular school day.  

The observational and interview data pointed to increased reading motivation 

which diverged from the quantitative MRP results. Selection bias of intact groups could 
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have resulted in the higher means for the control group on the MRP scales. This study 

needs to be replicated with a larger population using matched treatment and control 

groups with random assignment of the participants. If random assignment is not possible, 

both the intervention group and the control group should be administered the MRP 

pretest and posttest. In this way, a mixed model design and use of pretest covariates could 

mitigate statistical error.  

Educational researchers and practitioners continue to seek whether hip-hop 

culture has an effect on learning and academic motivation in classrooms. However, they 

should consider both the positive and the negative aspects of this endeavor. On the one 

hand, hip-hop is the unofficial curriculum of many minority youth (Mahiri, 1996). When 

teachers and schools make an attempt to connect to youth, culture links between home 

and school are made. A hybrid third space is nurtured (Gutiérrez, Baqueano-López, & 

Tejada, 1999) in which content, students, and teachers all meet in safe but unexplored 

zones of development.  On the other hand, teachers and learners must voluntarily enter 

this third space. Mahiri (1996) said that schools and traditional curriculums often 

represent the very institutional constraints that hip-hop takes issue with. For many urban 

youth, hip-hop culture represents a sacred space of “lived” experiences.  However, this 

space is for outside the classroom and not in it. Teachers that attempt to usurp hip-hop for 

classroom learning might meet resistance from some of their learners who view hip-hop 

as a “lived” experience rather than an instructional tool. 

Final Summary 

 Overall, there were no statistically significant differences found for research 

questions one (RQ1) on the Motivation to Read Profile (MRP) self-concept of reading 
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and value of reading scales between pretest and posttest for the intervention group 

participants at the p ≤ .017 levels. In relation to RQ2, there were no statistically 

significant differences found on the MRP self-concept of reading and value of reading 

scales between the intervention group’s posttest and the control group’s posttest at the     

p ≤ .017 levels. Cultural relevance, authentic assessment, collaboration, and technology 

use all emerged as reading motivation factors. Cultural relevance (hip-hop) represented 

the greatest impact on reading motivation for the intervention participants. Participants 

said that hip-hop made reading fun, while teacher and peer collaboration assisted their 

learning. I observed high levels of reading motivation during the research processes, but 

the MRP questionnaire data does not support these observations and other qualitative 

findings. 
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APPENDIX A 
 

A Mixed Methods Study of the Impacts and Processes of a Culturally Relevant  

and Technology Mediated After-School Program on Urban  

Elementary Youth’s Motivation to Read 

Parent Consent Form (Intervention Group) 
 

Background: Hello, my name is Chris Deason and I am conducting research on what 
makes children enjoy reading. This research study is the final requirement to receive my 
Doctor of Education (Ed.D.) degree from Texas Tech. I am seeking parent or guardian 
permission to include your child in this research. This study has been approved by the 
principal of Iles Elementary. The information needed for this research will be collected 
from June 4 to June 29 at Iles Elementary as part of their 21st Century sound engineering 
class. 
 
Purpose and Procedures: The purpose of this research is to see if children are more 
motivated to read when they get to use computer technology to make a music CD about 
books they read.  If you agree to allow your child to take part in the study he/she will 
complete a short survey at the beginning of the class and end of the class. This survey 
will ask your child twenty multiple choice questions about their reading ability and what 
makes reading fun. It will take 15 minutes to complete. During the class children will 
keep a learning journal and take digital photographs of class activities. The journal and 
the photos will be used to describe what the children learned during the class. Short video 
clips of the class activities will be taken as a way to see how computer technology helped 
the children make the music CD.  
 
Risks and Benefits: There are no foreseeable risks or discomforts to your child. Your 
child will have fun as he/she gets to read books and make a music CD with friends and 
classmates. Your child will get to take home a copy of the final music CD and share it 
with you. In addition, this study might help us understand how to make reading fun and 
interesting. 
 
Privacy and Confidentiality: Your child’s responses on the survey will be put into a 
computer without their real name. Your child will not be identified in the research report 
with their real name. Instead, a code number will be used to identify your child in this 
research. 
No one but myself and my supervising professor Dr. Maushak will see answers to the 
survey answers, interviews, photographs, and video footage. The photographs and video 
footage will be erased after I complete my research report.  
 
Voluntary Nature of the Study: Allowing your child to take part in this reading 
motivation research is completely up to you. Your child can still take place in the class 
activities, and receive the music CD without being part of the research. 
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Contact & Questions: I will answer any questions you have about this research study. 
Please call, write, or e-mail anytime--- My contact information is Phone: 780-2664. E-
mail: c.deason@ttu.edu Mail: 4408 46th St., Lubbock, TX 79414. Dr. Maushak is my 
supervising professor. Her contact information is Phone: 742-1997 x287 Office: 266.   
 
Statement of Consent: Your signature means that you understand the information about 
the project and give consent for your child to take part in this important reading 
motivation research.  
 
Parent Signature____________________________________Date________________ 
This consent form expires April 2008. 
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Parent Consent Form (Control Group) 
 

Background:  Hello, my name is Chris Deason and I am conducting research on what 
makes children enjoy reading. This research study is the final requirement to receive my 
Doctor of Education (Ed.D.) degree from Texas Tech. I would like your permission to 
include your child in this research. This study has been approved by the principal of Iles 
Elementary and L.I.S.D. 
 
Purpose and Procedures:  The purpose of this research is to look at what makes 
children like reading. If you agree to allow your child to take part in the study he or she 
will complete a short survey about reading at the beginning of the Kaleidoscope summer 
program (June 4th) and at the end of the Kaleidoscope summer program (June 29th). This 
survey will ask your child twenty multiple choice questions about their reading ability 
and what makes reading fun. It will take 15 minutes to complete.  

 
Risks:  There are no foreseeable risks or discomforts to your child.  
 
Benefit to Parent:  You may not benefit directly from allowing your child to take part in 
this study. However, this study may help us better understand how to make reading fun 
and interesting. 
 
Privacy and Confidentiality:  Your child’s responses on the survey will be put into a 
computer without their real name. Instead, a code number will be used to identify your 
child in this research. No one but myself and my supervising professor Dr. Maushak will 
see answers to the survey answers.  

 
Voluntary Nature of the Study:  Allowing your child to take part in this reading 
motivation research survey is completely up to you. At any time you can ask that you 
child not participate in completing the survey. 
 
Contact & Questions:  I will answer any questions you have about this research study. 
Please call, write, or e-mail anytime--- My contact information is Phone: 780-2664. E-
mail: c.deason@ttu.edu Mail: 4408 46th St., Lubbock, TX 79414. Dr. Maushak is my 
supervising professor. Her contact information is Phone: 742-1997 x287 Office: 266.   

 
Statement of Consent:  Your signature means that you understand the information about 
the project and give consent for your child to take part in this important reading 
motivation research.  
 
 
Parent Signature____________________________________Date________________ 
This consent form expires April 2008. 
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Assent Form (Intervention Group) 

Dear Student: 
  
We are asking if you would like to participate in a special class.  This class 
is special because we are trying to learn about better ways to teach 
children. Also, we want to understand ways to make learning fun and 
interesting.  Because you are in this summer program, we are asking if you 
would like to join the study.   
 
We don't know if our ideas will work until we try.  If they work, we may be 
able teach teachers new ways of working with kids. 
  
If you agree to be in this study, we will ask you to take a short test at the 
beginning of the program and one at the end of the program. We will also 
ask you questions, take short videos of you working, and ask you to keep a 
learning journal. 
There is no right or wrong answers. Nothing in this study can hurt you in 
anyway.   
 
Being in this study is totally up to you, and no one will be mad at you if you 
don't want to do it. You can get out of the study anytime you wish.  
  
You can ask any questions anytime you want about this study. If you have a 
question later that you didn't think of now, you can ask us next time. 
  
Putting your name on the first line below means you have read this paper or 
had it read to you and you want to be in this study.  
  
Signature of participant____________________________________ 
 
  
Signature of person explaining study__________________________ 
 
  
Date___________________________ 
 
This consent form expires April 2008. 

 
 



                                     Texas Tech University, Chris Deason, May 2008  

206 

Parent Consent Form (Control Group) 
 

Background:  Hello, my name is Chris Deason and I am conducting research on what 
makes children enjoy reading. This research study is the final requirement to receive my 
Doctor of Education (Ed.D.) degree from Texas Tech. I would like your permission to 
include your child in this research. This study has been approved by the principal of Iles 
Elementary and L.I.S.D. 
 
Purpose and Procedures:  The purpose of this research is to look at what makes 
children like reading. If you agree to allow your child to take part in the study he or she 
will complete a short survey about reading at the beginning of the Kaleidoscope summer 
program (June 4th) and at the end of the Kaleidoscope summer program (June 29th). This 
survey will ask your child twenty multiple choice questions about their reading ability 
and what makes reading fun. It will take 15 minutes to complete.  

 
Risks:  There are no foreseeable risks or discomforts to your child.  
 
Benefit to Parent:  You may not benefit directly from allowing your child to take part in 
this study. However, this study may help us better understand how to make reading fun 
and interesting. 
 
Privacy and Confidentiality:  Your child’s responses on the survey will be put into a 
computer without their real name. Instead, a code number will be used to identify your 
child in this research. No one but myself and my supervising professor Dr. Maushak will 
see answers to the survey answers.  

 
Voluntary Nature of the Study:  Allowing your child to take part in this reading 
motivation research survey is completely up to you. At any time you can ask that you 
child not participate in completing the survey. 
 
Contact & Questions:  I will answer any questions you have about this research study. 
Please call, write, or e-mail anytime--- My contact information is Phone: 780-2664. E-
mail: c.deason@ttu.edu Mail: 4408 46th St., Lubbock, TX 79414. Dr. Maushak is my 
supervising professor. Her contact information is Phone: 742-1997 x287 Office: 266.   

 
Statement of Consent:  Your signature means that you understand the information about 
the project and give consent for your child to take part in this important reading 
motivation research.  
 
 
Parent Signature____________________________________Date________________ 
This consent form expires April 2008. 
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Assent Form (Control Group) 

Dear Student: 
  
We are asking if you would like to help us understand ways to make 
learning fun and interesting.  Because you are in this summer program, we 
are asking if you would like to join the study.   
 
We don't know if our ideas will work until we try.  If they work, we may be 
able to teach teachers new ways of working with kids. 
  
If you agree to be in this study, we will ask you to take a short test at the 
beginning of the program and one at the end of the program. There is no 
right or wrong answers on this test and it will only take 15 minutes. Nothing 
in this study can hurt you in any way. 
  
Being in this study is totally up to you, and no one will be mad at you if you 
don't want to do it. You can get out of the study anytime you wish.  
  
You can ask any questions anytime you want about this study. If you have a 
question later that you didn't think of now, you can ask us next time. 
  
Signing your name on first line below means that you have read this paper or 
had it read to you and you want to be in this study.  
  
Signature of participant____________________________________ 
  
Signature of person explaining study__________________________ 
  
Date___________________________ 
 
This consent form expires April 2008. 
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MOTIVATION TO READ PROFILE (Pretest: Form A) 
READING SURVEY 

 
First Name & Last Initial_____________________Date_____________Code_______ 
 
Directions:     With your pen or pencil put an X beside each category below that best 
describes you. Write you age in the blank when it asks you to. 
 
Grade:  I am in ________________. 
 

____1st grade  
  
____2nd grade 
 
____3rd grade 
 
____4th grade 
 
____5th grade 
 
 
 

Gender: I am a___________. 
 

____Boy 
 
____Girl 
 
 
 

Age:   I am _________years old (Write your age in the blank). 
 
 

Culture: I feel that I am_________________. 
 

____African American 
 
____Hispanic 
 
____Asian 
 
____White 
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Directions: The following statements are about your reading ability and how much you 
like reading. There are no right and wrong answers. For each statement put an X for 
the choice that best fills in the blank or completes the statement for you.  
 
 

1. My friends think I am _______________________________________ 
 

____A very good reader 
 
____A good reader 
 
____An OK reader 
 
____A poor reader 

 
 
 

2. Reading a book is something I like to do. 
 

____Never 
 
____Not very often 
 
____Sometimes 
 
____Often 

 
 
 

3. I read ________________________________. 
 

____Not as well as my friends 
 
____About the same as my friends 
 
____A little better than my friends 
 
____A lot better than my friends   
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4. My best friends think reading is _____________________________. 
 

____Really fun 
 
____Fun 
 
____OK to do 
 
____No fun at all 

 
 

 
5. When I come to a word I don’t know, I can ___________________________. 

 
____Almost always figure it out 
 
____Sometimes figure it out 
 
____Almost never figure it out 
 
____Never figure it out 

 
 
 

6. I tell my friends about good books I read. 
 

____I never do this. 
 
____I almost never do this. 
 
____I do this some of the time. 
 
____I do this a lot. 

 
 

7. When I am reading by myself, I understand ________________________. 
 

____Almost everything I read 
 
____Some of what I read 
 
____Almost none of what I read 
 
____None of what I read 
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8. People who read a lot are ___________________________. 
 

____Very interesting 
 
____Interesting 
 
____Not very interesting 
 
____Boring 
 

 
9. I am _________________________ 

 
____A poor reader 
 
____An OK reader  
 
____A good reader 
 
____A very good reader 

 
 

10. I think libraries are _______________________________. 
 

____A great place to spend time 
 
____An interesting place to spend time 
 
____An OK place to spend time 
 
____A boring place to spend time 
 

 
11. I worry about what other kids think about my reading ________________. 

 
____Every day 
 
____Almost every day 
 
____Once in a while 
 
____Never 
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12. Knowing how to read well is _____________________________. 
 

____Not very important 
 
____Sort of important 
 
____Important 
 
____Very important 
 

 
13. When my teacher asks me a question about what I have read, I __________. 

 
____Can never think of an answer 
 
____Have trouble thinking of an answer 
 
____Sometimes think of an answer 
 
____Always think of an answer 
 

 
 

14. I think reading is __________________________. 
 

____A boring way to spend time 
 
____An OK way to spend time 
 
____An interesting way to spend time 
 
____A great way to spend time 
 

 
 

15. Reading is ____________________________. 
 

____Very easy for me 
 
____Kind of easy for me 
 
____Kind of hard for me  
 
____Very hard for me 
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16. When I grow up I will spend _____________________________. 
 

____None of my time reading 
 
____Very little of my time reading 
 
____Some of my time reading 
 
____A lot of my time reading 
 

 
 

17. When I am in a group talking about stories, I _________________________. 
 

____Almost never talk about my ideas 
 
____Sometimes talk about my ideas 
 
____Almost always talk about my ideas 
 
____Always talk about my ideas 
 

 
 

18. I would like for my teacher to read books out loud to the class ____________. 
 

____Every day  
 
____Almost every day 
 
____Once in a while 
 
____Never 
 

 
 

19. When I read out loud I am a ___________________________. 
 

____Poor reader 
 
____OK reader 
 
____Good reader 
 
____Very good reader 
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20. When someone gives me a book for a present, I feel ____________________. 

 
____Very happy 
 
____Sort of happy 
 
____Sort of unhappy 
 
____Unhappy 
 

 
 
 
 
 

The End. 
 

Thank you!!!! 
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MOTIVATION TO READ PROFILE (Post-test: Form B) 
READING SURVEY 

 
First Name & Last 
Initial_________________________Date______________Code_______ 
 
Directions: The following statements are about how this class made you feel about your 
reading. In this class you worked with your friends and other classmates and made a hip-
hop CD about science and math books assigned to you by the teachers. Pick one of the 
four choices for each statement by putting an X on the choice that best fills in the blank 
or completes the statement for you based on how this class made you feel about your 
reading. Again, there are no right and wrong answers. 
 
 

1.  My friends think I am _______________________________________. 
 

____A very good reader 
 
____A good reader 
 
____An OK reader 
 
____A poor reader 

 
 
 

2.  Reading a book is something I like to do. 
 

____Never 
 
____Not very often 
 
____Sometimes 
 
____Often 
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3. I read ________________________________. 
 

____Not as well as my friends 
 
____About the same as my friends 
 
____A little better than my friends 
 
____A lot better than my friends   

 
   

4. My best friends think reading is _____________________________. 
 

____Really fun 
 
____Fun 
 
____OK to do 
 
____No fun at all 

 
 
 

5. When I come to a word I don’t know, I can ___________________________. 
 

____Almost always figure it out 
 
____Sometimes figure it out 
 
____Almost never figure it out 
 
____Never figure it out 

 
 
 

6. I tell my friends about good books I read. 
 

____I never do this. 
 
____I almost never do this. 
 
____I do this some of the time. 
 
____I do this a lot. 
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7. When I am reading by myself, I understand ________________________. 

 
____Almost everything I read 
 
____Some of what I read 
 
____Almost none of what I read 
 
____None of what I read 

 
 
 

8. People who read a lot are ___________________________. 
 

____Very interesting 
 
____Interesting 
 
____Not very interesting 
 
____Boring 
 

 
9. I am _________________________ 

 
____A poor reader 
 
____An OK reader  
 
____A good reader 
 
____A very good reader 

 
 
 

10. I think libraries are _______________________________. 
 

____A great place to spend time 
 
____An interesting place to spend time 
 
____An OK place to spend time 
 
____A boring place to spend time 
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11. I worry about what other kids think about my reading ________________. 

 
 

____Every day 
 
____Almost every day 
 
____Once in a while 
 
____Never 
 
 
 

12. Knowing how to read well is _____________________________. 
 

____Not very important 
 
____Sort of important 
 
____Important 
 
____Very important 
 

 
 

13. When my teacher asks me a question about what I have read, I __________. 
 

____Can never think of an answer 
 
____Have trouble thinking of an answer 
 
____Sometimes think of an answer 
 
____Always think of an answer 
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14. I think reading is __________________________. 
 

____A boring way to spend time 
 
____An OK way to spend time 
 
____An interesting way to spend time 
 
____A great way to spend time 

 
15. Reading is ____________________________. 

 
____Very easy for me 
 
____Kind of easy for me 
 
____Kind of hard for me  
 
____Very hard for me 
 

 
 
16. When I grow up I will spend _____________________________. 

 
____None of my time reading 
 
____Very little of my time reading 
 
____Some of my time reading 
 
____A lot of my time reading 
 

 
 

17. When I am in a group talking about stories, I _________________________. 
 

____Almost never talk about my ideas 
 
____Sometimes talk about my ideas 
 
____Almost always talk about my ideas 
 
____Always talk about my ideas 
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18. I would like for my teacher to read books out loud to the class ____________. 
 

____Every day  
 
____Almost every day 
 
____Once in a while 
 
____Never 
 

 
19. When I read out loud I am a ___________________________. 

 
____Poor reader 
 
____OK reader 
 
____Good reader 
 
____Very good reader 
 

 
 

20. When someone gives me a book for a present, I feel ____________________. 
 

____Very happy 
 
____Sort of happy 
 
____Sort of unhappy 
 
____Unhappy 
 

 
 
 
 
 

The End. 
 

Thank you!!!! 
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Culturally Relevant Pedagogy (CRP) Interview 
 

First Name & Last 
Initial_________________Date______________Code.________________ 
 

Section 1: CRPT Rank Interview (For Researcher)  
 

Participant Prompt: In this class you have worked together as a team with your friends 
and other children to make a hip-hop music CD about books you read. I will now read 
you three things this class was about that might have made you feel good about your 
reading and like reading. Please tell me which one you would put a number 1 by, a 
number 2 by, and a number 3 by. Number 1 is a small reason this class made you feel 
good about your reading and like reading. Number 2 is a medium reason this class made 
you feel good about your reading and like reading. Finally, number 3 is the large reason 
this class made you feel good about your reading and like reading. You can look at your 
handout and read along with me as I read the three things below. You cannot use a 
number more than once. 
 

 
       
What made me like reading in this class was getting to learn and 
work with my friends and other children as a team.  
 
Your number choice________ 
 
 

 
What made me like reading in this class was making a real music 
CD. 
 
 
 
Your number choice_________ 
 

 
 

What made me like reading in this class was using hip-hop and rap 
music for school work. 
 
 
Your number choice_________ 
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First Name & Last 
Initial________________Date______________Code.________________ 
 

Section 2: Culturally Relevant Pedagogy (CRP) Theory: Standardized Interview 
(Researcher) 

 
Now, I would like to ask you why you chose the numbers you did. 
 
What made me like reading in this class was getting to learn and work with 
my friends and other children as a team.  

 
Why did you give this a number_______? Please explain what makes 
you feel this way? 
Interview Notes: 
 
 

 
 

What made me like reading in this class was making a 
real music CD. 
 
Why did you give this a number_______? Please explain what 
makes you feel this way? 
Interview Notes: 
 

 
 
 

 What made me like reading in this class was using hip-hop 
and rap music for school work. 
Why did you give this a number_______? Please explain what makes 
you feel this way? 
Interview Notes: 
 

 
 
Other: Is there another reason or other reasons this class motivated you to read? 
Please explain. 
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 First Name & Last Initial________________Date_________Code._____(Participant 
Handout) 
 

What made me feel good about my reading and like reading in this 
class? 

 
 
1 = small  2 = medium  3 = large 
 
Remember, you cannot use a number more than once. 
 
 
 

What made me like reading in this class was getting to learn 
and work with my friends and other children as a team.  
 
 
Your number choice________ 
 

 
 
 
 
 

What made me like reading in this class was making a real 
music CD. 
 
 
Your number choice_________ 

 
 
 
 

What made me like reading in this class was using hip-
hop and rap music for school work 
 
 
 
 
Your number choice_________ 
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Intervention Participants’ Concept Map 
 

Directions: Use the concept map below to help organize ideas about what your science 
or math book was about. If you want you can draw more lines and circles to show how 
your ideas are related. You can even use more paper if you want. These ideas will help 
you write your song.  In the middle circle put the main idea of the book. 
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APPENDIX B 

Initials of Rater_________ Date______________________ 
 

Culturally Relevant Pedagogy (CRP) Theory Interview  
Codeform for raters  

 
Section I:  Cultural Capital (Hip-Hop culture) (24/40 = 60%) 

 Sixty-Percent of participants chose hip-hop culture and getting to write raps as 
their primary learning motivator during a 4-week summer class in June 2007. 
 Each number below represents one participant in the study. Beside that number is 
that participant’s exact word response to the question, “Why did you choose hip hop 
culture (i.e., rapping and rhyming, graffiti, breakdancing, & deeJaying) as the biggest 
thing that motivator during the class?” Participants were shown pictures of a small, 
medium, and large drinking cup to explain the concept of biggest.  
 The bulleted items underneath each statement represent the researchers’ 
interpretation of that particular participants’ response. Your job is to agree or disagree 
with the researcher on the code or category chosen for that particular bulleted statement. 
The words or concepts in parenthesis represent the code or category assigned to the 
statement by the researcher. From the researcher’s perspective, participants’ responses 
fell into 12 codes or categories for section 1. These include the following:  Fun, Improves 
Reading Accuracy, Tool for Applying New Knowledge, Real World Skills, Improves 
Reading Comprehension, Novelty, Music Preference, Vocabulary Acquisition Tool, 
Improves Learning, Extends Learning, Increases Long-term retention, Evokes Editing 
Process. All categories are defined in the Terminology Section located at the back of this 
questionnaire. Please refer to it often while you take the questionnaire. 
 
1003. This makes reading fun and makes you read it correctly   

• Hip-hop makes reading Fun (Fun) 
 

Agree________ 
 
Disagree______ 
 

• Hip-hop is good for transforming books into raps because it forces you to read  it 
correctly (Improves Reading Accuracy) 

Agree________ 
 
Disagree______ 
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1004. You can make hip hop and rap song with books you read. 
• Hip-hop elements allow for the transformation of text into raps (Tool for 

Applying New Knowledge) 
 

Agree________ 
 
Disagree______ 
1006. You can help people when they grow up so they can be a DJ. 

• The class can train future adult DeeJays (Real World Skills) 
 
Agree________ 
 
Disagree______ 
 

 
1009. You get to do a lot of work mixing, rapping, and reading. 

• You get to mix hip-hop and reading (Tool for Applying New Knowledge) 
 
Agree________ 
 
Disagree______ 
 

 
1013. Cause you can turn books into raps and music CDs. 

• Hip-hop elements allow for the transformation of text into raps (Tool for 
Applying New Knowledge) 

 
Agree________ 
 
Disagree______ 
 
 
1014. You can draw and do graffiti about what you learn and write raps about it. 

• Hip-hop elements (i.e., graffiti, raps) can be used as learning tools (Tool for 
Applying New Knowledge) 

 
Agree________ 
 
Disagree______ 
 
1017. Cause hip-hop is fun and helps me learn more. 

• Hip-hop makes reading fun (Fun) 
 
Agree________ 
 
Disagree______ 
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• Hip hop lets me learn more of what I read (Improves Reading Comprehension) 
 
Agree________ 
 
Disagree______ 

 
1018. You don’t normally get to rap at school. It makes reading fun. 

• Rapping and school work is not ordinary for school culture (Novelty) 
• Makes reading fun (Fun) 
 

Agree________ 
 
Disagree______ 
 

 
1021. Rap and hip-hop was what made reading fun in this class. 

• Using hip-hop made reading fun (Fun) 
 

Agree________ 
 
Disagree______ 

 
 

1022. Because you get to learn more than just the book. You get to turn a book into a rap. 
• Using hip-hop allows you to learn more than just the book (Extends Learning) 

 
Agree________ 
 
Disagree______ 
 
 

• Hip-hop elements allow for the transformation of text into raps (Tool for 
Applying New Knowledge) 

 
Agree________ 
 
Disagree______ 
 
1027. I like hip-hop music. You got to use hip hop at school. 

• I like hip-hop music (Music Preference) 
 
Agree________ 
 
Disagree______ 
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• You get to use hip-hop at school (Novelty) 
Agree________ 
 
Disagree______ 
 

 
1028. You get to take your ideas from books and then make a hip hop song. 

• Hip-hop elements allow for the transformation of text into raps (Tool for 
Applying New Knowledge) 

 
Agree________ 
 
Disagree______ 
 

 
1030. I love hip-hop and having fun. 

• I love hip hop (Music Preference) 
 
Agree________ 
 
Disagree______ 
 

• Makes learning fun (Fun) 
 
Agree________ 
 
Disagree______ 
 
 

 
1031. Cause it made me explore hip-hop and reading at the same time 

• The class allowed one to combine hip-hop and reading (Tool for Applying New 
Knowledge) 

 
Agree________ 
 
Disagree______ 
 

 
1032. Because I don’t think this has been done before. Rappin is really fun. You have to 
read carefully and really understand the book before you can make the rap. 

• Getting to rap makes learning fun (Fun) 
 
Agree________ 
 
Disagree_____ 
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• Using hip-hop (i.e., writing raps) as a learning tool forced you to read carefully 
and really understand the book to make the rap (Assists Reading Comprehension) 

 
Agree________ 
 
Disagree______ 
 
 
1033. This really helps you read better. You have to figure out vocabulary when you 
rhyme words. 

• Using hip-hop helps you read better (Improves Reading Accuracy) 
 
Agree________ 
 
Disagree______ 
 

• When you write raps you will have to figure out vocabulary for rhyming words 
(Vocabulary Acquisition Tool) 

 
Agree________ 
 
Disagree______ 
 
 
 
1035. Cause it teaches you a lot. Drawing and hip hop will make learning fun for kids. 

• It makes learning fun (Fun) 
 
Agree________ 
 
Disagree______ 
 

 
1036. When you just regularly read you usually don’t remember. But if you rap it you 
will remember it longer. You have to really read it make a song from it. You are really 
using your reading. 

• Writing raps from the books makes you remember the information longer 
(Increases Long-Term Retention) 

 
Agree________ 
 
Disagree______ 
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• To make a song you have to really read carefully (Improves Reading Accuracy) 
 
Agree________ 
 
Disagree______ 
 
 

• You really use your reading (Tool for Applying New Knowledge) 
 
Agree________ 
 
Disagree______ 
 

 
1039. You can learn more if you do reading, rhyming, and music. 

• By combining reading, rhyming, and music one will learn more (Improves 
Learning) 

 
Agree________ 
 
Disagree______ 
 

 
1040. Cause we got to read, learn and how to draw hip-hop art  

• We got to learn, read, and draw graffiti art (Tool for Applying New Knowledge) 
 
Agree________ 
 
Disagree______ 
 
 
1044. Learning with hip hop music about our books, writing songs, making beats, getting 
to do art, and getting to DJ is fun. 

• Getting to apply hip hop culture to reading makes learning fun (Fun) 
 
Agree________ 
 
Disagree______ 
 

 
1046. Cause I like to draw hip hop stuff and make rap music. It makes school fun. 

• I like hip hop stuff and rap music (Music Preference) 
 
Agree________ 
 
Disagree______ 
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• Combining hip-hop with school makes learning fun (Fun) 
 
Agree________ 
 
Disagree______ 
 

 
1048. We got to do different stuff with reading like making songs from books and make 
hip-hop art with airbrushing. 

• We got to apply our book knowledge with rapping and graffiti art (Tool for 
Applying New Knowledge) 

 
Agree________ 
 
Disagree______ 
 
 
1049. Cause you got to write and rewrite what you leaned from the book with music, 
drawing, making beats, and recording. 

• Using hip-hop made you write and rewrite what you learned (Evokes Editing 
Process) 

 
Agree________ 
 
Disagree______ 
 
 
 

Continue To Section II.… 
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Section II: Authentic & goal-based assessment (Making the CD) (11/40 = 28%) 
 

 Twenty-eight percent of participants chose getting to make a real hip hop audio 
CD as their primary reading motivator during the 4-week summer class.  
 Each number below represents one participant in the study. Beside that number is 
that participant’s exact word response to the question, “Why did you choose getting to 
make a real rap CD with your friends and peers on a project was the biggest thing that 
motivated you to read during the class?” Participants were shown pictures of a small, 
medium, and large drinking cup to explain the concept of biggest.  
 The bulleted items underneath each statement represent the researcher’s 
interpretation of that particular participant’s response. Your job is to agree or disagree 
with the researcher on the code or category chosen for that particular bulleted statement. 
The words or concepts in parenthesis represent the code or category assigned to the 
statement by the researcher. From the researcher’s perspective, participant’s responses 
fell into 8 codes or categories. These include the following:  Read World Product, Fun 
Learning Processes, New Experience, Later Reflection, Individual Expression, Skill Set to 
Become a Star, Shareable Product, and Making Real Products Motivates Learning. All 
categories are defined in the Terminology Section located at the back of this 
questionnaire. Please refer to it often while you take the questionnaire. 
 
1005. Cause the CD is something real. 

• The CD is real (Real World Product) 
 

Agree________ 
 
Disagree______ 
 

 
1010. It is fun to make the CD 

• The processes of making the final product was fun (Fun Learning Processes) 
 

Agree________ 
 
Disagree______ 
 
 
1011. Cause I never read something and then make something real like a CD. 

• Getting to make something real like a CD was a new experience (New 
Experience) 

 
Agree________ 
 
Disagree______ 
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1015. It is fun because you can listen to it later. 

• Making an actual CD allows for later reflection (Later Reflection) 
 
Agree________ 
 
Disagree______ 
 
 
1019. I liked making the CD. 

• The processes of making the CD were enjoyable (Fun Processes) 
 
Agree________ 
 
Disagree______ 
 

 
1026. Getting to make a CD is real. It is your own creation. 

• The CD is real (Real World Product) 
 
Agree________ 
 
Disagree______ 
 

• The CD is a product of your individual expression (Individual Expression) 
 
Agree________ 
 
Disagree______ 
 

 
1029. I now know how to make a CD to become a star. 

• I learned the processes of making a CD to become a star (A Skill Set to become a 
Star) 

 
Agree________ 
 
Disagree______ 
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1041. Cause like we can read and then make a CD from our reading. We get to then listen 
and share the CD with others. 
 

• Reading can be turned into a real product (Real World Product) 
 
Agree________ 
 
Disagree______ 
 
 

• The CD gives one a product to share with others (Sharable Product) 
 
Agree________ 
 
Disagree______ 
 

 
1043. It was fun to make the CD. Now other people can listen to it. 

• The process of making the CD was fun (Fun Processes) 
 
Agree________ 
 
Disagree______ 
 

• The CD gives one a product to share with others (Sharable Product) 
 
Agree________ 
 
Disagree______ 
 

 
1045. Cause you get to make songs and listen to it and share this with other children and 
my mom and dad. 

• The CD can be shared with friends and family (Sharable Product) 
 
Agree________ 
 
Disagree______ 
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1051. I never made a CD. It taught me that just by reading you can make something real 
to listen to everyday. It gives me the feeling that this pulls you into learning. 

• Reading can be turned into a real world product (Real World Product) 
 
Agree________ 
 
Disagree______ 
 
 

• Making a real product pulls you into learning (Making Real Products Motivates 
Learning) 

 
Agree________ 
 
Disagree______ 
 
 
 
 
 
 

Continue To Section III… 
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Section III:  Collaborative Learning Environment (5/40 = 12%) 
 

Twelve percent of participants chose getting to work with their peer and friends as 
their primary reading motivator during the 4-week summer class.  
 Each number below represents one participant in the study. Beside that number is 
that participant’s exact word response to the question, “Why did you choose “getting to 
work your friends and peers” as the biggest thing that motivated you to read during the 
class?” Participants were shown pictures of a small, medium, and large drinking cup to 
explain the concept of biggest.  
 The bulleted items underneath each statement represent the researcher’s 
interpretation of that particular participant’s response. Your job is to agree or disagree 
with the researcher on the code or category chosen for that particular bulleted statement. 
The words or concepts in parenthesis represent the code or category assigned to the 
statement by the researcher. From the researcher’s perspective, participant’s responses 
fell into 4 codes or categories. These include the following:  Personal Learning 
Preference, Group Reading Projects Make Learning More Enjoyable, Assists Learning, 
and The Project is Better with More Ideas. All categories are defined in the Terminology 
Section located at the back of this questionnaire. Please refer to it often while you take 
the questionnaire. 
 
1007. I like working with other people. 

• Collaborative is a personal preference (Personal Learning Preference) 
 
Agree________ 
 
Disagree______ 
 
 
1008. I like working with other kids. I like readings projects with others. 

• I like collaborative learning (Personal Learning Preference) 
 
Agree________ 
 
Disagree______ 
 

• Reading projects with others makes learning more enjoyable (Group Reading 
Projects Make Learning Enjoyable) 

 
Agree________ 
 
Disagree______ 
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1020. Cause you get to learn more with friends. They help you. 
• You learn more when you work with friends (Assists Learning) 

 
Agree________ 
 
Disagree______ 
 
 
1024. Makes it easier to share ideas and get help when we need it. 

• Collaborating makes it easier to share ideas and get help (Assists Learning) 
 
Agree________ 
 
Disagree______ 
 
 
1025. Because different people have different ideas. Collaborating adds detail to make 
the project better. 

• Collaborating adds diverse ideas and details to the project that makes it better 
(Project is Better with More Ideas) 

 
Agree________ 
 
Disagree______ 
 
 
 
 
 
 

Continue to Section IV: “Other” Learning Motivators….. 
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Section IV: “Other” Class Motivation Factors Stated By the Participants 
 

Directions: At the end of a summer class participants were asked to explain “other” 
motivations for their learning besides hip hop culture, collaborative learning context, and 
making a real CD. The researcher’s analysis of this data led to six general categories: You 
Can Do Something Real and Apply New Knowledge, Technology Use, Applications of 
Hip Hop Culture, Learning New Knowledge and Skills, Collaboration, and Unique 
Experience. Categories are numbered one through six. Your job is to read participant’s 
statements and decide whether you agree or disagree with the researcher’s category 
choice that participant’s responses were placed into. The words in parenthesis represent 
an abbreviated summary of participant’s responses. Place a checkmark beside agree or 
disagree. 
 
Category 1: You Can Do Something Real and Apply New Knowledge  
 

1051 
All these things you read the activities helped you learn more. This class taught 
me you can do something real with what you learn. (Can Do something Real with 
Your Knowledge) 
Agree________ Disagree_______ 
 
1041 
Making the songs, and getting to make beats and use microphones all made 
reading fun. You can make the reading into your own creation and then review 
the information. (Knowledge is applicable) 
Agree________ Disagree_______ 
 
1011 
We get to make a real CD.(Real Product) 
Agree________ Disagree_______ 
 
1006 
I liked having lots of teachers to help us out. Making a hip hop CD from books 
will make kids want to read cause its real. We can let kids know they can do their 
own things with their lives. (Real Product) 
Agree________ Disagree_______ 
 
1007 
I want to be a scientist. I need to start reading science books quick. (Career 
preparation) 
Agree________ Disagree_______ 
 
1029 
We can really do something from our reading that makes a big difference. (Real) 
Agree________ Disagree_______ 
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Continue Category 1: You Can Do Something Real and Apply Your 
Knowledge…. 
 
1035 
I like reading. This taught me that I can make something from my knowledge. 
(Knowledge is applicable) 
Agree________ Disagree_______ 
 

 1010 
 Cause we got to make a real CD from our reading. (Real Product) 

Agree________ Disagree_______ 
 
 1025 

Reading to make songs makes you look at the information in the book very 
carefully to make songs later. (Apply your Knowledge) 
Agree________ Disagree_______ 
 

 1033 
 I really liked creating the art that went on the cover of the CD. (Creating Cover 
 Art) 

Agree________ Disagree_______ 
 
 
 
Category 2: Technology Use  

1005 
I liked working with the computers and rhymezone.com (Technology) 
Agree________ Disagree_______ 
 
1003 
Reading is fun. It is fun to record a song and listen to each others songs and 
helping each other do songs. It was fun to help others do good on their reading. 
(Sharing) 
Agree________ Disagree_______ 
 
1048 
I liked using a DJ turntable, taking digital photographs, and airbrushing pictures. 
(Technology Use) 
Agree________ Disagree_______ 
 
1028 
What motivated me the most to participate in reading was using the technology 
and making rhymes. (Technology Use) 
Agree________ Disagree_______ 
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Continue Category 2: Technology Use….. 
 
1030 
Getting to use the technology to express our book like the turntables, computers, 
and the website for graffiti Creator.  (Technology Use) 
Agree________ Disagree_______ 
 
1017 
Reading is fun. The computer with Rhymezone.com help me write betters 
rhymes. (Technology Use) 
Agree________ Disagree_______ 
 
1031 
I liked making rhymes with help from Rhymezone.com very fun. (Technology 
Use) 
Agree________ Disagree_______ 
 
1036 
I love to use rhymezone.com to enhance my vocabulary when song writing. 
(Technology for rhyming) 
Agree________ Disagree_______ 
 
1045 
Getting to use technology to show you what we learned from our books made 
reading fun to me. (Technology Use) 
Agree________ Disagree_______ 
 
1043 
I really liked using rhymezon.com when I got to write my song from my book. 
(Technology for rhyming) 
Agree________ Disagree_______ 
 

 
 
 
 
 

Continue to Category 3…. 
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Category 3: Applications of Hip Hop Culture 
1019 
Singing, rapping, and making beats makes learning fun. (Hip hop Culture is Fun) 
Agree________ Disagree_______ 
 
1020 
We got to really make real science raps from our books. It makes learning fun. 
(Raps are Fun) 
Agree________ Disagree_______ 
 
1027 
I think using hip hop like making beats and hip hop songs is a good way to 
motivated children to read. (Hip Hop is fun) 
Agree________ Disagree_______ 
1032 
The books taught me new facts and I got to rap. (Learning and Rapping) 
Agree________ Disagree_______ 
 
1040 
I really liked raps and drawing hip hop pictures. (Rapping and Drawing) 
Agree________ Disagree_______ 
 
1049 
Getting to use DJ equipment and writing songs from the books make learning fun. 
(DeeJaying and Song Writing) 
Agree________ Disagree_______ 
 
1026 
The hip hop art drawing was the funnest. Drawing made the reading assignments 
fun. (Graffiti was fun to draw) 
Agree________ Disagree_______ 
 
1039 
I got to learn DJ skills, remixing, write songs, and take picture. I got to learn 
about lots of animals from my book. (Hip hop Skill Development) 
Agree________ Disagree_______ 
 
1046 
Rapping the songs from my book and making the beats with the computer. 
(Rapping and Beat Making) 
Agree________ Disagree_______ 
 
1044 
Writing songs from the books and making rap beats made reading fun to me. 
(Hip-Hop applications are fun) 
Agree________ Disagree_______ 
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Continue Category 3: Applications of Hip Hop Culture….. 
 
1008 
I really lied reading, getting to make music. I got to do art too. Turning books into 
songs is cool. (Hip Hop applications were Fun) 
Agree________ Disagree_______ 
 
1014 
Getting help from the teachers and rapping on the mics made it fun. (Getting Help 
and Rapping) 
Agree________ Disagree_______ 
 
 

Category 4: Learning New Knowledge and Skills  
1015 
I just liked learning new things in this class. (Learning New Things) 
Agree________ Disagree_______ 
 
1021 
I liked learning how to put song lyrics together. This class was really different. 
(Lyric writing skills gained) 
Agree________ Disagree_______ 
 

 
Category 5: Collaboration  

1022 
I was motivated to read when I began to hear other people’ work and stuff they 
learned. (Collaboration motivated me) 
Agree________ Disagree_______ 
 
1034 
I loved making the CD and working with others. (Class Processes and 
Collaborating) 
Agree________ Disagree_______ 
 

 
Category 6: Unique Experience  

1013 
You get to be loud and have fun in this class (Fun and Loud) 
Agree________ Disagree_______ 
 
1024 
Cause we don’t get to do stuff like this very much. It was unique. (It was unique) 
Agree________ Disagree_______ 

 
End. Thank You for Your Input….. 
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Definitions of Key Terms 
 

 
Section I: Hip Hop Culture Terminology 

 
Hip-hop culture----Smith (2007, November) states, “True hip-hop is a term that 
describes the independent collective consciousness of a specific group of inner-city 
people. Ever growing, it is commonly expressed through such elements as: Breakin' 
(dance), Emceein' (rap), Graffiti (aerosol art), Deejayin', Beatboxin', Street Fashion, 
Street Knowledge, and Street Entrepreneurialism. Discovered by Kool DJ Herc in the 
Bronx, New York around 1972, and established as a community of peace, love, unity, 
and having fun by Afrika Bambaataa through Zulu Nation in 1974, hip-hop is an 
independent and unique community, an empowering behavior, and an international 
culture particularly among African American and Latino youth." 
The American Heritage College Dictionary has given hip-hop the following definition: 
"The popular culture of big city and especially innercity youth, characterized by graffiti 
art, break dancing, and rap music—of or relating to this culture." 
 
Evokes Editing Process---Participants claimed that having to write raps make them edit 
and rewrite their raps to get them right. 
 
Extends Learning---Participants claimed that making use of hip-hop culture and rap 
extended their learning into other types of knowledge and skills besides just reading. 
 
Fun---Agnes (1999, p.573) states that the word “fun” denotes, “lively, joyous play or 
playfulness; amusement, sport, recreation, etc. for enjoyment and pleasure. 
 
Improves Learning---Participants claimed that combining reading, rhyming, and rap 
will improve learning. 
 
Improves Reading Accuracy---Forced participants to read carefully to better understand 
the two books they were assigned to read.  
 
Improves Reading Comprehension---Participants claimed that having to write raps 
from what the books they read made them read more carefully and understand the book 
better. 
 
Increases Long-Term Retention---Participants claimed that having to write raps and 
actually rap their song into the microphones helped them remember the knowledge 
gained from the book. 
 
Music Preference---Participants claimed that their music preference was hip hop and rap 
music.  
 
Novelty---Participants claimed that using hip-hop was a new way to experienced reading 
and learning. 
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Real World Skills---Participants stated that the class had offered skills that could used in 
real life. One participant stated that class was a way to train  future DeeJays. 
 
Tool for Applying New Knowledge--- Participants stated that the class showed them 
that reading and learning could be turned into a real product with the creation of the hip 
hop CD. Hip hop was seen as an academic tool for applying ones new knowledge learned 
from the assigned books. 
 
Vocabulary Acquisition Tool---Participants claimed having to write with rhymes made 
them learn new vocabulary. 
 
 

 
Section II: Authentic and Goal-Based Assessment Terminology 

 
 
Fun Learning Processes---Participants stated that it was fun to go through the processes 
of reading, writing, rhyming, recording, and burning the final product. 
 
Individual Expression---Participants claimed that getting to make a CD allowed them to 
be creatively and individually expressive.  
 
Later Reflection----Participants claimed that getting to make a CD give you something 
to listen to later to reflect on the was learned. 
 
New Experience---Participants stated that getting to make a real audio CD was new 
experience for them. 
 
Read World Product---Participants stated that making the CD was something real to 
them. 
 
Shareable Product---Getting to make a real CD gives you something to share with 
friends and family.  
 
Skill Set to Become a Star---Participants claimed that going through the processes of 
making a CD gives you the skills to become a star one day. 
 
 
Making Real Products---Participants claimed that making a real product like an audio 
CD Motivates Learning.  
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Section III:  Collaborative Learning Environment Terminology 
 

Assists Learning---Participants claimed that working together in group assists learning.  
 
Group Reading Projects Make Learning More Enjoyable----Participants claimed that 
group reading projects made learning more enjoyable. 
 
Personal Learning Preference---Participants claimed that working with others was their 
personal learning style. 
 
The Project is Better with More Ideas---Participants claimed that the project would be 
better the more ideas other students brought to the project. 

 
 

Section IV: “Other” Learning Motivators Terminology 
 

 
You Can Do Something Real and Apply New Knowledge---Participants claimed that 
they got to make real products and apply their new knowledge gained from the books 
they read. 
 
 Technology Use----Participant’s claimed that using the computers, digital cameras, etc. 
other technology motivated them. 
 
Applications of Hip Hop Culture----Participants claimed what motivated them was 
getting to rap, breakdance, graffiti, and deeJay. 
 
Learning New Knowledge and Skills----Participants claimed they like learning new 
things like lyric writing. 
 
Collaboration---Participants claimed that working with other children was also a 
learning motivator. 
 
Unique Experience----Participants claimed the uniqueness and novelty of the class was a 
motivator for them. 
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Technology-Task Engagement  
Video Clip Code form for raters 

 
Instructions:  

Each numbered technology type and bulleted technology use statement below is 
associated with a particular video clip. Unfamiliar words are italicized. If you need 
terminology assistance, please use the appended unfamiliar terminology reference on 
page 14. You will read each of these statements below, view its associated video clip, and 
lastly decide whether you agree or disagree with the statement based on the video clip. 
On your paper-based coder form, put a checkmark by the word “YES” if you agree with 
the statement. Put a checkmark by the word “NO” if you do not agree with the statement.    

You will view the video clips on your assigned laptop. Each video clip is 10 
seconds or less in length. There are 47 total video clips. You may use the controls on the 
media player to pause or play the clip. To review or replay a particular video clip, click 
on the numbered hyper- links to the left of the media player.  
 
 
(1) African Drums  

• The African drums were used to practice rhythms and teach participants how to 
count beats. 

 
YES____ 
 
NO_____ 
 
 
(2) Airbrush  

• The airbrush (see terminology reference) was used to create personalized and 
stylized art centered on tagging (see terminology reference) ones first or last 
name. 

 
YES____ 
 
NO_____ 
 
 
(3) Audio-Technica AT2020 Condenser Microphones 

• The AT2020 condenser microphones (see terminology reference) were used for 
recording and rehearsing vocal tracks. 

 
YES____ 
 
NO_____ 
 
 

Continue to next page…… 
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(4) Avery CD Label Press and Paper  
• CD labels were printed utilizing an Avery label template in coordination with the 

laser printer. These labels were then pressed on by gently peeling them off and 
pressing them onto the CD with a CD-label press.  

 
YES____ 
 
NO_____ 
 

 
 
(5) Dell Color Laser Printer 3100 series  

• The printer was used for the wireless printing of jewel case inserts and CD labels.  
 
YES____ 
 
NO_____ 
 
  
 
(6) Hewlett-Packard Combination Scanner/Printer  

• Participant’s scanned their math/science/hip hop culture inspired drawings onto a 
laptop computer. Participants then imported these scanned images into Nero label 
creating software for their CD labels and jewel case insert art.  

 
YES____ 
 
NO_____ 
 

 
 
(7) Jewel Cases  

• Generic jewel cases (see terminology reference) were stuffed with artistic inserts 
that represented knowledge learned regarding math, science, and hip-hop culture 
themes. 

 
YES____ 
 
NO_____ 
 
 
 
 
 

Continue to next page…… 
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(8)  Kitchen Timer  
• Participants used the timer to limit themselves to 15-minutes each with the digital 

camera.  
 
YES____ 
 
NO_____ 
 
 
(9)  M-Audio Mobile Pre ASIO USB 2.0 Soundcard 

• The Audio Stream Input Output (ASIO) (see terminology reference) Mobile-pre 
USB sound card was used by participants to monitor their beat in headphones 
while simultaneously inputting their vocal data. 

 
YES____ 
 
NO_____ 
 

 
 
(10)  Microboard’s 10-CD Duplication Tower   

• Participants rapidly duplicated (burned) their mastered rap CD with this 
technology. 

 
YES____ 
 
NO_____ 
 
 
 
(11)  Microboard’s 1 DVD- Duplication Machine  

• Participant’s rapidly duplicated their class activities DVD video with this 
technology. 

 
YES____ 
 
NO_____ 
 
 
 
 

Continue to next page…… 
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Digital Audio Workstation (DAW) Desktop Computer: 
 

• (12) Making beats.   Participants collaborated with mentor teachers using the 
DAW (see terminology reference) in the creation and arrangement of beats for 
songs with Ableton Live 6.0 audio software.  The DAW processed the 
arrangements and organizations of these beats. 

 
YES____ 
 
NO_____ 
 

 
• (13) Use of Ableton Live 6.   Participants used Ableton Live 6 (see terminology 

reference) software on the DAW for its multi-track capability to record, save, 
mix, and render lyrics they rapped.  

 
YES____ 
 
NO_____ 
 
 

 
• (14)  Recording raps.  The DAW was used to record individual student raps.  

 
YES____ 
 
NO_____ 
 

 
• (15)  Teacher/Student Collaboration with vocal input.  Mentor teachers often 

used the DAW to collaborate with participants during their vocal input to help 
them stay on beat and offer encouragement. 

 
YES____ 
 
NO_____ 

 
• (16) Peer Collaboration with vocal input.  Participants collaborated with each 

other on their math/science raps. Participants monitored their beats with two 
headphone. This allowed others to listen, offer encouragement, and sometimes rap 
along.   

 
YES____ 
 
NO_____ 

Continue to next page…… 
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• (17) Playback and review or recorded song.  Dual VGA monitors allowed 
mentor teachers to watch their recordings on one screen and open Windows 
Media Player on the other to playback rendered .wav files. Participants enjoyed 
looking at their music while the media player’s visualizations were active.  

 
YES____ 
 
NO_____ 
 
 
 
 
 

Continue to next page…. 
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Digital Camera:  
 

• (18) Peer Recognition.  The digital camera was used by participants to recognize 
peer activities and accomplishments during the class. 

 
YES____ 
 
NO_____ 
 
 

• (19) Document Reading/Writing Activities.  The digital camera was used by 
participants to document individual peer reading/writing activities.  

 
YES____ 
 
NO_____ 
 
 

• (20) Technology Used during Class.  The digital camera was used by the 
participants to document technology used by their peers during the class. 

 
YES____ 
 
NO_____ 
 
 

• (21) Collaborative Reading/Writing Activities.  The digital camera was used by 
participants to capture their peer’s collaborative reading/writing activities. 

 
YES____ 
 
NO_____ 
 

•  (22) Learning to Use the Camera.  Participant collaborated with each other to 
learn basic digital camera functionality. 

 
YES____ 
 
NO_____ 
 
 
 
 
 

Continue to next page…. 
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• (23)  Dramatic play and antics.  Participants used the digital camera to capture 
their friends and peer’s dramatic play and silly antics.   

 
 
YES____ 
 
NO_____ 
 
 

• (24)  Show off work.  Participants used the digital camera to show off their peer’s 
work and products produced (i.e., song writing, graffiti art) during the class. 

 
YES____ 
 
NO_____ 
 
 

• (25) Improvisational Performances.  Participants used the digital camera to 
capture their peers improvisational hip-hop dance performances. 

 
YES____ 
 
NO_____ 
 
 

• (26) Review and Reflect.   Participants used the digital camera’s “play back” 
mode to review and reflect on class activities via with the camera’s LCD screen.  

 
YES____ 
 
NO_____ 
 
 
 

• (27) Family learning atmosphere.  Participants used the digital camera to 
capture a family-like learning atmosphere where teachers and students held 
informal discussions while working towards the class goals.  

 
YES____ 
 
NO_____ 
 
 
 

Continue to next page…. 
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•  (28) Document Learning Resources.  Participants used the digital camera to 
document books and other learning resources available during the class. 

 
YES____ 
 
NO_____ 
 
 

• (29)  Teaching DJ Skills.  Participants used the digital camera to capture their 
peers teaching DJ skills to one another. 

 
YES____ 
 
NO_____ 
 
 

• (30) Dramatic Poses.  Participants used the digital camera to capture dramatic 
poses of their peers and friends. 

 
YES____ 
 
NO_____ 
 
 

• (31) Capture Objects.  Participants used the digital camera to capture objects 
such as Converse shoes. 

 
YES____ 
 
NO_____ 
 
 
 
 

 
Continue to next page…. 
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DJ equipment (i.e., Two Denon DNS1000 digital turntables and a Numark 2-
channel USB digital mixer): 
 

• (32) Using Turntables to Record Remixes.   Participants used the two digital 
turntables and mixer to remix their songs with emulated scratching, sound effects, 
beat juggling, and tempo alterations. Data was transferred from the Numark 2-
channel USB to the DAW with a USB cable. Ableton Live 6.0 was used to 
capture this remixed data.  

 
YES____ 
 
NO_____ 
 
 

• (33) Use of Turntables to Rehearse Remixes.  Participants rehearsed their 
remixes with the Digital Turntables and mixer while others danced to the music. 

 
YES____ 
 
NO_____ 
 
 

• (34) Division of Labor.  While using the DJ equipment  (see terminology 
reference) participants assigned each other specific jobs and duties. Some 
participants used the turntables; one ran the mixer, while another added sound 
effects with an effect processor. 

 
YES____ 
 
NO_____ 
 
 
 
 
 

Continue to next page…. 
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Uses of the Laptops: 
 

• (35) Participant’s using MS Word.  Individual participants were observed using 
the laptops to word process their science/math-based rap lyrics with Microsoft 
Word. 

 
YES____ 
 
NO_____ 
 
 

• (36) Mentor Teacher Collaborating with Participants on Laptops. Teachers 
were observed using the laptops to assist participants with the word processing of 
their rap lyrics. This was especially true with the younger children who had little 
keyboarding experience. 

 
YES____ 
 
NO_____ 
 
 

• (37)  Participants Collaborating with MS Word on Laptops.  One laptop 
became a collaborative portal for team writing. Many participants struggled with 
the writing process. This peer collaboration appeared to ease the tension and 
difficulty during the writing processes.  

 
YES____ 
 
NO_____ 
 
 

• (38) Use of Rhymezone.com.   Participants used the laptops for wireless Internet 
access to utilize www.rhymezone.com. This is an Internet-based resource 
database that allows one to find rhymes to words after submitting a word into a 
text field.  

 
YES____ 
 
NO_____ 
 
 

Continue to next page…. 
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• (39) Use of Graffiticreator.net.  Participants used the laptops for wireless 
Internet access to utilize www.graffiticreator.net. This is an Internet-based digital 
graffiti tool. Participants printed out this stylized graffiti (see terminology 
reference) participants by copying and pasting the final image into MS Paint.  

 
YES____ 
 
NO_____ 
 
 

• (40) Creating CD label and Jewel Case Inserts. Participants’ used Nero burning 
software on the laptops to design CD labels and jewel case inserts for their CD. 

 
YES____ 
 
NO_____ 
 
 

• (41)  Teachers using MS Word.  Teachers used MS Word on the laptops to 
compose letters to parents about the class and possible concert.  

 
YES____ 
 
NO_____ 
 
 
 

• (42)  Teacher’s Assessment of Work Quality. Mentor teachers reviewed and 
assessed participant’s writing quality on the laptops after the songs were saved.  

 
YES____ 
 
NO_____ 
 
 

• (43)  Formalize a Division of Labor.  It was observed that participants utilized 
MS Word on the laptops to create a division of labor in which participants were 
assigned individual duties and jobs (i.e.,emcee, dancer, oral poet, and DJ).  

 
YES____ 
 
NO_____ 
 

Continue to next page…. 
 
 

http://www.graffiticreator.net/
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Peavey Escort PA System: 
 

• (44)  Broadcast Remixes.  Participants used the PA system (see terminology 
reference) participants to broadcast remixes of their songs to the entire class  

 
YES____ 
 
NO_____ 
 
 

• (45) Emcee Practice and Free Style Rapping. Participants used the PA system 
to introducing emcees (see terminology reference) participants as performers. 
Other participants practiced free style (see terminology reference) participants 
rapping  

 
YES____  
 
NO_____ 
 
 
 

Continue to next page…. 
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Senhauser Headphones:  
 

• (46)  Monitoring Beat.  Participants used the headphones to monitor their beat 
while recording their vocal track.  

 
YES____  
 
NO_____ 
 
 

• (47)  Sharing and Collaboration.  Participants used the headphones for sharing 
and collaborating on songs. 

 
YES____  
 
NO_____ 
 
 
 

End… 
 

Thank you… 
 

 
 

Unfamiliar Terminology Reference 
 

All types of technology terms below and their referential numbers match its equivalent on 
the coder from above. Unfamiliar terms located within the description of technology use 
are represented as indented bullets. Terminology definitions are taken from Webster’s 
(Agnes, 1999) College dictionary (4th ed.), The Online Urban Dictionary 
(http://www.urbandictionary.com/), Wikipedia (http://en.wikipedia.org/wiki/Main_Page), 
and one “how to” DeeJay textbook. 
 
 
Aibrush (2).  Agnes (1999) states, “an airbrush is a kind of atomizer operated by 
compressed air and used for spraying on paint or other liquids” (p.29). 

• Tag. A personal and stylized signature done in graffiti style, but can denote any 
type of graffiti art in general (Tag, November, 2007). 

 
Condenser Microphone (3).  “Condenser microphones produce a high-quality audio 
signal and are now the popular choice in laboratory and studio recording applications. 
They require a power source, provided either from microphone inputs as phantom power 
or from a small battery” (Microphone, November, 2007). 
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Jewel Case (7).  “Is the packaging that accompanies CDs, DVDs, and other formats of 
optical media. As a general rule, most such packaging is rigid or semi-rigid and designed 
to protect the media from scratches and other types of exposure damage”(Optical Disc 
Packaging, November, 2007). 
 
ASIO Sound Card (9).  “Audio Stream Input/Output (ASIO) is a computer protocol for 
digital audio specified by Steinberg, providing a low-latency and high fidelity interface 
between a software application and a computer's sound card” (Audio Stream 
Input/Output, November, 2007). 
 
Digital Audio Workstation (DAW) (12).  “A digital audio workstation (DAW) is a 
computer system designed to record, edit, and play back digital audio.  Key features of 
DAWs are the ability to freely manipulate recorded sounds, much like a word processor 
manipulates typed words” (Digital Audio Workstation, November, 2007). 
 
Ableton Live (13).  “Ableton Live is a loop-based software music sequencer for 
Macintosh and Windows by Ableton. The latest major release of Live, Version 7, was 
released in October 2007. Unlike other software sequencers, Live is designed around the 
notion of being as much an instrument for live performances as a tool for composing and 
arranging.” (Ableton Live, November, 2007). 
 
DJ Equipment (32).  Graudiuns (2004) discuss DJ tools as turntables, CD players, 
cassette players, and digital devices such as laptops and MP3 players selecting music for 
an intended audience within a staged performance setting often manipulating sound for 
various purposes with this technology. 
 
Graffit Art (39).  Agnes (1999) states the word “graffiti” denotes, “inscriptions, slogans, 
drawings, etc. scratched, etched, spray painted, or drawn on walls and other public 
surfaces. 
 
Public address system (PA) (44). A PA system is a set of devices containing 
amplification, speakers, and audio signal processing capabilities for instruments and 
human vocals (Public address, 2007).  
 
Emcee (45). “In the early 1970s, the term Emcee became associated with what would 
eventually become known as the rapper in hip-hop / rap music and culture. Originally, the 
term was simply used as Master of Ceremonies. It's believed that the first musician to call 
himself an MC was Melle Mel from Grandmaster Flash. Traditionally, an MC uses 
rhyming verses, whether pre-written or freestyled, to introduce and praise the DJ he or 
she works with, and to hype up the crowd. As hip-hop progressed, the title MC has been 
thought to mean a number of acronyms such as Microphone Controller, "Microphone 
Commander", Mic Checka, Music Commentator, and one who Moves the Crowd” 
(Master of Ceremonies, November, 2007). 
 
Freestyle Rap (45).  “An improvisational form of rapping, performed with few or no 
previously composed lyrics, which is said to reflect a direct mapping of the mental state 
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and performing situation of the artist. It is non-scripted, non-rehearsed, uncut, and the 
rawest form of hip-hop. Artists will often refer to places and objects in their immediate 
setting. Freestyle rapping forces an individual to think on the spot, describe his or her 
surroundings, and, to a certain degree, rap uncensored from what is inside” (Freestyle 
rap, November, 2007). 
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Learning Journal Rater Codeform 
 
Directions for Raters 
Each number below represents one participant in the study. Each bulleted item is one 
distinct learning statement extracted from the participant’s exact words. The researcher 
has checked the box beside the learning category that he feels is correct. Your job is to 
decide whether you agree or disagree with the researcher’s choice by placing a 
checkmark on the line beside agree or disagree. 
Note: The appendix includes definitions of these four categories with supporting 
examples from participant’s learning claims under each. Please refer to these definitions 
and supporting examples frequently before responding to each item. There are a total of 
99 learning statements to respond to. It should take about 30 minutes to complete this 
instrument. 
 
1036  

• I learned how to use rhymezone.com to help with rhymes (1) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

• I learned how to convert a book into a rap song (2) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

• I learned to work with friends and create a project (3) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
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• I learned to draw with hip-hop drawing books (4) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

• I learned to take and record pictures with the digital camera (5) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 
 
 
 
 
 
 

Continue to next participant…. 
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1040   

• I learned how to make a rap with rhymes (6) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

• I learned some math concepts (7) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned digital turntable remixing and use of an echo loop with (8) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned how to burn disks and make DVD discs (9) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
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• I learned how to make beats on the computer (10) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

•  I learned how to make videos and take pictures on the camera (11) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 
 
 
 

Continue to next participant…. 
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1029   

• I leaned how to mix songs together (12) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned to draw from the hip hop drawing books (i.e., graffiti inspired 
drawing) (13) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned how to put the cover on the CD (i.e., make a jewel case insert 
cover on the laptops) (14) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned to airbrush (i.e., graffiti style applications) (15) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
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• I learned about forest animals (16) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 
 
 
 
 

Continue to next participant…. 
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1028  
• I learned we are not taking care of our ponds (17) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned to make a simple beat on the computer (18) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned that it is hard to be a DJ (19) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned that writing a song is difficult (20) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
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• I learned about islands from my song  (21) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 
 
 
 

Continue to next participant…. 
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1022  
 

• I learned you can graffiti airbrush on paper and T-shirts (22) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned to take a book and turn it into a rap song (23) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned to do stuff on the DJ turntables (24) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned that there are lots of different spiders (25) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
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• I learned about turtles thirty years old (26) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

• I learned how to make song beats on the audio workstation computer  
(27) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 
 
 

Continue to next participant…. 
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• I learned the steps of making a CD (i.e., burning, etc.)(28) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned the reason for seasons is the revolving Earth (29) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned that making songs is hard (30) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

 
 

Continue to next participant…. 
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• I learned it takes time to make a CD (31) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned if your are going to be a DJ both turntables must be at the same 
tempo (32) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned it takes a lot of people to make a CD (33) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned reading isn’t just boring when you make it fun (34) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
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• I learned it makes it easier to work with groups of people (35) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Continue to next participant…. 
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1019   

• I learned how to hip-hop (participant pointed to a dancing stick figure 
drawing drawn on a piece of paper) (36) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 

Continue to next participant…. 
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• I learned that when DeeJaying you must keep your tempos matched 
between turntables (37) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned that there are four elements of Hip-Hop: Graffiti, lyrics, 
breakdancing, and turntabilism (38) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned there are five oceans instead of just four (39) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

 
 
 
 

Continue to next participant…. 
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1025 

• I learned that rivers and streams are important because they help us live 
in the world (40) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned to rap to a beat (41) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 

• I learned that rivers and streams are flowing bodies of water (42) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned that rivers allow us to deliver supplies and more (43) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
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• I learned that weather in rivers comes from rain, snow, and other sources 
(44) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned the longest river in the world is the Nile at 4,160 miles (45) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned the Mississippi River is the longest river in North America (46) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned Antarctica does not have rivers because it’s too cold (47) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 



                                     Texas Tech University, Chris Deason, May 2008  

279 

 
• I learned 3-D graffiti drawing (48) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned about Falcons (49) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

 
 
 
 

Continue to next participant…. 
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1008  

• I learned that puppies like to bark and run (50) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned when butterfly wings are dry they can fly (51) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

 
 

 
Continue to next participant…. 
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1010      

• I learned there is jungles in South America (52) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

• I learned jungle’s are hot (53) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

• I learned it often rains hard in the jungles (54) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

• I learned in the jungle there are many rivers, pools, animals, big water 
lilies, and fish live in the rivers (55) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 

 
Continue to next participant…. 
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1014  
  

• I learned my book was about sleeping (60) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 
 
 
 
 
 
 

Continue to next participant…. 
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1030  

• I learned the names of a circle (61) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned how to make computer beats (62) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Continue to next participant…. 
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1035  

• I learned a plain is a large area of land that is flat (63) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned how to graffiti airbrush flames on a T-shirt (64) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

 
 
 
 
 
 
 
 

 
Continue to next participant…. 
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1031  

• I learned it isn’t hard to make a song (65) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 
 
 

Continue to next participant…. 
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1023   

• I learned about rap song writing (66) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned about graffiti airbrushing (67) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 
 

Continue to next participant…. 
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1027  

• I learned how to make beats on the computer(68) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned how to use Rhymezone.com to help with rhymes (69) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 
 
 
 
 
 
 
 

Continue to next participant…. 
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1026  

• I learned that rapping rhymes is fun (70) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned you have to sing, rhyme, and pick your own beat to make a hip-
hop song (71) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 
 
 

Continue to next participant…. 
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1011 I learned how to read in sound engineering and learned to rap. It is fun in sound 
engineering. 
• I learned how to read (72) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 

• I learned how to rap (73) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 

 
 
 
 

 
Continue to next participant…. 
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1016   
• I learned how to rap on a CD and microphone (74) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 

Continue to next participant…. 
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1017  
• I learned about music, raps, beats (75) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 

Continue to next participant…. 
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1018  
• I learned about the scratchers (i.e., digital turntables) (76) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned how to write a rap song (77) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned how to use the digital camera (78) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 

Continue to next participant…. 
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1002  
• I learned how to use a mouse, condenser microphone, and MIDI (79) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned how to rap (80) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 
 
 
 

Continue to next participant…. 
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1007  
• I’ve learned how to work a laptop  (81) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I’ve learned how to work a digital camera (82) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I’ve learned to use rhymezone.com to help with rhymes(83) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned how to graffiti airbrush my name  (84) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
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• I learned how to make a rap song from a book  (85) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

 
 
 
 
 
 
 
 
 
 

 
Continue to next participant…. 
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1004     
• I learned how to write a rap about my book  (86) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 

 
 
 
 
 
 

 
Continue to next participant…. 
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1006  
• I learned how to rap on a CD (87) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 

Continue to next participant…. 
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1043  
• I learned about using the laptops (88) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned to use rhymezone.com (89) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 

Continue to next participant…. 
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1051  
• I learned about kangaroos and one-celled organisms. They don’t come out 

of their mother’s pouch for 6 months after being born (90) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I’ve learned what it was like to record a song (91) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned to use rhymezone.com to help with my rhymes (92) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
         
 
 
 
 

Continue to next participant…. 
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1005 
• I learned how to work on a laptop (93) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned how to make a beat for a song on the computer (94) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned how to keep a baby clean (95) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 
 
 
 
 

Continue to next participant…. 
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1003  
 
• I learned about the computer screen and keyboard (96) 

Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I learned about silkworms and moths (97) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I’ve learned my rap song  (98) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 
 
 

• I’ve learned rap is my favorite thing to do (99) 
Technology Applications (e.g., I learned to make computer beats)  
Book Content (e.g., I learned about dolphins)  
General Reflections and Realization of Learning (e.g.., I learned song writing is easy)   
Hip-Hop Culture Applications (e.g., I learned Hip Hop dancing) 

 
Agree_______ 
 
Disagree_____ 

END. 
Thank you for your valuable input. 
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Explanation and Definitions of Emergent Learning Themes 

 
Four general learning themes emerged based on a content analysis of participant’s 
learning journals. These four themes are discussed and defined below. Specific examples 
quoted directly from participant’s learning journals are bulleted below each theme. The 
four emergent learning themes include the following: Technology Applications, Book 
Content, Self-Realized Learning Processes, and Applications of Hip-Hop Culture 
 
1. Technology Applications (i.e., digital camera, laptops, wireless Internet, digital 
audio workstation) Agnes (1999) states, “a laptop is a microcomputer small and light 
enough to sit on the user’s lap and containing, in a single unit, a keyboard, LCD screen, 
microprocessor, and usually a rechargeable battery” (p.807). Participants used the audio 
workstation to make beats and record their song lyrics. Digital cameras were also 
available for participant use during the study. Participants used the laptops in this study to 
burn CDs, DVDs, access writing support websites such as Rhymezone.com and Visual 
Thesaurus.com, word process, and access Internet-based hip hop culture learning 
resources such as GraffitiCreator.net.  

• I learned to use rhymezon.com to help with rhymes 
• I learned how to make a beat on the computer 
• I learned to burn DVD discs 
• I learned how to make a CD 
• I learned to use the keyboard 
• I learned to work a laptop   
• I learned about the computer screen and keyboard 
• I learned to make beats on the computer 
• I learned to take pictures and make digital movies 
 

2. Book Content  
Each participant was randomly assigned two science/math related books. Accelerated 
Reader grade level recommendations were used when assigning books to specific grade 
levels. Each participant was assigned a folder containing two graphic organizers. Mentor 
teachers taught participants to use the graphic organizers as tools to organize the content 
information from their assigned books. The information contained on the organizer was 
then used as the material to compose the rap lyrics. 

• I learned about math concepts 
• I learned about forest animals 
• I learned we are not taking care of our ponds 
• I learned about islands 
• I learned there are lots of different kinds of spiders 
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3. General Reflection and Realization of Learning 
Reflection is thinking for an extended period by linking recent experiences to earlier ones 
in order to promote critical consciousness and develop more complex and interrelated 
mental schema (Freire, 1973; Caine & Caine, 1991). Realization can be defined as 
coming to learn or understand something more clearly. Stein (1980) states realization is, 
“to grasp or understand clearly” (p.1099).Many participants made realization claims 
pertaining to the class. There are four examples below. 

• I learned it isn’t hard to make a song 
• I learned writing songs is hard work 
• I’ve learned rap is my favorite thing to do 
• I learned that rapping rhymes is fun 
• I learned about the Four elements of Hip-Hop: Graffiti, Emceeing, Breakdancing, 

and Turntabilism 
 
 

4. Applications of Hip-Hop Culture 
Smith (2007, November) states, “True hip-hop is a term that describes the independent 
collective consciousness of a specific group of inner-city people. Ever growing, it is 
commonly expressed through such elements as: Breakin' (dance), Emceein' (rap), Graffiti 
(aerosol art), Deejayin', Beatboxin', Street Fashion, Street Knowledge, and Street 
Entrepreneurialism. 

• I learned Hip Hop dancing (breakdancing) 
• I learned how to turn a book into a rap (Emceeing) 
• I learned how to rap 
• I learned how to rap on a CD and microphone                                                                   
• I learned how to rap on a CD  
• I learned 3-D graffiti style drawings of Hip Hop culture (Graffiti art techniques) 
• I learned digital turntable remixing (Deejay Skills) 
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Code Form for Raters (Photo-Elicited Interviews)  
 
Instructions for raters. Please read the interview question, study each of the 
photographs, read the participant’s response, and lastly read the results. Put a check on 
the line beside “yes” if you agree with the results. Put a check beside “no” if you do not 
agree with the results. A key of unfamiliar terms is appended at the back of this code 
form. Please refer to this frequently before responding to the choices. Identifying 
characteristics of the teachers and children have been blurred to protect their identity and 
honor the parent’s and children’s privacy. Thank you for your participation in this 
research study. 
 
1. Which photograph did you take that shows what makes children want to read and learn 
in this class?  Now, explain why you feel this way. 
 
 
(1005---Emma’s chosen photograph) 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Emma’s responses: 
Which? Mr. Horton and Ethan are working together on a song.  
Why?    Mr. Horton is helping Jose understand the book and write his song. Working 
together with others makes things fun. 
 
Results: Teacher Collaboration ----------------> Increases understanding and increases 
fun. 
 
____Yes 
 
 
____No 
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2. Which photograph did you take that shows what makes children want to read and learn 
in this class?  Now, explain why you feel this way. 
 
 (1008---Jessica’s chosen photograph)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
Jessica’s responses: 
Which? Mr. Horton is helping Rosy work on her song lyrics. 
Why?    We need help to write. 
 
Results: Teacher Collaboration---------------> Assists learning (i.e., writing assistance) 
 
 
_____Yes 
 
 
_____No 
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3. Which photograph did you take that shows what makes children want to read and learn 
in this class?  Now, explain why you feel this way. 
 
(1006---Jacob’ chosen photograph)  
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Jacob’s Responses: 
Which? I’m getting to work with my friend Ethan in a class and he is getting to rap like 
he is on the microphones. 
Why?    He is getting to sing the song that he wrote on liquids and solids from his book. 
It is his own work. 
  
 
Results: Peer Collaboration and Cultural Relevancy (rap)-----------------------> Authentic 
assessment and  Individual expression 
 
 
 
_____Yes 
 
 
_____No 
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4. Which photograph did you take that shows what makes children want to read and learn 
in this class?  Now, explain why you feel this way. 
 
(1002---Ethan’s chosen photograph)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Getting to work with my friend Jacob on raps. I love his rap on dolphins. 
Why?    Getting to work with my friend on a project is fun. 
. 
 
Results: Peer Collaboration and Cultural relevancy--------------->Makes learning fun 
 
 
 
_____Yes 
 
 
_____No 
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5. Which photograph did you take that shows what makes children want to read and learn 
in this class?  Now, explain why you feel this way. 
 
(1003---Sarah’ chosen photograph)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Getting to make my own CD and work with Jacob. Jacob is holding up one of his 
songs and sharing it with me 
Why? It is fun to make 
  
 
Results: Peer collaboration, Sharing, and Authentic Assessment------------------> Makes 
Learning Fun 
 
 
_____Yes 
 
 
_____No 
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6. Which photograph did you take that shows what makes children want to read and learn 
in this class?  Now, explain why you feel this way. 
 
(1051---Amy’ chosen photograph)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? This class uses rapping and graffiti. 
Why? I like hip-hop music and the elements of hip-hop to make learning fun] 
  
 
Results: Cultural Relevancy (rapping & graffiti)---------------------------> Makes Learning 
Fun 
 
_____Yes 
 
 
_____No 
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7. Which photograph did you take that shows what makes children want to read and learn 
in this class?  Now, explain why you feel this way. 
 
(1007---Kate’s chosen photograph)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Teachers get to work with the kids and help with the project. 
Why? Sarah is getting help from Mr. Horton and that helps you learn. 
  
 
 
Results: Teacher collaboration----------------------> Assists Learning 
 
 
 
_____Yes 
 
 
_____No 
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8. Which photograph did you take that shows what makes children want to read and learn 
in this class?  Now, explain why you feel this way. 
 
(1019---Jenny’s chosen photograph)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? I get to play with my friend here Noah. 
Why? Working together and sharing make the class fun. 
  
 
Results: Peer collaboration & Sharing------------------>Makes learning fun 
 
_____Yes 
 
 
_____No 
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9. Which photograph did you take that shows what makes children want to read and learn 
in this class?  Now, explain why you feel this way. 
 
(1010---Gavin’ chosen photograph)   
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Getting to work with my crazy friend Kevin after I read my books. I really did 
not read everything. I just like to be crazy in here 
Why? This class makes learning, reading, and rhyming lots of fun 
  
 
Results: Peer Collaboration--------------------------->Makes learning, reading, & rhyming 
fun 
 
 
_____Yes 
 
 
_____No 
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10. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
(1013---Lauren’s chosen photo)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? I’m working with my friend Gavin. He is fun. Can’t you see his funny teeth? 
Why?   Working with funny people makes learning fun. 
  
 
Results: Peer Collaboration--------------->Makes learning fun 
 
 
_____Yes 
 
 
_____No 
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11. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
(1014-William’s chosen photo)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? My friend Elijah make this class fun. His glasses are really funny.  
Why?    Learning with friends makes it funner than working by yourself. 
  
 
Results:  Peer Collaboration-------------------->Makes learning fun 
 
 
_____Yes 
 
 
_____No 
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12.  Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
(1018-Veronica’s chosen photo)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
Which? Getting to learn how to use turntables. 
Why?   You get to scratch and learn how to DJ. I’ve learned to press play, stop, and 
record.] 
  
 
Results: Cultural relevancy (DJ Skills)--------------> Learning DJ (technology skills) 
 
 
_____Yes 
 
 
_____No 
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13.  Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1017 (Sophie’s chosen photograph)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? We get to write out own songs like Joseph is doing. 
Why?   We get to write our raps. They belong to us. 
  
 
Results:  Authentic assessment---------------------->Ownership of learning 
 
 
 
_____Yes 
 
 
_____No 
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14.  Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1020 (Steven’s chosen photograph)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? This picture that shows us working together like a family making graffiti with 
the airbrush. 
Why? If we work together like family maybe more people will be friends. We will be 
better people if we learn to get along. We need to help people survive and give each other 
what we need. 

  
 

Results: Peer collaboration---------------------->Family learning atmosphere encourages 
tolerance & human survival 
 
 
 
_____Yes 
 
 
_____No 
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15.  Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1009 (Nathan’s chosen photograph)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Rapping like Steven is rapping. 
Why?    Rapping makes learning fun. 
  
 
Results: Cultural relevancy (rapping)--------------------->Makes learning fun 
 
 
_____Yes 
 
 
_____No 
 
 
 
 
 
 
 
 
 
 



                                     Texas Tech University, Chris Deason, May 2008  

320 

 
 
 
16. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1015 (Kevin’s chosen photograph)   
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? Mr. Horton is helping Gavin and Azriel write their rap from their books on the 
laptops. 
Why?    Teachers like Mr. Horton help us learn better. 
  
 
 
Results: Teacher Collaboration---------------------------->Assists learning 
 
 
_____Yes 
 
 
_____No 
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17. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
 
1001 (Noah’s chosen photograph)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? We get to use all this technology like these speakers, microphones, and 
computers and stuff. 
Why?    It will help us learn more.  
 
 
Results: Technology use------------------------------->Assists learning 
 
 
_____Yes 
 
 
_____No 
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18.  Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1011 (Azriel’s chosen photograph)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Mrs. Kimberly working with Sophie. Teachers are helping us in here. It helps us 
learn more. 
Why?     We need help learning how to record and use the microphones. It is all about 
working together to help us learn. 
 
Results: Teacher collaboration------------------------->Assists learning 
 
 
_____Yes 
 
 
_____No 
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19. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1034 (Azibo’s chosen photograph)   
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? Getting to use Ableton Live 6 to record our hip-hop songs from our books.] 
Why?   We get to arrange our own tracks in Ableton Live 6, and then making a CD] 
  
 
Results: Technology use & Cultural Relevancy----------------------->Authentic 
assessment, Individual expression, Ownership of learning 
 
 
_____Yes 
 
 
_____No 
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20. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1036 (Amani’s chosen photograph)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Getting to rap and use hip-hop for learning. 
Why?    Rapping is challenging and you make a lot mistakes. You have to teacher 
yourself to fall and get back up. Mistakes happen a lot. 
  
 
Results: Cultural Relevancy (i.e., rap and Hip Hop)------------------------->Creates a 
challenging learning context where mistakes are the best teacher 
 
 
 
_____Yes 
 
 
_____No 
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21. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1035 (Pedro’s chosen photograph)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? Amani writing his hip-hop song.  
Why?   This improves your writing skills and how to spell words using dictionary.com 
and rhymezone.com. This makes learning fun. 
  
 
Results: Cultural Relevancy (Writing rap songs) and using Technology------------------
>Improves writing skills, spelling skills, and is fun. 
 
 
 
_____Yes 
 
 
_____No 
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22. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
  
1028 (Darla’s chosen photograph)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? Azibo laughing. Working together on a project. 
Why?    It is funner to work together on projects. 
  
 
Results: Peer Collaboration--------------------------------------------->Makes learning Fun 
 
 
_____Yes 
 
 
_____No 
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23. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1026 (Josiah’s chosen photograph)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? Mr. Horton and other children helping each other. Working together in class as a 
team. 
Why?   Rapping is not easy and it takes lots of help from others. 
 
  
 
Results: Teacher and Peer Collaboration (i.e., teamwork)-----------------------------
>Assists with difficult project challenges 
 
 
_____Yes 
 
 
_____No 
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24. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1030 (Dewain)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? Amani working with the teacher on his song. Working together with each other. 
Why? To make beats, music, and lyrics takes time. It is challenging work. 
 
 
  
 
Results: Teacher and Peer Collaboration (i.e., teamwork)-----------------------------
>Assists with difficult project challenges  
 
 
_____Yes 
 
 
_____No 
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25. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1031 (Bakia)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? Rapping on the mics.  
Why?   Rapping is fun. 
 
  
 
Results: Cultural Relevancy (i.e., rapping)---------------------->Fun 
 
 
 
_____Yes 
 
 
_____No 
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26. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1029 (Lavonn)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Teachers helping us write.  
Why?   Working together on the song lyrics helps us to learn. 
  
 
Results: Teacher collaboration------------------->Assists learning 
 
 
 
_____Yes 
 
 
_____No 
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27. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1041 (Sabela)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Using turntables and other equipment.  
Why?     It is just cool to learn it. 
  
 
Results: Technology use (DJ technology) --------------------------> Cool (attitude) 
 
 
_____Yes 
 
 
_____No 
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28. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1044 (Paula)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Working with my friends to learn things about equipment and technology. 
Why?   The equipment is fun to play with and looks cool. 
  
 
Results: Peer Collaboration and Technology use----------------->Fun and cool 
 
 
 
_____Yes 
 
 
_____No 
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29. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
 
1023 (Javina)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Getting to perform and rap.  
Why? Recording songs is fun. 
  
 
Results: Cultural Relevance (Rap performances) --------------->Fun 
 
 
_____Yes 
 
 
_____No 
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30. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1048 (Ramses) 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Mrs. Hardaway helping Ambrosia with her song.  
Why?   To be successful you have to work together in here to write theses songs. 
  
 
Results: Teacher collaboration---------------------------->Assists learning and project 
success 
 
 
_____Yes 
 
 
_____No 
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31. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1039 (Breona)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Children working together.  
Why?    It is hard to write songs and good if you can work together. 
  
 
Results: Peer Collaboration--------------------------->Assists with difficult project 
challenges such as writing 
 
 
 
_____Yes 
 
 
_____No 
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32. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1038 (Jataria)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Mrs. Kimberly helping Elsa. 
Why?  Cause getting on the mic and preparing to sing takes help. You have to learn to 
help people in this class. 
  
 
Results: Teacher collaboration------------------------->Assists with project challenges such 
as technology preparation prior to recording 
 
 
_____Yes 
 
 
_____No 
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33. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1040 (Estefan)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Which? Mrs. Kimberly is assisting a student with the digital audio workstation. 
Why?   You have to have somebody monitor the sound coming in from the microphones 
to get a good recording. 
  
 
Results: Teacher collaboration----------------------------->Project success requires 
teamwork 
 
 
_____Yes 
 
 
_____No 
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34. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1047 (Jan)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? Jataria is getting to write her own song.  
Why?   Writing songs is fun. 
  
 
Results: Authentic assessment and Individual expression--------------->Fun 
 
 
 
_____Yes 
 
 
_____No 
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35.  Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
 
1046 (Elsa)  

 
Which? Jataria writing her song. 
Why?    Writing our own original songs. 
  
 
Results: Authentic assessment--------------------->Individual expression 
 
 
_____Yes 
 
 
_____No 
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36. Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1037 (Shawntea)   

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? Children playing with the turntables. 
Why? These are my friends and I like working with them in this class. It take a lot of 
teamwork in this class. 
  
 
Results: Peer collaboration---------------------->Project success requires teamwork 
 
 
_____Yes 
 
 
_____No 
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37.  Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
 
1049 (Rodell)  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? Other children are getting to use turntables and DJ in this class.  
Why?   Children must help other children in this class.] 
 Children? Children using turntables to DJ * 1 
 Why?       Project success requires teamwork * 1 
 
Results: Peer Collaboration------------------------------------------->Assists learning 
 
 
 
_____Yes 
 
 
_____No 
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38.  Which photograph did you take that shows what makes children want to read and 
learn in this class?  Now, explain why you feel this way. 
 
1045 (Esma)  

  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Which? We get to make beats and use DJ turntables. 
Why?    We get to make our own beats. 
  
 
Results: Cultural Relevancy (Beat making & turntables)---------------->Individual 
expression 
 
 
_____Yes 
 
 
_____No 
 
 
 

Continue to next section……. 
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Directions: For this last section you will not look at the participant’s photographs. The 
participants were simply asked to explain what they thought the class was about. Please 
read each participant’s word-for-word responses below. Next, read the researcher’s 
bulleted results. If you agree with the results check “yes”. If you do not agree check “no”. 
 
1005 (Emma) 
Participant response: This class is about helping others and using all kinds of stuff like 
audio workstations to do and make things. 
 
Results:  

• Teacher and Peer Collaboration 
• Technology Use 

 
_____Yes 
 
 
_____No 
 

 
1008 (Jessica)  
Participant response: This class is all about music, songs, and having fun. 
 
Results:  

• Music 
• Song Writing 
• Fun 

 
 
_____Yes 
 
 
_____No 
 
 
1006 (Jacob) 
Participant response: This class is all about rapping and making a music CD. 
 
Results:  

• Rapping 
• Make a CD 

 
_____Yes 
 
 
_____No 
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1002 (Ethan)  
Participant response: This class is about rapping, making raps, and then speaking it into 
the microphone like my friend Jacob is doing in this picture. 
 
Results:  

• Rapping 
• Recording 

 
_____Yes 
 
 
_____No 
 
 
1003 (Sarah) 
Participant response: This class is about making a CD. 
 
Results: 

• Making a CD 
 
_____Yes 
 
 
_____No 
 
 
1051 (Amy) 
Participant response: This class is a fun way to study a subject doing fun things with fun 
things you learn from books. 
 
Results: 

• Fun way to learn from books 
 
_____Yes 
 
 
_____No 
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1007 (Kate) 
Participant response: This class is about making music and rhymes. We get to read and 
then make a rhyme from what we learned. 
 
Results: 

• Making music 
• Rhyming 
• Reading 
 

 
_____Yes 
 
 
_____No 
 
 
 
1019 (Jan)  
Participant response: This class is about rapping. 
 
Results: 

• Rapping 
 
_____Yes 
 
 
_____No 
 
 
 
1010 (Gavin) 
Participant response: Drawing funny pictures and making songs. 
 
Results: 

• Art 
• Song writing 

 
_____Yes 
 
 
_____No 
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1013 (Lauren) 
Participant response: This class is about music, beats, making raps, and making songs. 
 
Results: 

• Music 
• Beats 
• Rapping 
• Song writing 

 
_____Yes 
 
 
_____No 
 
 
1014 (William) 
Participant response: This class is about making music and beats with turntables. It is 
about hip-hop. 
 
Results: 

• Making music and beats 
• Hip-hop 

 
_____Yes 
 
 
_____No 
 
 
1018 (Veronica) 
Participant response: This class is about music. We make beats and record the songs we 
wrote. 
 
Results: 

• Music 
• Making beats 
• Recording songs 

 
 
_____Yes 
 
 
_____No 
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1017 (Sophie) 
Participant response: This class is about music, beats, and rapping. 
 
Results:  

• Music 
• Beats 
• Rapping 

 
_____Yes 
 
 
_____No 
 
 
 
1020  (Steven) 
Participant response: This class is about helping each other. 
 
Results:  

• Helping each other (Collaboration) 
 
_____Yes 
 
 
_____No 
 
 
 
1009 (Nathan) 
Participant response: Sound engineering and stuff like that. We be learning how to rap 
and stuff. 
 
Results: 

• Sound engineering 
• Rapping 

 
 
_____Yes 
 
 
_____No 
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1015 (Kevin) 
Participant response: This music is about music and raps we wrote. 
 
Results: 

• Music 
• Raps 

 
_____Yes 
 
 
_____No 
 
 
 
1001 (Noah) 
Participant response: This class is about using technology. 
 
Results: 

• Technology use 
 
_____Yes 
 
 
_____No 
 
 
 
1011 (Azriel) 
Participant response: This class is about learning how to work with computers. 
 
Results: 

• Technology use 
 

 
_____Yes 
 
 
_____No 
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1034 (Azibo) 
Participant response: This class is about learning things with hip-hop. 
 
Results: 

• Learning with hip-hop 
 
_____Yes 
 
 
_____No 
 
 
1036 (Amani) 
Participant response: This class is about using technology to learn things about science, 
math, writing, reading, and helping others. Using hip-hop like this is a new way to teach. 
 
Results: 

• Technology use for science, math, writing, and reading 
• Hip-hop as a teaching tool 
• Helping others 

 
 
_____Yes 
 
 
_____No 
 
 
1035 (Pedro) 
Participant response: Learning how rappers really do their work. 
 
Results: 

• Real world rap skills 
 
_____Yes 
 
 
_____No 
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1028 (Darla) 
Participant response: Fun. Getting serious though and getting to work is a big part of 
this class. It takes a lot of work to read, write, and rap. 
 
Results: 

• Fun 
• Serious work 
• Reading 
• Song writing 
• Rapping 

 
_____Yes 
 
 
_____No 
 
 
1026 (Josiah) 
Participant response: This class is all about working together. 
 
Results: 

• Collaboration & teamwork 
 
 
_____Yes 
 
 
_____No 
 
 
1030 (Dewain) 
Participant response: This class is about learning how to use all this equipment to make 
a rap CD. 
 
Results: 

• Technolgy use 
• Making a CD 

 
_____Yes 
 
 
_____No 
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1031 (Bakia) 
Participant response: This class is about exploring hip-hop and sound engineering. 
 
Results: 

• Exploring hip-hop 
• Sound engineering 

 
_____Yes 
 
 
_____No 
 
 
 
1029 (Lavonn) 
Participant response: Learning how to write songs and use the computer in creative 
ways. 
 
Response: 

• Song writing 
• Creative computer use 

 
_____Yes 
 
 
_____No 
 
 
1023 (Javina) 
Participant response: Writing songs and rapping. 
 
Response: 

• Song writing 
• Rapping 

 
_____Yes 
 
 
_____No 
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1041 (Sabela) 
Participant response: This class is about music and sound. 
 
Result: 

• Music 
• Sound 

 
_____Yes 
 
 
_____No 
 
 
1044 (Paula) 
Participant response: This class is about making beats, recording, song writing, and 
singing. 
 
Result: 

• Making beats 
• Recording 
• Song writing 
• Singing 

 
_____Yes 
 
 
_____No 
 
 
1048 (Ramses) 
Participant response: Recording, working together, and creating graffit with other kids 
with the airbrush. 
 
Result: 

• Recording 
• Teacher and peer collaboration 
• Graffiti art 

 
_____Yes 
 
 
_____No 
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1039 (Breona) 
Participant response: Learning science and math with raps and rhymes. 
 
Result: 

• Learning science and math 
• Rapping 
• Rhyming 

 
_____Yes 
 
 
_____No 
 
 
 
1038 (Jataria) 
Participant response: Music and rapping. 
 
Result: 

• Music 
• Rapping 

 
_____Yes 
 
 
_____No 
 
 
1040 (Estefan) 
Participant response: Singing, writing, and having fun. 
 
Result: 

• Singing 
• Writing 
• Having fun 

 
_____Yes 
 
 
_____No 
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1047 (Jan) 
Participant response: Making beats, writing songs, and making music 
 
Result: 

• Making beats 
• Song writing 
• Making music 

 
_____Yes 
 
 
_____No 
 
 
1046 (Elsa) 
Participant response: Writing and rapping our rap songs. 
 
Result: 

• Song writing 
• Rapping 

 
_____Yes 
 
 
_____No 
 
 
1037 (Shawntea) 
Participant response: Rapping your songs and getting to graffiti airbrush. 
 
Results: 

• Rapping 
• Graffiti airbrushing 

 
 
_____Yes 
 
 
_____No 
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1049 (Rodell) 
Participant response: Helping others, singing, writing, rapping, and graffiti art. 
 
Results: 

• Helping others 
• Singing 
• Writing 
• Rapping 
• Graffiti art 

 
_____Yes 
 
 
_____No 
 

 
 

1045 (Esma) 
Participant response: This class is making songs from books. 
 
Results: 

• Making songs from books 
 
_____Yes 
 
 
_____No 
 
 
 
 

END  
 
 

Thank You…. 
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Terminology 
 

 
All terminology below is grouped by the emergent data derived from participant’s 
responses. The Terminology is taken from Webster’s (Agnes, 1999) College dictionary 
(4th ed.) and peer-reviewed research articles where noted by a reference other than 
Webster’s college dictionary. 
  
[Which? Explain which photograph best represents what motivates students to read and 
learn in this class. (see the five left justified items: Teacher collaboration, Peer 
collaboration, Cultural relevance, Technology use, and Sharing with others). 

• Why? Explain why you feel this way (see solid bulleted items and hollow 
bullets for definitions).] 

 
[Teacher Collaboration--- Agnes (1999, p.286) states that the word “collaboration” 
denotes working together in some literary, artistic, or scientific undertaking. Lave & 
Wenger (1991) promulgate that classrooms should develop a community of learners built 
around legitimate participation working towards common classroom goals. The teacher is 
just one part of this learning community. 

• Increases understanding--- 
o Agnes (1999, p.1558) states the word “understanding” denotes “to 

get or perceive the meaning of; know or grasp what is meant, 
comprehend.” 

• Makes learning fun--- 
o Agnes (1999, p.573) states that the word “fun” denotes, “lively, 

joyous play or playfulness; amusement, sport, recreation, etc. for 
enjoyment and pleasure. 

• Assists learning--- 
o Agnes (1999, p. 817 states that the word “learning” denotes, “the 

acquisition of a knowledge or skill.” 
• Project success requires teamwork--- 

o Agnes (1999, p.1469) states that “teamwork” denotes, “joint action 
by a group of people in which individual interests are subordinated 
to group unity and efficiency.” 

• Assists with project challenges--- 
o Agnes (1999, p. 243) states that the word “challenges” denote, 

“anything, as a demanding task, that calls for special effort or 
dedication.”] 

 
[Peer Collaboration---Ladson-Billings (1995) claims that that classroom context for 
minorities (i.e., African American) should encourage students to learn collaboratively and 
be responsible for another. 

• Creates family atmosphere---- 
o Agnes (1999, p.512) states the word “family” denotes, “a social 

unit consisting of parents and the children they rear.” 
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• Makes learning fun---  

o Agnes (1999, p.573) states that the word “fun” denotes, “lively, 
joyous play or playfulness; amusement, sport, recreation, etc. for 
enjoyment and pleasure. 

• Assists learning--- 
o Agnes (1999, p. 817 states that the word “learning” denotes, “the 

acquiring of a knowledge or skill.” 
• Project success requires teamwork--- 

o Agnes (1999, p.1469) states that “teamwork” denotes, “joint action 
by a group of people in which individual interests are subordinated 
to group unity and efficiency.” 

• Assists with project challenges---  
o Agnes (1999, p. 243) states that the word “challenges” denote, 

“anything, as a demanding task, that calls for special effort or 
dedication.] 

  
[Cultural Relevance---Gloria Ladson-Billing’s (1995) research found that minority 
children, particularly African American children learn best in a learning environment 
where the expectancy and value of academic success remains consistently high, a 
collaborative social context is nurtured, dynamic and authentic assessment is employed, 
and makes use of children’s cultural competency (i.e., hip-hop culture in this case). 

• Beat making and DJing allows for individual expression--- 
o Agnes (1999, p.126) states the word “beat” denotes, “a unit of 

rhythm in music or verse.”  
o  Agnes (1999, p.410) states the word “DJ” is and abbreviation for 

the word disk jockey. A disc jockey is someone who plays popular 
recorded music for a party, hip-hop concert, etc. 

• Hip-hop culture (Performance, Rapping, Graffiti, and DJing makes 
learning fun)---- 

o Agnes (1999, p.675) states the word “hip-hop” denotes a form of 
popular music that originated among inner-city African-American 
youths in the 1980s, drawing on rap, funk, street sounds, and 
fragments of melody and rhythm borrowed from previously 
recorded sources also associated with the culture of hip-hop 
fashion, rapping, graffiti, DJing, and breakdancing.”  

• Composing raps improves writing skills--- 
o Agnes (1999, p.1188) states that the word “rap” denotes a kind of 

popular music in which rhymed verses are chanted or declaimed to 
the accompaniment of forceful and repetitive rhythms, played 
usually on drums or synthesizers.” 

• Rapping and hip-hop culture create a challenging learning 
atmosphere where mistakes are the best teacher--- 

o Agnes (1999, p. 243) states that the word “challenges” denotes, 
“anything, as a demanding task, that calls for special effort or 
dedication.] 
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[Authentic Assessment--- Wiggins (1990) states, “assessment is authentic when we 
directly examine student performance on worthy intellectual tasks. Traditional 
assessment, by contrast, relies on indirect or proxy 'items'--efficient, simplistic substitutes 
from which we think valid inferences can be made about the student's performance at 
those valued challenges”(p.1). 

• Song writing allows for individual expression--- 
o Agnes (1999, p.1367) states that “song writing” denotes, “the 

writing of music and/or words for songs.” 
• Allows for ownership of learning--- 

o Agnes (1999, p.1030) states the word ownership denotes, “having 
a legal right of possession, lawful title; proprietorship.” 

• Makes learning fun---  
o Agnes (1999, p.573) states that the word “fun” denotes, “lively, 

joyous play or playfulness; amusement, sport, recreation, etc. for 
enjoyment and pleasure.] 

 
 
[Technology Use---Agnes (1999, p.1470) states the word “technology” is “the 
application of science for practical and/or industrial arts.” In this case it is referring 
specifically to computer technology, sound engineering technology, and hip-hop 
technology such as mixers and turntables and other sound manipulation devices to create 
a hip-hop science/math CD. 

• Assists learning---  
o Agnes (1999, p.573) states that the word “fun” denotes, “lively, 

joyous play or playfulness; amusement, sport, recreation, etc. for 
enjoyment and pleasure.” 

• Makes learning fun and cool--- 
o Agnes (1999, p. 320) states the word “cool” denotes, “[slang] very 

good, pleasing, excellent.” 
• Allows for authentic assessment--- 

o Agnes (1999, p.95) states the word “authentic” denotes, “that is in 
fact as represented; genuine; real.” 

• DJ technology allows for a Hip-Hop attitude---  
o Graudiuns (2004) discuss DJ tools as turntables, CD players, 

cassette players, and digital devices such as laptops and MP3 
players selecting music for an intended audience within a staged 
performance setting often manipulating sound for various purposes 
with this technology] 

 
[Sharing with Others--- 

• Makes learning fun---  
o Agnes (1999, p.573) states that the word “fun” denotes, “lively, 

joyous play or playfulness; amusement, sport, recreation, etc. for 
enjoyment and pleasure.] 
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2. What is this class about? (Participant’s responses are listed below. Some responses 
were collapsed into a general emergent code but most responses were non-overlapping 
and distinct with this question)  

• Teacher’s helping children--- 
o Agnes (1999, p.286) states that the word “collaboration” denotes working 

together in some literary, artistic, or scientific undertaking. Lave & 
Wenger (1991) promulgate that classrooms should develop a community 
of learners built around legitimate participation working towards common 
classroom goals. The teacher is just one part of this learning community. 

• Children helping other children---  
o Ladson-Billings (1995) claims that that classroom context for minorities 

(i.e., African American) should encourage students to learn collaboratively 
and be responsible for another in group context. 

• Technology Use---  
o Agnes (1999, p.1470) states the word “technology” is “the application of 

science for practical and/or industrial arts.” In this case it is referring 
specifically to computer technology, sound engineering technology, and 
hip-hop technology such as mixers and turntables and other sound 
manipulation devices to create a hip-hop science/math CD. 

• Fun---  
o Agnes (1999, p.573) states that the word “fun” denotes, “lively, joyous 

play or playfulness; amusement, sport, recreation, etc. for enjoyment and 
pleasure.” 

• Song Writing---  
o Agnes (1999, p.1367) states that “song writing” denotes, “the writing of 

music and/or words for songs.” 
• Rapping---  

o Agnes (1999, p.1188) states that the word “rap” denotes a kind of popular 
music in which rhymed verses are chanted or declaimed to the 
accompaniment of forceful and repetitive rhythms, played usually on 
drums or synthesizers.” 

• Making a CD--- 
o Agnes (1999) states the word “CD” is an abbreviation for compact disc. A 

compact disc denotes, “a digital disc on which a program, music, data, etc. 
has been recorded for reproduction by a device using a laser beam to read 
the encoded matter” (p.296). 

• Art--- 
o Agnes (1999) states the word “art” denotes, “the human ability to make 

things with creativity” (p.79). 
• Fun way to learn from books---  

o Agnes (1999) states that the word “fun” denotes, “lively, joyous play or 
playfulness; amusement, sport, recreation, etc. for enjoyment and 
pleasure.” 
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• Making music--- 
o Agnes (1999) states the word “music” denotes, “the art and science of 

combining vocal or instrumental sounds or tones in varying melody, 
harmony, rhythm, and timbre, esp as to form structurally complete and 
emotionally expressive compositions”(p.573) 

• Rhyming--- 
o Agnes (1999) states the word “rhyming” denotes, “a piece of verse, or 

poem, in which there is a regular recurrence of corresponding sounds, esp. 
at the end of lines. 

• Reading--- 
o Agnes (1999) states the word “read” denotes, “to interpret the visual signs 

and symbols of a spoken language” (p.1192). 
• Recording songs--- 

o Agnes (1999) states the word “recording” denotes, “to register sound in 
some permanent form for later playback” (p.1198). 

• Making beats---  
o Agnes (1999, p.126) states the word “beat” denotes, “a unit of rhythm in 

music or verse.” 
• Hip-hop---  

o Agnes (1999, p.675) states the word “hip-hop” denotes a form of popular 
music that originated among inner-city African-American youths in the 
1980s, drawing on rap, funk, street sounds, and fragments of melody and 
rhythm borrowed from previously recorded sources also associated with 
the culture of hip-hop fashion, rapping, graffiti, DJing, and break 
dancing.” 

• Sound engineering---  
o Audio engineering is a part of audio science dealing with the recording 

and reproduction of sound through mechanical and electronic means. The 
field draws on many disciplines, including electrical engineering, 
acoustics, psychoacoustics, and music (Audio Engineering, 2007) 

• Making songs from books---  
o Agnes (1999, p.1367) states that “song writing” denotes, “the writing of 

music and/or words for songs.” 
• Singing---  

o Agnes (1999, p.1338) states that “singing” denotes, “making music with 
the human voice.” 

• Graffiti art--- 
o Agnes (1999) states the word “graffiti” denotes, “inscriptions, slogans, 

drawings, etc. scratched, etched, spray painted, or drawn on walls and 
other public surfaces. 

• Learning Science and math---  
o Agnes (1999, p. 817) states that the word “learning” denotes, “the 

acquisition of a knowledge or skill.” 
 
 
 

http://en.wikipedia.org/wiki/Sound
http://en.wikipedia.org/wiki/Electrical_engineering
http://en.wikipedia.org/wiki/Acoustics
http://en.wikipedia.org/wiki/Psychoacoustics
http://en.wikipedia.org/wiki/Music
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• Creative computer use--- 
o Agnes (1999) states that the word “creative” denotes, “having or showing 

imagination and artistic or intellectual inventiveness” (p. 340).  
o Agnes (1999) states the word “computer” denotes, “a device or machine 

which by means of stored instructions and information, performs rapid, 
often complex calculations and functions” (p.300) 

 
• Exploring how rappers do their work--- 

o Agnes (1999, p.1188) states that the word “rap” denotes a kind of popular 
music in which rhymed verses are chanted or declaimed to the 
accompaniment of forceful and repetitive rhythms, played usually on 
drums or synthesizers.” 

• Serious Work 
o Agnes (1999) states the word “work” denotes, “physical or mental effort 

exerted to do or make something; purposeful activity; labor; toil” (p.1649). 
• Technology use for science, math, writing, and reading----  

o Agnes (1999, p.1470) states the word “technology” is “the application of 
science for practical and/or industrial arts.” In this case it is referring 
specifically to computer technology, sound engineering technology, and 
hip-hop technology such as mixers and turntables and other sound 
manipulation devices to create a hip-hop science/math CD. 

• Hip-hop as a teaching tool--- 
o Agnes (1999) states the word “hip-hop” denotes a form of popular music 

that originated among inner-city African-American youths in the 1980s, 
drawing on rap, funk, street sounds, and fragments of melody and rhythm 
borrowed from previously recorded sources also associated with the 
culture of hip-hop fashion, rapping, graffiti, DJing, and break dancing” 
(p.675). 

o Agnes (1999) states the word “teaching” denotes, “showing or helping one 
to learn something” (p.1468). 

o Agnes (1999) states the word “tool” denotes, “anything that serves as a 
means to accomplish a goal” (p.1508). 
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	During the last five minutes of each class, participants were prompted to reflect on what they learned and record it in a learning journal.  The researcher supplied each group of participants with color-coded folders with notebook paper in the pockets...
	Photo-Elicited Interviews
	Each day of the intervention, a minimum of two participants were assigned the role of photographer until all participants had acquired 15-30 minutes of camera time. These photographs were used to elicit interviews with individual participants regardin...
	Table 3.2
	Qualitative process evaluation data sources and purposes for each
	Research Procedures
	I acted as participant observer during the research processes. I interacted with the two mentor teachers only to assist with technical problems (e.g., computer problems, software questions, troubleshooting, and the like). I did not interact with parti...
	I acted as participant observer during the research processes. I interacted with the two mentor teachers only to assist with technical problems (e.g., computer problems, software questions, troubleshooting, and the like). I did not interact with parti...
	Description of Research Procedures
	On the first day of the intervention, each intervention participant was given one of four colored folders (yellow, red, green, or blue to conform to the elementary school’s group labeling of cohort groups). The folders housed two graphic organizers an...
	Intervention participants were then informed they would collaborate with one another to make hip-hop beats and compose lyrics for two rap songs based on information from their assigned books. Participants were told the goal of the class was to make a ...
	Quantitative Data
	Motivation to read profile. The Motivation to Read Profile (MRP) questionnaire was administered on day one (Form A as a Pretest measure) and the final day (Form B as a Posttest measure) to the 51 intervention participants (see Appendix A). The 37 con...
	Culturally relevant pedagogy (CRP) theory interview protocol. During the first three interviews, the researcher noticed that participants were having difficulty conceptualizing the difference between the ranks (between 1.small, 2.medium, 3.large) CRP-...
	Qualitative Data
	Technology task engagement and learning support. The researcher and mentor teachers shared the use of a Sony® MVC-FD200 digital camera to capture 10-second MPEG video clips of technology task engagement two to three times per class for the extent of t...
	Learning journal. Participants were asked by the teachers to write in their reflective learning journal for five minutes at the beginning or end of each class meeting.  This qualitative data was used to assess participant’s perceptions of learning du...
	Photo-elicited interview process. Each day of the intervention, a minimum of two participants shared a digital camera for 15 minutes each. A kitchen timer was used to structure the time.  The participants’ were assigned the Sony®MVC-FD92 camera which ...
	Before switching to the next participant I imported the photographs into a directory on my laptop with the child’s first name and last initial. Participants were immediately shown all the photographs they took in a full screen slide show format using ...
	Description of Activities for Intervention Participants
	Week 1 (Reading Phase)
	Following administration of the MRP pretest (Form A), participants received a handout and short 15-minute lecture from the mentor teachers the first day of program. This lecture explained the four components of hip-hop culture (Emceeing, graffit art,...
	The science and mathematics books were then randomly assigned to participants. Accelerated Reader codes were used as markers for grade level appropriate choices. To help organize the information from the books, graphic organizers (Appendix A) were giv...
	Weeks 2 and 3 (Writing and Recording Phase)
	Participants composed the lyrics to their raps utilizing information collected on the graphic organizers. Mentor teachers guided participants’ access and use of rhymezone.com, dictionary.com, and visualthesaurus.com. These websites were used as writi...
	W
	ith teacher guidance, participants created hip-hop beats and music for their songs by arranging quantized beats and sound effects into the tracks of Ableton Live 6.  This satisfied the music component of their song. No prior music skills were required...
	Figure 3.2. A photograph of deidentified participants sharing
	the DAW, PA system, turntables, and microphones.
	An airbrush allowed participants a safe and legal expression of urban graffiti art. A parent volunteer was assigned permanently outside to monitor use of the airbrush. Participants were asked to express what they learned from their book with this visu...
	Mentor teachers taught participants use of Windows Media Player to play informational and instructional DVDs regarding hip-hop culture, deejaying, and breakdancing. Participants were allowed to interpret their song or other participants’ songs with da...
	Week 4 (Remixing, Mastering, and Duplicating for Distribution)
	During the final stage of the intervention, participants remixed their songs and recorded this new remix into Ableton Live 6 with the aid of Denon DNS 1000 digital deejay turntables and a two-channel Numark USB 2.0 mixer.  This allowed participants to...
	On the final day of the intervention, mentor teachers made Xerox copies of all participants’ song lyrics and took digital photographs of the participants’ graffiti art. Participants assisted in compiling these lyrics and art into a final lyric booklet...
	Participants read their two assigned books and wrote their songs lyrics the first week of the intervention. Participants made their hip-hop beats and recorded their song the second and third week. Participants remixed their first recording with the di...
	The final version of the Reading Survey questionnaire was field tested with 330 third-and-fifth grade students in 27 classrooms in four schools within two school districts in an eastern state. Due to the results of this field testing the instrument wa...
	As previously noted, participants did not seem to conceptually understand the difference between the small and medium ratings during the actual research timetable. The researcher made the decision to abandon the revised CRP theory rank protocol and ha...
	Scores from MRP results were transformed into percentages by dividing values obtained by total values possible. This transformation was required to allow the merging of the quantitative MRP results with the qualitative emergent category percentages. T...
	2.   Between the intervention group and control group, was there a statistically  significant mean difference between posttest and posttest scores on the Motivation  to Read Profile (MRP) scales?
	H0: µ1 = µ2    Mean posttest scores for the intervention group and the control group  were the same.
	HA:  µ1 ≠ µ2;   α = .05   Intervention group posttest scores and control group  posttest scores differed significantly from each other.
	Scores from the MRP results were transformed into percentages by dividing values obtained by total values possible. This transformation was required to allow the merging of the quantitative MRP results with the qualitative emergent category percentages.
	The independent samples t test was applied to these percentage means for the self-concept subscale, value of reading subscale, and full survey mean percentage scores to evaluate the difference between the posttest means of the intervention group parti...
	4.
	In what ways did the available technology mediate task-engagement during the  intervention based on daily participant and teacher 10-second video clips?
	Overall Research Design
	Figure 3.3 presents the overall research design. The quantitative and qualitative data were presented in separate sections in Chapter 4 and mixed in Chapter 5.
	Figure 3.3. Representation of procedures and products used in the mixed-method research design presented herein
	Ethical Issues Addressed
	Summary of Methodology
	The research report contained herein employed a quasi-experimental triangulated mixed method design that used a convergence model. Quantitative data and qualitative data were reported separately in Chapter 4 and then merged in Chapter 5. The reason f...
	The population sample consisted of 51 intervention participants and 36 control group participants in grades two through six. The impact study outcomes (quantitative data) included t test results from the Motivation to Read Profile (MRP) questionnaire ...
	Chapter 4: Results of the study
	This mixed-method research reported herein explored participants’ motivation to read via a culturally relevant digital audio workstation (DAW)-based learning context that was collaborative, authentically assessed, & culturally responsive. The target p...
	The total sample population was N = 88. Fifty-one participants (n = 51) represented the intervention group. Thirty-seven participants (n = 37) represented the control group. Participants’ average age was 8.61. The gender breakdown was 37.5% boys and 6...
	The Motivation to Read (MRP) questionnaire assessed two specific dimensions of reading motivation with 20 items and used a 4-point Likert-type scale. Two subscales were used. These included self-concept as a reader scale with 10-items and value of rea...
	Table 4.1
	Components of the Motivation to Read Profile (MRP)
	Questionnaire
	Components of the MRP
	As a measure of internal consistency for this study, Cronbach’s Alphas were utilized to obtain coefficients of reliability for the self-concept scale, value of reading scale, and full survey. Previous internal score consistency using Cronbach’s (1951)...
	Table 4.2
	Obtained Cronbach Alphas compared to prior findings for the Motivation to Read Profile (MRP)
	Research Question One
	For the intervention group, did the mean difference between pretest and posttest scores on the Motivation to Read Profile (MRP) scales differ significantly from zero?
	H0:  µ1 = µ1   Mean pretest and posttest scores for the intervention group are the same.
	HA:  µ1 ≠ µ1;   α  ≤ .05  The average difference between pretest and posttest means are significantly different from zero.
	Fifty-one intervention participants completed the MRP pretest and 47 completed the posttest. This yielded a response rate of 92 % on the posttest. Four participants were dropped from the analysis due to attrition. The paired-samples t test was applied...
	Paired samples t tests were applied to the means of these pretest and posttest percentages. Three t tests were performed on the self-concept of reading subscales, the value of reading subscales, and the full scale scores. Each t test comparison was t...
	Research Question Two
	Between the intervention group and control group, was there a statistically significant mean difference between posttest and posttest scores on the Motivation to Read Profile (MRP) scales?
	H0: µ1 = µ2    Mean posttest scores for the intervention group and the control group were the same.
	HA:  µ1 ≠ µ2;   α = .05   Intervention group posttest scores and control group posttest scores differed significantly from each other.
	The independent samples t test was computed to evaluate the hypothesis that the intervention group’s (n = 47) posttest means would differ significantly (α = .05) from the control group’s (n = 37) posttest means on the MRP self-concept subscale, value...
	The independent samples t test for the between-group self-concept of reading means was statistically nonsignificant, t(82) = 1.937, p = .06. The control group means (M = .82, SD = .11) were greater than the intervention group means (M = .77, SD = .12)...
	Research Question Three (Qualitative component)
	What were the respondents’ explanations for their culturally relevant pedagogy (CRP) theory constrained reading motivation choice? What other factors did participants claim motivated their reading during the intervention?
	I used participants’ words as a unit of analysis. I assigned codes to participants’ responses. Layers of coding frames were created at first specific and then via axial coding collapsed and reduced into general emergent themes. According to Strauss (1...
	I assigned each theme (code) a variable name in SPSS. I assigned the dichotomous values of 0 and 1 to each code. Zero represented variable not present and one represented variable present. I crossed participants with each emergent code. In this way du...
	To increase the validity and reliability of findings a codeform (Appendix B) was created with the aid of a research assistant as suggested by (Neuendorf, 2002) in her Content Analysis Handbook. My codeform allowed two independent raters to agree or di...
	My codeform was tested by a research assistant and improved through negotiations with the research assistant prior to administration to the two independent raters. Instructions were read aloud to the raters. Raters’ questions and concerns were explain...
	Two variables called CRPT-1 and CRPT-2 were created in SPSS. Each variable was assigned two values; zero represented agreement (no change) and one represented disagreement (change). The total number of observations was 91. Raters disagreed two times a...
	Overall, when constrained to the three elements of culturally relevant pedagogy (CRP) theory, cultural values of the learner (hip-hop in this case) represented 57% of participant’s claimed reading motivation. These participants claimed hip-hop made re...
	Research Question Four
	In what ways did available technologies mediate task-engagement during the intervention based on daily participant and teacher 10-second MPEG video clips?
	I transferred all video clips from the Sony Mavica digital cameras to my laptop. I compiled these clips into a motion picture using Camtasia Studio 2’s storyboard and .avi output function. I used CD Burner XP Pro 3 to encode the data to digital video...
	A content analysis (Neuendorf, 2002) was independently co-conducted with a research assistant on the raw forty-four minutes of compiled video data.  The raw video acted as the unit of data collection. Bowman (1994) explains that video offers the poten...
	I used open and axial coding as methods of data reduction. The content analysis reduced the data from 44 minutes to 11 minutes and 44 seconds. These processes yielded 47 10-second video clips. With the aid of a research assistant, I created a codebook...
	Each 10-second clip was a specific unit of analysis that captured one particular instance of a particular technology type and its associated tasks. Analyzing video data with my research assistant and working from a master code list eliminated theme ov...
	Participants used the digital cameras for six specific tasks. I observed tremendous contestation for digital camera use during the intervention. Some participants took the kitchen timer, used to structure camera time, and forced it to ring before anot...
	Table 4.10
	Code names and descriptions of specific activities and subject matter captured by participants with the digital cameras ordered from most frequent to infrequent
	Four specific uses of the laptops emerged. Predominately, the laptops engaged participant’s word processing and wireless internet access. Table 4.11 organizes these activities by codes used in the codebook and codeform. The researcher observed that ma...
	Table 4.11
	Code names and descriptions of uses for the laptop computers
	Three uses of the DAW technologies emerged. Predominately, the DAW technologies were used to make hip-hop beats and capture participants’ vocal tracks. Table 4.12 organizes these activities by codes used in the codebook and codeform. The DAW was share...
	Table 4.12
	Code names and descriptions of uses for the Digital Audio Workstation (DAW)
	The digital audio workstation (DAW) was the technology heart of the intervention. After participants read their books, a mentor teacher assisted each participant in the creation of a hip-hop beat. Participants then recorded their rap song using DAW te...
	Figure 4.2. Deidentified photograph of a mentor
	teacher assisting a participant preparing to rap using
	the DAW technology.
	I discussed the remaining 10 support technologies.  The deejay equipment included two digital turntables and a USB two-channel mixer. These turntables were used extensively by participants during the last week of the intervention for remixing songs an...
	Figure 4.3. Digital deejay equipment used by
	participants the last week of the intervention
	Participants and teachers practiced rhythm and tempo counting with the African drums. During the last week of the intervention the laser printer was used to print CD labels and jewel case inserts. Participants’ hip-hop art was captured with a scanner ...
	To aid in the reliability of these findings, I created a codeform (Appendix B) with the aid of my research assistant. This codeform was used to establish interrater reliability (i.e., index of agreement). I computed the index of agreement using a perc...
	This codeform was used in coordination with a Web-browser-based digital compilation of the 47 task-technology video clips. This digital video was designed and rendered in Camtasia Studio 2. It worked well with Internet Explorer but not in Mozilla Fire...
	Figure 4.4. Instructions, code-derived menu, and
	viewing screen for rater’s video clips
	This codeform was piloted by the research assistant and improved through negotiations with my research assistant prior to administration to the raters. Two mentor teachers from the intervention acted as raters for this data set. This was the proper de...
	Overall, five technologies dominated task engagement. These included the digital camera, the digital audio workstation (DAW), and the laptops. The digital camera was used for a myriad of specific class activities that included dramatic minimovies and ...
	Research Question Five
	What were the intervention group’s perceptions of what they learned during the class based on a participant learning journal?
	A content analysis was coconducted with my research assistant on participants’ learning journal data. Forty-seven participants out of 51 or 92% of the total sample population maintained a learning journal. These data were transcribed as an MS Word fi...
	I designated each emergent theme as a separate variable in SPSS. Each variable contained the dichotomous values of 0 and 1. Zero represented variable not present and 1 represented variable present. In this way duplicated themes within participants’ re...
	My research assistant and I created a codeform (Appendix B) to further enhance the validity and reliability of findings. This codeform required raters to agree or disagree with the researcher’s findings based on the emergent codes for each participant...
	Two variables called learn-1 and learn-2 were created in SPSS. Each variable was assigned two values; 0 represented agree (no change) and 1 represented disagree (change). The total observations were 99 (one for each 1each learning statement). Raters d...
	Overall, hip-hop applications, content from assigned books, and technology applications represented the primary learning categories.  Hip-hop applications represented the largest theme. General reflections represented the smallest theme.
	Research Question Six
	Based on photo-elicited interviews of class activities, what were the intervention group’s perceptions of their primary reading motivators and class goals?
	Each intervention participant shared the use of a Sony Mavica digital camera. Participants received a minimum15-minute time period with the digital camera during the intervention timeframe. A kitchen timer was utilized to regulate this constraint. At ...
	The standardized interview questions made results comparable across participants. The questions included, “Can you explain which photograph most represents what motivates your classmates to read and learn in this class?; can you now explain to me why ...
	Data were arranged into three categories titled which, why, and what. I deidentified participants in all photographs by using the unfocus effect with a free graphic editor called Paint.net (www.paint.net). I further deidentified the photograph by nam...
	I transcribed participants’ responses into MS Word. My research assistant and I conducted a content analysis on these data. To increase the validity and reliability of these findings, a codebook was created from these processes. The codebook defined e...
	Results from research questions one and two indicate that a culturally relevant (i.e., use of hip-hop culture, collaborative context, and authentic assessment) technology environment did not create a statistically significant difference on the Motivat...
	Chapter 5: Discussion of Results
	Purpose

	Merging the Data
	Creswell and Plano Clark (2007) have contended that in concurrent triangulated mixed methods designs there are two stages. In stage one; quantitative data and qualitative data are presented as two separate analyses. Chapter four of this study presente...
	Mahiri and Sablos’ (1996, Spring) research supports the notion that literacy and learning are influenced by many factors. Two of these factors were self-perceived competence and task value as major determinants of motivation and task engagement (Ames ...
	Research Question 2 (RQ2)
	In relation to research question two, “Between the intervention group and control group, was there a statistically significant mean difference between posttest and posttest scores on the Motivation to Read Profile (MRP) scales?,” three independent sam...
	These quantitative findings from research questions one and two were surprising since the primary tenets of culturally relevant pedagogy (CRP) theory framed the context of this reading motivation intervention. The MRP findings did not support current ...
	Culturally relevant pedagogy has been described by a number of researchers as an effective means of meeting the academic and social needs of culturally diverse students (Gay, 2000; Howard, 2001; Ladson-Billings, 1994; Shade, Kelly, & Oberg, 1997). Gay...
	Currently, African American and Latino students constitute approximately 28% of the nation's public school enrollment. During the 1998-99 school year these two ethnicity groups represented close to 50% of all students labeled as mentally retarded, app...
	Percentages for RQ3 were based on the number of participants during the CRP interview protocol that chose culture (hip-hop), authentic assessment (making a CD), or collaboration (team work) as their primary reading motivator during the intervention. T...
	When the intervention participants were further queried without being constrained to the elements of culturally relevant pedagogy (CRP) theory, three themes emerged as participant’s “other” claimed reading motivation factors. These were applying knowl...
	Percentages from RQ4 were derived from the number of uses of the primary technologies used during the intervention based on persistent 10-second video clips. Three technologies emerged as central to reading motivation and goals. These three technologi...
	Percentages for RQ5 were based on the number of participants’ emergent learning themes derived from participant’s learning journal data. Four learning themes emerged. These included culture, book content, technology use, and general reflections. Cultu...
	Finally, RQ6 percentages were based on the three emergent reading motivation categories derived from the photo-elicited interviews. Peer collaboration represented 17 out of 50 or 34% of total reading motivation themes. Culture represented 13 out of 50...
	Overall, the cultural values of the learner category was found to represent the greatest mean percentage of participant’s claimed reading motivation followed by authentic assessment, collaboration, and lastly technology use. This makes sense in light ...
	Table 5.4
	Convergence of data source percentages crossed with their contingent reading motivation themes
	Authentic Assessment (Making a CD)
	Academic tasks should be real world and authentic. McClintock (2001) has claimed that new media provides students with powerful tools for interaction, self-direction, and open-ended exploration. With these digital tools students can produce tangible a...
	In the mixed-method study at hand, the goal was to make a hip-hop CD in four weeks. Phalet, Andriessen, and Lens (2004) point to future goals as a motivator of children’s learning. Correlational data demonstrated that minority motivation, task motivat...
	Collaboration (Collaborative Learning)
	In this study reported herein, collaboration emerged as the third strongest reading motivation factor based on mean percentages among data sources. Intervention participants collaborated on writing, recording, drawings, graffiti art, technology use, a...
	Table 5.7
	Samples of collaborative activities used in this study
	Davis (1993) has stated that collaborative learning has been given many names. Among these are cooperative learning, collaborative learning, learning communities, reciprocal learning, and team learning. Dede (2003) acknowledged that scientifically bas...
	Peer reviewed research articles provided many examples of the power of collaborative learning environments on learning and motivation with minority children. Trueba and Delgado-Gaitan (1985) found that cooperative learning activities benefited Mexica...
	Technology Use
	In this study reported herein, technology use emerged as the fourth or weakest reading motivation factor based on mean percentages among data sources. Intervention participants used a DAW, laptops, digital cameras, deejay equipment, printers, and scan...
	Table 5.8
	Sample photographs of primary technologies used in this study
	According to Papert (1980), societies’ conservatism delayed the evolution of public schools. To Papert, computer programming, as with the LOGO language, would transform schools and educational processes. The problem with this theory was many students ...
	This finding can be explained with activity theory and Clark’s (1983) position regarding the impacting of media and technology on learning. The available technologies utilized in this study acted as mediating tools (technologies) between the participa...
	Figure 5.1. Activity system used in the reading motivation research
	reported herein
	Clark (1983) found that content, curriculum, teaching style, class environment, and instructional design methods all confounded the impact of media and technology on educational research. Perhaps technology was not the focal center of this reading mot...
	Papert’s (1980) vision of computers becoming a systemic part of public education will take place only if researchers and educators listen to the voices of instructional technology researchers such as Steve Harlow, Mitchel Resnick, and David Jonassen....
	Contribution to the Field of Educational Technology
	Culture as a factor in educational technology research has focused primarily on the rationale for doing so and minimizing transactional distance for cross-cultural exchanges involving higher education courses employing distance education. Educational ...
	Contribution to Mixed Method Research in the Social Sciences
	This mixed-method research study purposefully included the collection, analysis, and mixing of both quantitative (Campbell & Stanley, 1963; Fisher, 1936) and qualitative data (Filstead, 1970; Glaser & Strauss, 1967; Webb, 1966). In this study, a concu...
	Contribution to Theory
	This study added power to Ladson-Billings’ (1995) culturally relevant pedagogy (CRP) theory with the results of my anecdotal and exploratory qualitative data. My qualitative data showed that addressing the cultural values of the learner was indeed an ...
	Based on the tenets of culturally relevant pedagogy (CRP) theory, results of this study, and the methodological weaknesses of the study contained herein, a theoretical model can be derived to help explain and explore possible relationships among the v...
	Figure 5.2. Model for reading motivation, weekly reading, reading achievement
	Contribution to Practitioners
	Only 25 % of the intervention participants’ learning journal themes were tied to book content. There were many activities that children participated in besides reading. Perhaps measuring reading motivation with self-report questionnaires like the Moti...
	The observational and interview data pointed to increased reading motivation which diverged from the quantitative MRP results. Selection bias of intact groups could have resulted in the higher means for the control group on the MRP scales. This study ...
	Educational researchers and practitioners continue to seek whether hip-hop culture has an effect on learning and academic motivation in classrooms. However, they should consider both the positive and the negative aspects of this endeavor. On the one h...
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