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ABSTRACT:

This research proposal discusses the emerging relationship between music education and digital 

technology, particularly in the area of online guitar lessons. An examination of current offerings 

in the field is proposed in order to determine effective processes for the development of an 

interactive website centered on guitar education.
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II. Problem Statement

As a music educator I have witnessed a growing trend in the exclusive use of digital media to 

conduct music lessons. Music lessons in the digital environment take a variety of forms, from 

member-based websites centered on video tutorials to interactive, social platforms like YouTube 

and Facebook. The increasing prevalence of these online offerings reflects a societal shift to a 

digital culture.  In “Confronting the Challenges of a Participatory Culture,” Jenkins expressed 

the need for the development of new skills as a result of a 2006 survey that revealed that more 

than one-half of all teens have created media content, and roughly one-third of teens who use the 

Internet have shared content they produced increasingly digitized society. Now 10 years after 

this survey was conducted the methods and statistics for digital participation has likely changed, 

yet it is necessary for music educators to communicate in this environment to stay relevant and 

accessible. 

This research will seek to uncover the processes and methods needed to develop an interactive 

website centered on digital music lessons. This information will then be used to convert my 

guitar method, “How to Grow a Guitar Player: A Holistic Approach to Learning the Guitar” to 

an interactive website in order attract a larger audience. Constructing my own website will not 

only provided a direct assessment of the concepts and techniques I’ve learned from studying 

other models, it will also provide an accessible arts education platform that will engage a diverse 

demographic of participants who would otherwise not be reached. 

III. Conceptual Framework

My research revolves around the broad topical areas of arts education, digital learning environ-

ments, participation and access.  It will be necessary to examine how these concepts operate as 

individual elements, but it is perhaps more critical to understand them in the context of their 

relationships to one another. These contextual relationships are directly evident in the connection 

between arts education and digital learning environments. Initial review of the literature on these 

topics was directed at understanding this connection. 

In “Technology and Music Education in a Digitized, Disembodied, Posthuman World,” Thwaites 
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asks whether digital technologies should be encouraged to control increasingly greater spaces in 

music students’ everyday lives, or whether engagement with the physical and aural world should 

be emphasized (2014). Thwaite’s initial question indirectly references concepts of participation 

and access, and is further realized in his contention that “human development and advancement 

have been defined by the technologies to which specific groups had access.” 

The connection between education and society is developed in Johansen’s “Sociology, Music Ed-

ucation, and Social Change” where he explores the relationship between society and music. He 

posits that society and music work together to establish cultural trends and ultimately enlighten 

how music education relates to social change. Johansen defines social change as the “process by 

which differences are made in the lives of individuals and groups, deliberately or unintentionally, 

along with the consequences thereof for society’s micro, meso, and macro levels, including the 

dynamics of the societal structures that regulate the conditions for these processes” (Johansen, 

2014, p.73).

Johansen’s findings on the connection between music education and society are parallel to arts 

education and digital learning environments in that digital culture has become a significant 

component of the current cultural infrastructure. Jenkins confirms this shift as he addresses the 

effect our increasingly digitized society has on the student-learning environment.  Jenkins details 

skills that are needed in order to successfully navigate this new environment. Play, performance, 

simulation, appropriation, multitasking, distributed cognition, collective intelligence, judgment, 

transmedia navigation, networking and negotiation are all defined and detailed as essential ele-

ments needed to thrive in a participatory culture. (Jenkins, 2006) He posits that these skills and 

competencies require a systematic approach to media education, as they are necessary tools for 

students and educators to become full participants in society.

Jenkins identified skillset to thrive in a digital environment will be further explored and defined 

in the context of digital participation of arts education websites. The exploration and examination 

of these skills will be twofold; 1.) They will be used to assess my own learning in the research 

and development of my own website (educator) and 2.) They will be used to stimulate potential 
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participants of my website (students). Approaching Jenkins’ concept from both an educator and 

student perspective will be an integral component of my research.   

If a growing digital culture influences how audiences interact with their environment, then digital 

learning environments are inextricably linked to access and participation. “Marketing to Mille-

nials” supports this viewpoint by highlighting the commonalities of the millennial generation 

(Thickstun, 2012). Thickstun describes the millennial generation as more culturally diverse than 

any previous generation with a wide range of consumer options and easy access to the Internet. 

She postulates that this generation favors social media to communicate, are exceedingly comfort-

able with technology to the point of being able to customize it to their own agenda, and are inter-

ested in adopting causes that affect social change. Thickstun recommends that music educators, 

particularly those situated apart from an institutional setting, incorporate technology wherever 

possible to communicate to this generation.

Thickstun’s discussion of Millenials’ cultural habits is supported in  “The YouTube Effect” (Ca-

yari, 2011). The central focus of this article is a case study of a popular YouTube musician named 

Wade Johnston. Cayari choose the subject based on a number of criteria, including accrued 

following (fan base), subscriber volume, views, content, and consistency of posts. By studying 

Wade’s YouTube presence, Cayari was able to determine how the subject distributed his music, 

built a fan base, communicated with peers and fans, and promoted his posts. This case study sup-

ports Jenkins concept of participatory culture, as Cayari contends that “digital technology gives 

everyone the means to express themselves, and it empowers them to speak... in ways that previ-

ous generations could only have imagined” (2011).

The connection between arts education, digital learning environments, access and participation is 

evident in the context of an emerging digital culture. Further review of how these concepts oper-

ate in a digital environment will be pursued in order inform my research trajectory.

IV. Research Methodology

The intent of this research is to identify the skills and tools needed to design an accessible, in-

teractive website centered on guitar lessons. Findings from this research will attempt to provide 
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clarity not only on the logistics of content creation, but will contribute to a better understanding 

of how the digital landscape can be used to augment the learning process. Extra attention will be 

placed on those aspects of design that promote participation. Because it is necessary to under-

stand the variety of content involved during study, research will be approached from an interpre-

tivist/constructivist perspective. Adopting this methodological paradigm will direct my research 

design to include an in-depth analysis of media through triangulation.

Upon research of this topic I openly acknowledge the presence of certain personal and profes-

sional biases. As a professional guitarist and music educator, I will be more partial to research 

those websites that employ proven methods of guitar instruction based on my own education and 

experience. As an arts administration student I will be more partial to those websites that employ 

engaging graphic design.

My role of a researcher is to analyze media from a variety of sources in order to make an in-

formed decision on the steps and procedures needed to design an interactive website centered 

on guitar lessons. Thus, my main question that will direct media analysis as well as the decision 

making process is, What processes are involved in the development of an interactive website 

centered on guitar education? Sub-questions that can be derived from this initial inquiry include; 

What tools and programs (i.e., software, hardware, etc.) are needed to develop this site? What are 

the components of a professional, accessible interactive website based on music education? What 

skills (i.e., graphic design, web design, audio/video production) are need to produce a clean, 

professional site that attracts potential participants? What are the components of a professional, 

accessible interactive website based on music education?

Certain terms will need to be defined as I undergo this research, including, but not limited to:

• Digital Learning Environment,

• Accessibility

• Interactive Website

• Digital Culture

Delimitations of my research include focusing on those interactive, arts education websites that 
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attract a substantial amount of traffic and have been operational for a minimum of three years. I 

will only research those sites that operate within the United States. Preference will be given to 

those models that monetize from the content they deliver. Limitations of the study will include 

the time frame I have to research existing model in digital music education. 

As an aspiring arts entrepreneur, this research could potentially provide the springboard from 

which I can launch a business. I have developed a method for guitarists entitled, “How to Grow 

a Guitar Player: A Holistic Approach to Learning the Guitar.” Developing the knowledge and 

skill set needed to connect the print version of my book to the digital environment could attract a 

larger audience to my guitar method.

V. Research Design

In order to determine the process for designing an interactive website centered on guitar educa-

tion, I will analyze similar existing models. In order to extract the most relevant data I will con-

struct detailed parameters that satisfy particular objectives that are pertinent to my main question. 

For example, in the context of video tutorials, I will assemble a robust list of videos and create a 

rubric that assesses various components (i.e., design, script, message, editing techniques, dura-

tion, image quality) in order to determine the type of video tutorial that is most suited for my 

topic. A more detailed breakdown of the particular research design for this project can be found 

in Appendices section under Research Instruments. A timeline that details the implementation of 

specific tasks and action steps originating in research design is also found in the Appendix.

VI. Data Collection and Analysis Procedures

The data collected in my research design will be evaluated using a mixed methods approach. 

Qualitative data will be collected in order to understand the different approaches to a similar 

model, while quantitative data will be gathered and analyzed from a point scale derived from the 

aforementioned rubric system integrated into the research design. 

VII. Final Outcome

In determining the procedures necessary to develop an interactive website centered on guitar 

education, I attend to use the findings to create an interactive website that reflects my distinct 
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approach to guitar pedagogy.

VIII. Investigator Experience

I am a guitarist, composer and educator that has dedicated the majority of my professional and 

academic life to music, guitar. I hold a Bachelor of Music from East Carolina University and 

Master of Music from Austin Peay State University. I have performed throughout the United 

States and Canada in the solo and ensemble setting and as member of the U.S. Navy Band. As an 

educator my students have been accepted in to leading music colleges and conservatories across 

the country. I also directed the guitar department and developed curriculum at Orange County 

School of the Arts, one of the premiere grade music programs in the United States.
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IX. APPENDICES

Appendix A - Conceptual Framework Schematic
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Appendix B - Data Collection and Research Instruments Schematic

MEDIA ANALYSIS

• Google Searches
• Online Publications
• Participant Reviews
• Recommendations
• TechnicaL Literature
• Social Media

Existing Models of Arts Education in 
a Digital Environment

What processes are involved in the development of 
an interactive website centered on guitar education? 

RUBRIC FOR IDENTIFYING AND 
ASSESSING ESSENTIAL ELEMENTS 

• Design
• Curriculum
• Accessibility
• Pricing
• Breadth of Content
• Audio
• Video
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Appendix C - Detailed Research Timeline

January - Data Collection

Identify sources for data collection. Determine what sources are most relevant to both my

research question and conceptual framework. Identify what specific skills and tools are needed to 

launch an interactive website centered on guitar education.

February – Media Analysis / Research Instruments

Assess significant findings and apply a rubric to particular elements (i.e., design, pricing options, 

curriculum) to determine what aspects of sources will most effectively satisfy my research 

question. Begin developing skillset (i.e., video production, web design) and gathering tools 

(cameras, editing software) needed to accomplish objectives.

March – Preliminary Web Design Sketches and Content Development 

Begin to develop content and draft preliminary sketches of how the website will be laid out. 

Draw on information gathered from the sources and rubric assessments to make informed 

decisions regarding elements of the site including:

• Design, Curriculum

• Accessibility

• Pricing

• Breadth of Content

• Image/Video/Audio Quality

• Participant Interaction

April – Content Development/ Website Finalized

By the end of April the website should be ready for launch. All preliminary content will be final-

ized and various elements within the website (i.e., log in, video access, forum) will be functional.

May – Edits and Revisions

Ensure that all content is free of errors and that the website functions as intended. Meticulously 

inspect entirety of the site to ensure it appears as intended. Fix any last minute discrepancies and 

prepare to present.
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Appendix D - Resume

PAT	WATERS	
patwatersmusic.com	
45	Oak	Ct.	Eugene,	OR	97405	~	patw@uoregon.edu	~	(562)	413-1472	
	
Experience		
Teaching		

• Developed	the	guitar	curriculum	for	Orange	County	School	of	the	Arts,	one	of	the	
premier	grade	school	guitar	programs	in	the	U.S.	

• Implemented	and	taught	guitar	classes	to	underserved	communities.		
• Conducted	clinics	and	masterclasses	as	a	Navy	Musician	to	students	throughout	the	
United	States	and	Canada.	

	
Performing		

• Toured	across	the	United	States	and	Canada	as	a	solo	artist	and	in	a	variety	of	
ensembles	and	genres.	

• Performed	for	dignitaries	such	as	the	President,	Chairman	of	the	Joint	Chiefs	of	Staff,	
and	Secretary	of	Defense.		

• Received	numerous	accolades	and	awards	as	a	classical	guitarist.	
	
Administrative	

• Meticulously	maintained	records	and	processed	payments	to	the	Veterans	
Administration	for	1000	veteran	students	at	Lane	Community	College.	

• Regularly	scheduled	and	conducted	staff,	parent	and	faculty	meetings	at	Orange	County	
School	of	the	Arts.		

• Managed	Navy	Band	Great	Lakes	supply	inventory	valued	at	over	$500,000.	

Education	
Master	of	Science,	Arts	Management	and	Graduate	Certificate	in	Non-Profit	Management	
expected	June	2017	
University	of	Oregon,	Eugene,	OR	
	
Master	of	Music,	Guitar	Performance,	June	2008	
Austin	Peay	State	University,	Clarksville,	TN	
	
Bachelor	of	Music,	Guitar	Performance,	June	2005	
East	Carolina	University,	Greenville,	NC	
	
Work	History	
Guitar	Faculty,	John	G.	Shedd	Institute	for	the	Arts,	Eugene,	OR,	2015-present	
Guitar	Coordinator,	Orange	County	School	of	the	Arts,	Santa	Ana,	CA,	2014-2015	
Navy	Musician,	Navy	Band,	Great	Lakes,	IL,	Jacksonville,	FL,	2008-2014	
Independent	Musician,	Educator,	Composer,	Multiple	locations,	2006-present	
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Appendix E - CITI Training Verification

COLLABORATIVE INSTITUTIONAL TRAINING INITIATIVE (CITI PROGRAM)
COMPLETION REPORT - PART 1 OF 2

COURSEWORK REQUIREMENTS*

* NOTE: Scores on this Requirements Report reflect quiz completions at the time all requirements for the course were met. See list below for details.
See separate Transcript Report for more recent quiz scores, including those on optional (supplemental) course elements.

•  Name: Pat Waters (ID: 5956285)
•  Email: patw@uoregon.edu
•  Institution Affiliation: University of Oregon (ID: 831)
•  Institution Unit: Arts Administration

•  Curriculum Group: Human Research
•  Course Learner Group: Social-Behavioral-Educational Researchers
•  Stage: Stage 1 - Basic Course

•  Report ID: 21406291
•  Completion Date: 08-Nov-2016
•  Expiration Date: 08-Nov-2018
•  Minimum Passing: 80
•  Reported Score*: 100

REQUIRED AND ELECTIVE MODULES ONLY DATE COMPLETED SCORE
Belmont Report and CITI Course Introduction (ID: 1127)  08-Nov-2016 3/3 (100%) 
Cultural Competence in Research (ID: 15166)  08-Nov-2016 5/5 (100%) 
History and Ethical Principles - SBE (ID: 490)  08-Nov-2016 5/5 (100%) 
Defining Research with Human Subjects - SBE (ID: 491)  08-Nov-2016 5/5 (100%) 
The Federal Regulations - SBE (ID: 502)  08-Nov-2016 5/5 (100%) 
Assessing Risk - SBE (ID: 503)  08-Nov-2016 5/5 (100%) 
Informed Consent - SBE (ID: 504)  08-Nov-2016 5/5 (100%) 
Conflicts of Interest in Research Involving Human Subjects (ID: 488)  08-Nov-2016 5/5 (100%) 
Unanticipated Problems and Reporting Requirements in Social and Behavioral Research (ID: 14928)  08-Nov-2016 5/5 (100%) 
Populations in Research Requiring Additional Considerations and/or Protections (ID: 16680)  08-Nov-2016 5/5 (100%) 
Students in Research (ID: 1321)  08-Nov-2016 5/5 (100%) 

For this Report to be valid, the learner identified above must have had a valid affiliation with the CITI Program subscribing institution
identified above or have been a paid Independent Learner.

Verify at: https://www.citiprogram.org/verify/?f5d8e316-5882-47d9-8600-0d261ff97a37

CITI Program
Email: support@citiprogram.org
Phone: 888-529-5929
Web: https://www.citiprogram.org
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