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that seek to optimise the flexibility to a diversity of learner types, in 
location, time, and type of media access to educational support. 

The distributed learning opportunities within a course management 
system need to address the diversity of learners' requirements in terms 
of prior knowledge, learning styles, metacognitive skills, and cultural 
context. The new requirements of flexible course management systems 
and online social networking opportunities for learning have shifted 
the focus of the tutor from a teacher to a facilitator of learning. 

Although some of the responsibilities of this new role remain simi- 
lar-guidance, knowledge of the subject area, supervision, and advice 
on sources of knowledge-two areas in particular are new and poten- 
tially challenging for staff: (1) the power shifi in favour of student- 
directed learning, and (2) the requirements to understand and master 
the full capabilities of the new technological applications. 

In order to support both staff and students, educational institutions 
need to develop a support strategy for the use of their course manage- 
ment systems, and a realistic mechanism to adequately support this. 
strategy. 

3 
SELECTING THE MEDIA PALETTE 

So where do we start when we want to actively plan for the incorpora- 
tion of educational technology in a course in order to facilitate learn- 
ing, not impede it? The Electronic Training Needs Analysis (ETNA) in 
Scotland (Dailly & Price, 2007) surveyed the situation in the Further 
Education network and compared this with previous surveys in 2001 
and 2003. Among the many conclusions and recommendations noted, 
three stand out as generalities that could be applied to the entire formal 
education sector: 

1. The enormous development of the technical capacities of IT 
systems, even over the previous six years since the first survey; 

2. The hugely improved access (individual and institutional) to 
online resources and networks; and 

3. That "the rapid pace of change presents a challenge to staff in 
simply being aware of the,possibilities presented by new tech- 
nologies" (Dailly & Price, 2007, p. 7). 

Two further points, explicit in this study-and reinforced time after 
time in interviews for this book-have a major importance for this 
chapter. Firstly, though most institutions now have a virtual learning 
environment (VLE) (some operate routinely with two or three plat- 
forms) staff are often confused over the function of the V1.E and do not 
consider it essential to carrying out their role. Secondly, staff and stu- 
dents frequently have better (less restricted) access to online resources 
at home than from their institution, a cause for concern if we seek to 
relate learning to the real world and exploit the best of rechnology to 
improve education. We will come back to both of these points later. 
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7he fact is that "the environment of higher education is changing 
rapidly. Costs are rising, budgets are shrinking, and the demand for 
new services is growing" (New Media Consortium, 2007). In a rare 
case of rhetoric living up to reality, increasing globalisation is changing 
the way that we work and communicate, and this means that research, 
scholarship, and learning are not exempt from the significant shifts 
that are being unleashed by web 2.0 and beyond. Philip (2007) tried 
to summarise these changes by what he calls the "knowledge build- 
ing paradigm" and related this to his perception of the changes that 
are happening among "the Net generation" in business, society, and 
education. In particular, he noted earlier work by Tapscott (1998) that 
identified interactivity in the learning process as the key characteristic 
common to these changes, and listed eight areas for attention: 

From linear to hypermedia learning, 
From instruction to construction and discovery, 
From teacher-centred to learner-centred education, 
From absorbing material to learning how to navigate and how 
to learn, 
From schooling to lifelong learning, 
From one-size-fits-all to customised learning, 
From learning as torture to learning as fun, and 
From the teacher as transmitter to the teacher as facilitator. 

Other researchers (Lohnes &Kinzer, 2007) emphasise the fundanien- 
tal importance of the learning context, and caution us against making 
overly generalised assumptions about the learning preferences of even 
the digitally literate students-variously described as "the Net Genera- 
tion" (Obliger & Obliger, 2005), "Millennials" (J-fowe & Strauss, 2000), 
and "Homo zappiens" (Veen & Vrakking, 2006). The latter authors also 
stress that learning is not simply a one-way process. In an attempt to 
tease this out, we propose the following matrix as an early working 
plan to identify various ways in which educational technology can be 
adopted to enhance the process of interactive learning (see Figure 3.1). 

HOW CAN MEDIA BE BEST USED 
IN DIFFERENT CONTEXTS? 

Not all learners want to engage with all of the learning technology 
resources, so it is important in course design to be clear about what 
is "need to know" (i.e. watching a chemistry experiment-face-to-face 
or on a video-clip) and what is "nice to know" (adding depth, offering 
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alternative explanations, or  simply providing additional resources to 
allow specialisation). A good starting point for what can be considered 
effective practice in the utilisation of new media in an  educational con- 
text is in the introduction of a report on this subject (Joint Information 
Systems Committee (JISC], 2004, pp. 10-11) that states: 

[effective practice] should; 
Engage learners in the learning process 
Encourage independent learning skills 
Develop learners' skills and knowledge 
Motivate further learning 

Nothing new, you might say, that is not already covered by good 'tra- 
ditional' education that makes little or  no use of educational technol- 
ogy. The authors go on to add context by noting that: 
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more familiar. We have chosen the term distributed media for this type 
of resource, meaning that the-type of medium itself can support learner 
access across a wide spectrum of geographical locations and time con- 
straints, thus effectively distributing the medium among many users. 
This distinguishes the resource from a non-distributed medium, such 
as a face-to-face lecture or conversation that only occurs at a particular 
locality, at a particular time, and, if it is not recorded or repeated, is 
not able to be distributed spatially andlor temporally. Each distributed 
media resource comes with its own set of strengths and weaknesses, 
advantages and disadvantages that when combined in a structured 
ecology of learning resources can produce quite a different effect from 
the original intention. In the following table we attempt to illustrate 
some ways by which generic learning needs can be matched to student 
learning activities, and how these activities might be facilitated using 
different levels of engagement with the media of distributed learning. 

Three points should be stressed here: The table above is strictly to 
illustrate the possibilities. It is not a prescriptive document or a blue-. 
print for course design. There is no presumption that the .move from 
fundamental to emerging is either a more advanced trajectory or an 
inevitable progression for all courses. In reality, i t  is the learning activ- 
ity that should dictate the outcomes, there may well be an intimate mix- 
ture of fundamental, extended, and emerging media used to provide a 
rich matrix of possible learning resources on any course or module. 

HOW CAN DISTRIBUTED MEDIA BE BEST USED? 
This is a difficult question because there is no single 'correct' answer. 
There are lots and lots of ways to combine distributed media, new tech- 
nology (software and hardware) and educational applications, but there 
are so many variable factors that it is almost impossible to say "do this, 
and it will be successful." There are, however, some guidelines that can 
increase the chances of creating successful combinations of learning 
resources, while at the same time permitting modification or adjust- 
ment and encouraging innovation. The rest of this chapter will concen- 
trate on how course designers can best utilise different media to present 
learning opportunities in different contexts. 

To begin with, it is important for course designers to appreciate four 
fundamental 'rules' when considering the use of social networking 
technology to facilitate distributed learning. 

1. No panacea-The adoption of new technology or social network- 
ing applications should not just be in response to perceived problems 
with an existing (face-to-face) course. It has become apparent to us 
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Table 3.1 Examples of the Application of Distributed Media to Learning Activities - - - - - . - 
Level of dI.tribated m& resource 

Student Example of Fdammtd Extended Em@% 
learnlng need student 

actlvlty 

Information Web searching Print webpage e-books 
handling skills Using Digital 

electronic repositories 
libraries 

Developing Linking Connected e-pmfolios Mashups 
understanding information document 

from different (with hot 
sources links) 

Linking theory Learning by Online quizza Instant masaging Screencasting 
to practice doing tutorials 
Practicing Presentation CDIDVD Photoslimages flog 
discussion and . Online debate using 
argument threaded discussion 

(Flickr?) 
Sharing essays 
online 

Practicing Reflective Computer Blog Podcasts 
articulation of journal conferencing 

' ideas Videoconferencing 
Rehearsing skills Audiovisual Audio clips Video clips Webcasts 
and procedures essay (Powerpoint) YouTube 

, Practicing Group projects Online games Social Wikis 
teamwork book-marking 
Learning Problem Role playing Animations or Simulations 
professional solving audiographics 
practice exercises 

Feedback Interactive Telephone Telephone S ~ Y P ~  
Tutorial support e-mail conferencing 

in the research for this book that a substantial number of educators, 
upon realising that they have problems with an existing course that 
they teach (e.g. poor student retention, lack of student participation in 
assignments, poor attendance at lectures), decide to graft on a piece 
of new technology that they feel will solve the problem. As a result, 
handouts from lectures or tutorials are pasted onto a website without 
modification from the face-to-face class; discussion boards are estab- 
lished to force students to talk to each other; papers and articles are 
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posted online (on the VLE?) to encourage students to read more. 'Ihis is 
the equivalent of throwing a lifebelt to a drowning man-it may work, 
but it is better to have prevented him from falling overboard in the 
first place. The introduction of distributed media resources needs to be 
a way of creating new opportunities for sharing and extending learn- 
ing, rather than constraining learners into different forms of learning 
participation. 

2. Pedagogy first-Refore selecting your new technology for inter- 
acting and/or communicating with the learners, be sure that you fully 
understand your educational goal. 'lheapplications that we will describe 
in chapter 4 can be used in a variety of ways in different situations- 
what works in one context will not necessarily work equally effectively 
in another context. This does not mean that there is anything wrong 
with the application that you have selected, nor necessarily with your 
learners, but due to other factors, the combination may be inappropri- 
ate for the task that you would like the learners to perform. 

3. Initial induction-Whatever combination you select, even if 
it is apparently a very user-friendly technology, such as contributing 
to a wiki, or using SMS text-messaging, which many people use in 
the nonacademic parts of their life, you need to provide some initial 
induction training for students. ?he key point is that learners should 
be completely comfortable with the new technology so that they can 
concentrate on the learning experience rather than being distracted by 
their discomfort with the technology interface. I h e  induction to the 
ecology of learning resources need not be face-to-face, though some 
teachers argue that initial face-to-face contact makes subsequent online 
interaction less intimidating for some learners. Variations of online 
induction could include detailed written instructions by e-mail; a scre- 
encasting of the mouse movements to select menus, download software 
etc.; a little video clip or podcast talking the learner through an activ- 
ity; or simply a telephone conversation (one-to-one or teleconference) 
with the learner to guide him or her through the initial process ofgain- 
ing access to and navigating through a series of online resources. 

4. Need to be serious-The applications of new technology and the 
learning activities that require the use of distributed media need to 
have a clear learning purpose that is transparently related to the course 
of study-they need to be real examples that are worthwhile doing. 
Students, particularly mature students and students that are paying 
their own way through university are increasingly strategic in the use 
of their time. If there is a point to the learning activity, and they can 
clearly see a link between the task that they have been set and the final 
assessment or grade that they are likely to get. then they will respond 
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enthusiastically. Otherwise they will spend their scarce time and atten- 
tion elsewhere. As Goldhaber (1997; 1998) has argued in his work on 
"the attention economy", information is a commodity, and in the digi- 
tal age we are often swamped by this commodity, so the more scarce 
resource (the ability to grab our attention) becomes the more valuable 
commodity. This is simply saying that the course assessments need to 
clearly relate to the intended learning outcomes of the course, but in the 
hurly-burly adoption of new technology this important aspect of course 
design often gets overlooked. 

Let's look at how these guidelines might relatr: to practice by refer- 
ence to a specific example. In Table 3.1, as an example of an emergent 
technology being utilised to support group project work, we proposed 
the use of a wiki. Although wikis have been around for a decade, their 
adoption for academic use has been comparatively slow-surprising 
considering their power and flexibility (Mader, 2006b; Notari, 2006). A 
wiki is simply a website that can be quickly and easily edited by many 
people so, as a piece of social networking software, it is ideal for encour- 
aging group collaboration on a document or project (Mader, 2006a). 
Rut we are getting ahead of ourselves. 

As noted earlier, the social constructivist approach or situated per- 
spective of learning claims that, in general, learning is based upon social 
collaboration to achieve understanding. If this is our belief then we may 
want to construct a learning activity in which our students are required 
to work together, sharing tasks, to produce both a group product (say, a 
project report, or a group presentation) that will both demonstrate their 
team-working skills, but also provide evidence of their own individual 
contributions towards the product (perhaps a reflective essay, or a proj- 
ect diary). In the 1980s. the effective solution would probably have been 
limited to a process that brought the group physically together in the 
same room a few times, got them to discuss their ideas, partition the 
workload, probably go away somewhere else to prepare their individual 
contributions, then meet again several times to produce more refined 
iterations of their collective work. Today, this is still a viable option. but 
the application of this solution is more constrained, and other options 
are also available. It is constrained because it depends upon the stu- 
dents being able to physically get together at the same place and time- 
and for many students who are not co-located, and who have pressing 
work or family commitments, this is not a real option. Fortunately, the 
collaborative features of wikis make them especially suitable for use in 
co-operative learning environments (Schaffert et al., 2006). 

In a review of the wiki as a teaching tool, Parker and Chao (2007) 
examined the current literature and gave numerous links to examples 
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of how wikis are being used in practice, and suggested some additional 
uses. Significantly, the situation has changed slightly since even their 
paper was accepted for publication, and some of the attributes that they 
list as problems in the use of wikis (such as not being able to lock cer- 
tain pages against change; keeping a wiki private to a known group of 
contributors; and 'freezing' a wiki when it has evolved to suit its end 
purpose) have since been overcome and are freely available as manage- 
ment options on the newer versions of wiki software. Duffy and Bruns 
(2006) summarise the uses of a wiki as follows: 

To develop research projects-using the wiki for ongoing doc- 
umentation of the work. 
Building an annotated, cdlaborativtr bibliography-using 
links to prescribed reading and also to summarised notes on 
the reading. - For publishing course resources-teachers can post handouts 
and students can post comments on these to be shared by all. 
To map concepts-ideas can be posted and edited to produce a 
linked network of resources. 
As a presentation tool-photographs, diagrams, and conimen- 
tary can be presented on the wiki, and then subsequently edited 
to produce a revised version. 
For group authoring-creating and editing a single document 
by many authors that represents the views of each individual, 
but achieves a consensus. 

In each of these examples the educational process and the required 
output(s) come first, the wiki is just an alternative solution to face-to- 
face meetings, with the advantages that the wiki is asynchronous and 
builds a written record of the interactions. 

In the first example above, on the use of wikis in groupwork. the 
individual students might be required to provide evidence of their own 
contribution to the group project. In the past this might have been 
done solely by producing a written justification, and while this is still 
an option, the use of a blog might be more appropriate. Unlike a wiki 
(which is normally multi-authored), a blog (from weblog) is usually 
the product of a single author, frequently presented like a diary, but 
a blogger has the ability to make links to other online resources and 
invite other bloggers to comment on their initial postings. As wikis 
and blogs converge, the barriers hetween them blur a bit, and now it 
is common for many blogs to provide an opportunity for other readers 
to make their own comments on the blog owner's comments, to link 
with their own blog spots, and to suggest links for like-minded readers 
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to investigate. For a real example of pupils and teachers talking about 
the use of blogging in their academic lives, see the short video illus- 
tration at http://thinklab.typepad.com/think~lab/2007/06/have-you- 
watche.html. The spread of blogging has resulted in two main types 
of blog, the one-to-many diary type conveying the owner's comments 
and opinions (with or without comments from other readers), and the 
many-to-many message-board type in which many readers respond to 
an original comment or article by posting their own comment, creating 
a rich dialogue of experience. The latter has been extensively utilised 
by news agencies to gather news from the grassroots, share it as it is 
happening, and seek comment from:other readers (see the Guardian 
blogspot at http://blogs.guardian.co.uk/index.html). 

To return to stages of course design, if we want to encourage our stu- 
dents to practice the articulation of their ideas, and to learn to share and 
comment on the work of their peers, then we start with this objective 
and consider what learning activities could help to achieve this. There 
are several ways to facilitate this of course. In a classroom we might 
stage a whole-class discussion, encouraging learners to offer different 
perspectives, answer questions, provide some answers, and generally 
share their experiences. In an online environment this might better be 
accomplished by using a computer conferencing system or a discus- 
sion board on a VLE, where learners and teachers can post their com- 

; ments, responses, and questions on particular topics over a set period 
of time. If our preferred objective is to encourage the learners to pro- 
duce a reflective journal as their learning activity, then a blog might be 
considered, with the added advantages that it can be shared with peers, 
and that both peers and teacher($ can add helpful comments and/or 
questions, almost like footnotes to the main text. Similarly, if the main 
object of the learning activity is to encourage the student to practice . 
the clear verbal articulation of their thoughts. then a podcast, a simple 
audio recording available over the Internet, might be an alternative to a 
conventional face-to-face presentation. 

Each of the design solutions above, in addition to the previously 
stated advantages of enabling learner participation 'as and when' (i.e. 
asynchronous and not location specific) have the additional benefit for 
the whole group of learners that they can provide a detailed record of 
the learning activity. Unlike a face-to-face discussion in class, which is 
spontaneous and generally unrecorded, the online version generates a 
written (or audio) record and allows time for the learners to consider 
previous comments and offer thoughtful additions (unless, of course, 
a spontaneous live response is required as part of the learning activity, 
in which case a distributed live session such as a chat room, an instant 
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message session, or a Skype exchange could be selected). The written 
and audio records allow learners to reflect upon the learning session or 
topic, provide materials for slower learners or for revision. and can be 
archived for a period of time. With the addition of teacher notes to the 
learners' work, additional resources such as further reading. specific 
examples, and breaking news of relevant events can be made available 
for faster learners or those who would like to specialise in a particular 
aspect that is not fully covered in their present course. 

To continue with our staged process of matching learning objec- 
tives and activities to more flexible uses of distributed media, the use 
of images is apparently particularly problematic. We say this because, 
although fully aware of the vibrant added-value that images (still and 
moving) can bring to a learning resource, we have also been struck by 
the apparent compulsion to use images in inappropriate circumstances. 
A classic example of this is the use of videoconference facilities. With 
the spread of the ability to link videoconference equipment over the 
Internet (IP connections) rather than by landlines, there has been a, 
growth in the adoption of videocon ferencing as a tool for te.aching and 
the dissemination of research. While there are Inany fine exarnples of 
teachers playing to the strengths of this new medium-the ability to 
bring intimacy to a discussion among distributed participants; the abil- 
ity to support multi-way interaction among the group: to bring in guest 
presenters from geographically distant localities; to record and archive 
the session for future re-use; there are also many exaniples of bad prac- 
tice. Two bad examples stick out as being particularly common: the 
delivery of a video lecture, where the teacher simply talks at the stu- 
dents for an hour (or more!) in an attempt to replicate the experience of 
the lecture theatre. This completely ignores a key strength of videocon- 
ferencing. the ability to have quality time for visual interaction. Quite 
frankly, in many such cases there is no need to see the teacher at all, and 
the lecture could better be delivered as an audio file. If visual images are 
essential to such a presentation, then the session can be delivered once, 
recorded, and made available as a webcast on the course website (or 
on a DVD) for asynchronous, geographically distributed access. Alter- 
natively, if the teacher really wants interaction with the learners and 
visual contact is not essential. then perhaps a scheduled teleconference 
is more appropriate, the telephone being more ubiquitous and more 
mobile than videoconferencing hardware. 

A second example involves trying to run a videoconference session 
with the same meeting etiquetteas a face-to-face meeting. The strengths 
of the medium, being able to participate live with peers and observe 
body-languagelfacial expressions without being co-located, need to be 
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balanced by an awareness of the disadvantages. Foremost among these, 
paradoxically, is the need to be inclusive in the group interaction pro- 
cess. The immediacy and collegial familiarity of the videoconference 
medium can sometimes lure participants into behaving as if they were 
in a face-to-face meeting, leading to several traps for bad practice: 

Bringing a handout to the meeting and passing it around the par- 
ticipants in the same roop with you, but neglecting to circu- 
late this in advance so that your distributed learners/colleagues 
could print it and bring it along to the videoconference. 

Failing to clarify the identity of everybody who is participating 
in the meeting and checking if they can all receive the signal 
clearly (we tend to assume that everyone in the same room can 
hear us when we speak). 

Asking undirected questions such as "Any questions on that?" 
When we ask that in front of a videoconference camera, who 
are we asking? Students either tend to hesitate and say nothing, 
waiting for someone else to speak, or else everyone speaks at 
the same time. Better to ask, "'Any questions on that?" in each 
remote site. 

Conversely, teachers and other confident speakers often seem to need 
to fill the quiet gaps by talking, making it difficult or awkward for other 
participants to interject. Normally on a videoconference the remote 
camera is open on the person who is talking, so we cannot usually see 
the body language of the other participants who are waiting their turn 
to speak. Tutors need to be sensitive and directive on this. 

Unfocussed or rambling agendas are bad enough in face-to-face 
meetings, but their uselessness is magnified online. Videoconference 
sessions need to be more organised than face-to-face equivalents, not 
least because institutions that make heavy use of videoconferencing 
will have strict time slots and if you over-run your allocated videocon- 
ference session because you have allowed people to ramble on, you will 
be cut off at the end of your pre-booked slot. You will be cut off regard- 
less of whether you have come to the end of your agenda, whether you 
are a professor or a first year student, or whether a participant is in 
mid-sentence or not. 

Tutors need to be aware of these limitations and plan for them, and 
in the best of cases the good videoconference session can be transfor- 
mational, but a bad session can be truly pointless. A key point to note 
here is that the introduction ofweb 2.0 technology (in this case the ease 
of introducing hyper-interactivity through Internet-based videocon- 
fcrence connections) is not enough in itself to bring about a pedagogic 
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change. The application of the new technology requires a correspond- 
ing shift in other components oflearning and teaching (e.g. in this case. 
a shift from the tutors 'broadcasting' their own opinions as a video 
monologue, to a learning session where students are encouragedlfacili- 
tated to interact with the tutor and with each other to maximise the 
educational advantages of interactive 'live-time' sound and video). 

The use of videoconferencing is a starkly obvious example of the 
need to combine changes in the manner ofteaching and learning when 
changes in the media of communication and learning are introduced; 
but, though they may be more difficult to distinguish, similar lessons 
apply to using other forms of web 2.0 applications for education. We 
have previously described this as an ecology of learning with similari- 
ties to the functioning of natural ecosystems in that everything is con- 
nected to everything else and changes to one element will often have 
profound (even unpredictable) effects on another part of the system 
(Rennie & Mason, 2004). 

Another familiar example in course design might be the use of still 
images and photographs as learning resources. Anyone who has used 
the web a lot will be familiar with the frustration of clicking on a web 
page and having to wait for ages while an embedded photograph is 
downloaded, only to discover that, apart from looking attractive, the 
photograph does not really add anything to the text. Broader bandwidth 
might allow us to download these images faster. and web 2.0 technolo- 
gies might allow us to share and manipulate the images with online col- 
leagues, but frequently we are still trying to graft new technologies onto 
old ways of thinking about learning resources. (A photograph looks 
good in a book at this point-to break up a long piece of text-so I will 
stick a photograph onto the website at this point.) As with our example 
of videocon ferencing, course designers need to fundamentally re-t hin k 
the incorporation of web 2.0 learning resources illto the ecology of the 
overall learning experience. Consider the following real life example 
that was shared with us during the preparation of this book: 

I'm a Programme Manager on the "** e-learning team. I have 
responsibility for the "" e-learning transformational projects 
and some new projects in the innovations strand on gaming and 
mobile technologies. I am interested in the use of social software 
in a learning and teaching context and have worked with wikis 
and blogs in an HE institution. I am an addict of flickr.com, my 
de1.icio.u~ and have just started a combined photottext blog. 

I have done most of my recent and most effective learning in 
a very informal space-on Flickr. I could have taken a formal 
photography course and did consider doing so. However for me, 
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in this instance, a qualification is not the important outcome-it 
is the learning. Flickr can be used in so many ways-as a store for 
images, as a social space, and as a place to share content. 

But it's the incredible power of the social aspects in self-organ- 
ised groups that can be very powerful. There are groups that pro- 
vide information (e.g. what kinds of films work in which contexts, 
or technical aspects of cameras), discussions (e.g. around the work 
of a particular photographer or genre), workshops where assign- 
mentslactivities are set (sometimes with deadlines) and where we 
can comment or critique each other's work, games, competitions, 
combining creative writing with images, how to use Photoshop, 
etc. etc .... 

What I love to see is where people work collaboratively to pro- 
duce images, where people tag each other's images, where people 
link up with other people with similar styles. 

Not only that, I have made friends who I meet virtually and 
some who I now meet physically. 

Flickr is my own university where I have choice and control. 
You could argue that Yahoo (who have taken over Flickr) could 
take that away from me and my fellow Flickr learners. Yes, they 
could, but we would just find another way to do it with some other 
software. It's not the software, or even the service (which I do pay 

1 for) but the community of people that support my learning. 

Lou 

, p.s. After posting it I was reflecting further, and what I wanted to 
add, but never did, was that-in that environmentllearning space 
I am both a learner and a teacher, because I think that whole issue 
of blurry, moving roles is so very significant with web 2 stuff. The 
other thing I nearly added was that I'm 46-just to highlight the 
fact that it's really not only young people using social software in 
that way. (LOU McGill, personal communication) 

There are many significant issues that emerge from this e-mail-the 
exploitation of informal learning; the interest in the learning rather 
than the qualification; the learning aspect of online communities of 
enthusiasts; the blending of online and offline relationships; the blur- 
ring of distinctions between learner and teacher; the significance of age 
and gender in the digital divide. A key point for us, however, is the rec- 
ognition of the almost serendipitous learning experience that is enabled 
by the flexibility of the media resources. A person can embark upon a 
simple task, not necessarily related to learning-such as taking photo- 
graphs and sharing them online. This may lead to the establishment 
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Although the incorporation of distributed media can provide alterna- 
tive ways of learning, and can even improve learners' access to learning 
resources that have previously been restricted to specific places (e.g. by 
the digitisation of print resources commonly held only in a specialist 
library) these should not be regarded simply as a replacement for the 
main face-to-face delivery of resources. Rather, they should be a well- 
designed improvement that extends the range of learning opportunities 
to all students, regardless of their geographical location or their ability 
to attend classes in physical terms. This means that the introduction of 
wikis, blogs, podcasts, discussion boards, and so on needs to be care- 
fully balanced as part of a symbiotic learning system that brings benefit 
to the learners, rather than confusing, intimidating, or undermining 
their confidence. Consider the important learning activities, match 
them with the strengths of a particular distributed medium, perhaps 
provide some alternative ways to interact with key resources (e.g. an 
optional blog to reflect on the whole course, or a formative assessment 
that enables room for an individual specialisation) then consider care- 
fully how all of your selected media function collectively. Be realistic; do 
not be afraid to go back to the drawing board if the cumulative results 
are not what you would wish for as a course designer. 

CONCLUSIONS 
The design of the course as a whole is more important than the choice 
of specific tools or media. The choice ofmedia needs to reflect the learn- 
ing objectives of the course/module, not dictate the objectives. After the 
learning outcomes have been established, start with the learning activi- 
ties and tailor the choice of distributed media to your course team's 
agreed purposes. The modes of interaction between the learners, and 
between the teacher and the learners should influence but not dictate 
the selection of distributed media. 

Although a range of distributed media encourages the adoption of a 
range of learning strategies, more diversified and personalised learning 
models are more time-consuming for the tutor to construct and main- 
tain. They do, however, firmly shift the emphasis towards student-cen- 
tred learning. and should encourage learner interactivity and higher 
levels of active participation in the learning processes. 

Good course design needs to 'open out' learning opportunities 
with the incorporation of new technology, not create additional con- 
straints for learners and tutors, so the symbiotic relationship between 
the different colnponerits in the learning ecology needs to be carefully 
consider. 

THE TOOLS IN PRACTICE 

In this chapter we look in detail at a wide range of web 2.0 tools, con- 
sidering their advantages and disadvantages and describing an actual 
education application. 

The following is a list of the tools discussed: 

11 blogs 
wikis 
podcasts 
e-portfolios 
social networking 
social bookmarking 
photo sharing 
Second Life 
online forums 
video messaging 
e-books 
instant messaging 
Skype 
games 
mashups 
mobile learning 
RSS feeds 
YouTube 
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RESOURCE: BLOGS (WEBLOGS) 
A blog is a type of web page that is simple to create and disseminate 
and that is used as a form of online journal by millions of users. Some 
blogs take the form of regular diary entries that are posted in reverse 
chronological order (newest at the top) and deal with the enthusiasms 
of the user (the blogger) who will combine personal opinions with links 
to other related websites, blogs, and other online articles. The ability 
for other users to leave comments on blog messages means that themed 
discussions can be built up very quickly and supporting information 
(other web articles, images etc.) can be shared with people who have 
similar interests. There are avariety ofdifferent services available on the 
web that enable one to set up a blog, and although some use hosted soft- 
ware (located at another location on the Internet) while others require 
you to install the software on your own computer, they are all basically 
very similar. Due to their simplicity of use and their flexibility, blogs 
have become a fast-growing feature of educational establishments, cor- 
porate businesses, and the public sector (e.g. news media sources such' 
as the online Guardian or New York Times). 

7he Educational Challenge 
Blogging offers opportunities to extend discussion beyond the class- 
room, or can add value to the online community in blended and dis- 
tance learning courses. The immediacy of blogging encourages a very 
fresh approach to sharing information. While some blog spots can sim- 
ply be a rant on a personal soap-box issue, most are genuinely inter- 
active sites where like-minded users can share information and ideas. 
The many-to-many mode provides a learning framework that allows 
bloggers to acquire information very quickly, and to report on what 
they have learned. This can be easily used by tutors to both extend the 
subject matter and reinforce key learning points. As with other digital 
media available over the Internet, the challenge is to somehow separate 
the useful information in the background noise of tens of thousands of 
self-publicising blog sites. In order to try to minimise unhelpful blog 
messages (or just plain vandalism) some institutions have established 
blog sites that are open only to registered members (students and staff) 
of that institution, but this may be argued as being counterproductive 
in seeking to engage with the global learning community while still not 
being able to ensure the quality of the posted messages. 

Strengths of the Resource 
As personal, even reflective online journals, blogs can encourage the 
skills of writing and self-expression. New resources and ideas can be 
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easily added to the discussion for ;ha ring and further feedback, so blogs 
make it easy to access new resourtes very quickly. A general strength is 
the ability to make connections with experts and opinions outside the 
classroomlinstitutional circle, and though this requires a level of trust 
and openness, supporting evidence can be included to contribute to the 
construction of a themed archive of information. This leads to the abil- 
ity to categorise learning and relate it to the experience of the individual, 
encouraging the learner to contextualise and personalise the learning 
activities in ways that strengthen learning and build confidence. The 
ability to request automatic feedback information when a user links to 
their blog (trackback) allows blog authors to keep a record of who is 
accessing or referring to their blogs, ahd to receive some acknowledge- 
ment of the value of their blog site. Potential benefits are that blogs can 
be used to promote critical and analytical thinking on chosen topics, 
and that the combination of individual working and social interaction 
can induce critical self-reflection in a rich learning environment. 

Potential Disadvantages 

Although extensively used in education, there are mixed views about 
the added-value effectiveness of the medium to enhance learning over 
other forms of electronic communication. Most blog spaces are public, 
even when contained within the firewail of a single institution and this 
may discourage less confident students from contributing to the blog, 
much less using it to 'think aloud' and expose their thoughts to scru- 
tiny. While a strength of the blog is its immediacy, this also means that 
any lack of attention in maintaining a regular flow of messages may 
lead to the abandonment of the blog by readers. and therefore by con- 
tributors. Detractors of blogs and other online forums maintain that 
being unseen makes it easier for students to become lurkers that are 
not engaging with the learning community; but careful attention to the 
teacher moderation of the discussion can alleviate this to a large extent. 
Similarly, although the lack of technical confidence in using new soft- 
ware can be addressed through careful induction training for new stu- 
dents, as can concerns about tHe development of writing skills, there 
needs to be a strong motivation on the part of users to want to commu- 
nicate and exchange ideas. This requires thoughtful course design. 

Key Points for Eflective Practice 
1. Start your own blog related to your own course or subject 

area. Start small, but without regular entries, your readers will 
quickly tire and move somewhere else if you allow too much 
time to elapse before the next entry. 
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2. Give your students a list of some active blog sites and get them 
to look at other blogs before they start to post their own com- 
ments so that they get a feel for the medium. 

3. Ask students to start a blog about a subject of particular inter- 
est to the individual student, and relevant to the course. It may 
be more efficient to provide students with their own blog site 
and ask them to maintain it. 

4. Setting formative or graded assessments that require students 
to read (and comment upon) each others' blog sites and sum- 
marise the issues can be a good way to focus the learners' atteh- 
tion on the essentials. 

Selected References 
Downes, S .  (2004). Educational blogging. Educause Review, 39(5). Retrieved 

from http:ll~~w.educause.edu/pub/er/ern~O4lermO45O.asp?bhcp=l. 
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Farmer. 1.. & Bartlett-Rragg, A. (2005). Blogs @ anywhere: High fidelity online 

communication. Ascilite 2005 Conference. Re~rieved from http:I/www. 
ascilite.org.aulconferenceslbrisbaneOS/blogsl~roceedingsl22~Farmer. 
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index.htm1 
Fluette, S. (2006) Blogs in education. Retrieved from http:lltep.uoregon.edul 

shared/blogswikispodcasts/BlogslnEducation.pdf 
Search engine for blogs. Retrieved from http:l/www.technorati.com 
Weller. M., Pegler, C., Rt Mason. R. (2004). Ihe use of innovative technologies 

on an e-learning course. 7he Internet and Higlter Education, 8, 61-71. 
Retrieved from http:llruIbii.leidenuniv.nIIM~I7BBlarchiveslsdarticle. 
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Technology.20(2),232-247.Retrieved from http://www.jeremybwiIliams. 
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Institution: University of East London: Masters Degree 
in Learning and Teaching in Higher Education- 

Applications of Learning Technologies 
How It Works in Practice The module is an entirely online masters 
level course which can also be taken as a free-standing professional 
development course for associate membership of the UKk Higher Edu- 
cational Academy. Participants are required to maintain individual 
blogs to record their learning experience and the actions they will take 

I 
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in their own work context. m e  blog is also used for informal feedback1 
and allows the course designed to adapt the course over time to the 1 
needs of the participants, The objective in using blogs on the course is 1 
to encourage students to reflect din their professional practice. 

A set of guidelines is provided about what should be recorded in the 1 
blogs; for example, I 

Your impressions of o n l i d  learning to date 
Your most and least valued learning on the course 
Skills you need to learn or knowledge you need to acquire 

Students are also advised as to the ideal length of entries (500 words),l 
time to allocate (1-2 hours). and the rieed for clarity in writing. I 

I 

Lessons Learned The blogs provided very useful feedback on 
course; for example, regarding technical problems students experience 
with the VLE used on the course, the need for a summary of 
at the beginning of each section and the lack of advice on how to avoi 
losing blog entries. 

I 

Students' experience of using a blob proved to be as valuable as t h i  
course designers anticipated, and sample blogs have demonstrated a ? 
increasing depth of awareness, real ownership of the process, and com- 
munal sharing of ideas about applying blogs in various teaching and 
learning contexts. I 

i URL: www.uel.ac.uklsdel/staff~development/accredited~courses.htm 1 

RESOURCE: WIKI 
I 

I 
Wikis are collaborative. web-based sites for sharing text and oth* 
resources. The significant feature of wikis is their open editing funq- 
tion that allows users to jointly create the resource. The informatiop 
on a wiki can be edited by any and all users but can be controlled bp. 
allowingidenying password access. Superficially a wiki may appeqr 
not dissimilar to any other web page, but the ease with which the wihi 
web pages can be edited means that the application is very much moqe 
versatile than a conventional static web page. The medium deliberateliy 
encourages participation in the joint creation of content, and this mify 
take place either hy revising existing text or by adding links to othyr 
web pages (within the wiki or to external websites) to extend the info - 
rnation provided. Through the participation of many authors constantly 
adding and revising information, the wiki can be effectively self-policyd 
to reduce misinformation through inaccuracy or malicious intent. 4' 
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rapid growth of Wikipedia, the free, online, multi-lingual encyclopae- 
dia, has helped to popularise wikis as an effective tool for generating 
and sharing large amounts of complex knowledge. The wiki has given 
real substance to the shift of the web towards web 2.0-that is towards 
an online environment in which users are encouraged to contribute 
and interact with other users rather than be the passive recipients of 
static information. Another web 2.0 characteristic of wikis is that they 
encourage a different attitude to information: whereas print suggests 
that information is fixed and authoritative; wikis create an environ- 
ment in which information is seen to be fluid and flexible, and even 
more importantly, communally constructed and owned. 

The Educational Challenge 
Wikis allow asynchronous peer-to-peer interaction, and with the con- 
vergence of digital media a wiki can include images and sound, as well 
as text. 'There are several crucial aspects of wikis that would seem to 
make them ideal for use in an educational environment. First of all, 
wikis are subject driven rather than time driven and can be adopted 
as repositories of information on specialist areas of interest, such as an 
academic course, a research group, or a corporate organisation with 
participating workers scattered across the globe. The fundamental 
premise of wiki construction is a belief in the shared construction of 
knowledge, and this is consistent with a constructivist pedagogy and 
a focus on encouraging learner-centred content rather than teacher- 
generated content that students are expected to read and digest. Wikis 
are very flexible in being able to adapt how information is organised, so 
that new pages can be added, the layout changed, arid sections deleted 
by interacting to reach a common consensus. Most wikis will allow 
users to compare the current version of the text with previous versions 
in order to refine the text, and also will enable each amendmentladdi- 
tion to be traced to individual users. This facilitates wikis being used 
to build collaborative projects while enabling the contribution of indi- 
vidual students to be credited. 

Because of their potential for dispersing disinformation, wikis offer 
an ideal opportunity for educators to help students gain the skills to 
differentiate and make their own judgements regarding the accuracy 
of information. 

Strengths of the Resource 
Wikis enable the users to generate web pages easily and to alterlamend 
the text in collaboration with peers in order to create a mutually agreed 
version that is comninnly accessible. Informati011 is not fixed (as in 
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print) but flexible and changeable to meet the needs of the community 
of users. Wikis can be closed (only an agreed group of users can change 
the text) or open (allowing any registered password-holder to change 
text). Generally a wiki requires very little technical skill or training 
in order to use it effectively, allowing the users to concentrate on the 
contents and the context rather than being distracted by the technol- 
ogy. The resource encourages users to work in groups, to develop peer- 
to-peer generation of information, and to contextualise knowledge by 
linking text to other relevant resources. The ease and accessibility of the 
resource encourages wikis to be utilised for building common agendas, 
problem-solving, brainstorming and creating complex reference lists 
of hyperlinked information. The medium is ideal for creating group 
cohesiveness and commonly agreed definitions or information sources 
among online communities. Wikis allow the structured organisation 
of resources, as well as asynchronous editing and participation by geo- 
graphically distributed users, and can link with other digital resources 
including image repositories and e-portfolios. 

Potential Disadvantages 

Some critics have argued that the ease of access to wiki editing, and the 
unmonitored open environment may lead to a very low level of con- 
tent and no contextual relevance. lhere has been an extended debate 
relating to the accuracy of wiki contents, but educators have argued the 
importance of using the opportunities of this medium to educate learn- 
ers to make their own judgements regarding the accuracy of informa- 
tion. The potential complexity of a site that has many authors requires 
care in the construction of the navigation to ensure that users are able 
to locate and extend the information in a systematic manner and with- 
out repetition. 

Key Pointsfor Eflective Pmctice 
Although wikis lend themselves to collaborative writing by groups 
of users, this requires a clear focus and an element of self-discipline. 
This has several points of advantage over traditional forms of writing, 
including the ability to trace comments and feedback from other users, 
and simple linking with other digital sources of knowledge. As with 
other forms of educational resource, a little bit of pre-planning and 
some clear guidelines on its use, can really help students to make the 
best use of the resource. The flexibility of the wiki can allow users to 
create some very effective, dynamic knowledge bases and to share these 
widely for further comment, and these can range from the trivial (a 
shopping list or 'to-do' list) to the very complex (a personal e-portfolio) 
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or the activities of an inter-disciplinary research group. One particu- 
larly valuable use of a wiki is for a group to think about how informa- 
tion is organised, especially in a large or complex area, and to consider 
how to present it in small, hyperlinked chunks. 

Selected References 
An example of how a wiki is used to support a book. http://digitalwriting. 
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&id=258 
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fu111438900a.html 
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Parker, K. R., & Chao, I. T., (2007). Wiki as a teaching tool. Interdisciplinary 
Iournal of Knowledge and Learning Objects, 3. Retrieved from http:ll 
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Institution: UHI Millennium Institute, Scotland: 
Greenspace Research Initiative 

How It Works in Practice Greenspace Research is an initiative estab- 
lished to investigate ways to improve the planning and construction of 
low carbon buildings. From the start, the team has used a wiki to share 
information between researchers and to make this information avail- 
able to the wider community of interest, including funders, architects, 
anti renewable energy experts. As the project has grown and other part- 
ners have been attracted to join the work, the wiki has been extended 
to provide links to the new activities. n e  nature of the work and the 
interdisciplinarity means that researchers do not need to be colocated 
or sharing information in real time, but allows a repository of informa- 
tion and links to be built up as different areas of the project progress at 
different speeds. Researchers (staff and students) are allocated an indi- 
vidual wiki identity and encouraged to develop a particular area of the 
wiki that is most relevant to their own interests. In common with many 
other wikis, this site is a combination of some pages of very well devel- 
oped thinking and other pages that are more like rough notes or early 
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drafts of information that will be extended and replaced in due course 
as the wiki evolves. 

Lessons Learned 
The uses and potential of wikis are endless, but this flexibility 
can itself be a problem, so for the best results a wiki should have 
transparently clear navigation from the outset. 
Having established some simple hierarchy of layout to launch 
your wiki, it is best to populate it with a few simple examples 
of text, images, links and so on to set the tone and encourage 
others to contribute. 
Although wikis can be used as a one-way application to express 
your ideas, they work best when there is open, multiple author- 
ship around a central theme, so be sure to express your initial 
ideas clearly (e.g. "This wiki is about.. ."). . In advertising your central theme, try not to be too specific 
because this might discourage other contributors from think- 
ing creatively and might restrict their contributions to a rela- 
tively narrow area that soon runs out of steam. 
Be prepared to inject enthusiasm by contributing strategically 
to the wiki as the enthusiasm of others rises and falls over 
time. 
Be prepared to be flexible, encouraging others to modify what 
you have written if it is relevant, and also to add pagestsections 
of their own as the wiki spreads it wings and becomes a wider 
repository of useful information on the central theme and its 
various subdivisions of knowledge. 

URL: http:llwiki.greenspaceresearch.uhi.ac.uklindex.phplMainPage ( 

RESOURCE: PODCASTING 
I 

I 
A podcast is an audio file which can be downloaded and listened to 
either on an iPod or MP3 player for mobile study or a con~puter or lap- 1 
top for location-based study. Video podcasts (sometimes abbreviated to 1 
vidcast or vodcast) are also possible, and useful for referring to visual 1 
material or for accompanying Powerpoint slides. A blogcast is a blend 
of two tools: blogging and podcasting. The blog contains associated text 1 
and makes the podcast indexable by search engines. 

The term podcasting is a combination of iPod (Apple Computer's por- 
table media player) and broadcasting. As with the term radio, podcast- 
ing can refer to either the content or the process. Anyone with access to1 
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the Internet and the capability of playing audio files on a computer or 
any portable' media device can listen to podcasts. 

7he Educational Challenge 
Podcasting represents an exciting challenge in that it empowers stu- 
dents to create content and take part in authentic learning projects. In 
other words, students can be active learners. not passive consumers of 
information. There are uses of podcasting for assessment, as part of e- 
portfolios and as collaborative projects. For example, students can con- 
duct oral histories and create podcasts which are then used to present 
their work. Other examples involve students creating reports, historical 
interpretations, or scientific narratives. 

Universities can make podcasts of special lectures, cross-cultural 
exchanges, guest speeches or other events and.make them widely avail- 
able to students. A number of institutions are using podcasts of all 
lectures as a way of providing access for certain kinds of disabled stu- 
dents, and incidentally for all students as a method of review or access 
to missed lectures. For distance or distributed institutions, podcasting 
otfers a way of providing a richer environment than text for remote 
students. 

The ready availability of podcasts on the Internet provides a resource 
for teachers to add global perspectives to their teaching through adding 
podcasts to their reading lists. 

Strengths of the Resource 

The ability to listen to material mtrltiple times 
Flexibility arid portability (when and where to listen) 
Audio resources for blind and distance education students 
Varied opportunities for student generated content 
Relatively low cost, low-barrier tool for both students and 
teachers 
Ideal for short pre-class listening segments; for example, to 
address students' preconceptions 
Good use of 'dead time' while travelling or even walking 
between classes. 

Compared with written text, the spoken word can influence both 
cognition (adding clarity and meaning) and motivation (by convey- 
ing directly a sense of the person creating those words). Audio is an 
extremely powerful medium for conveying feelings, attitudes and 
at tnosphere. 

Listening to an iPod or similar device in public is now common 
practice and hence socially acceptable. These devices have a tremen- 
dous consumer appeal that works to their advantage, particularly for 
younger students who may be impatient with traditional forms of teach- 
ing and learning. For distance students, the strength of podcasting lies 
in the potency of voice communication, which cuts through the dense 
text of the Internet and offers a human connection. lbtors, professors 
and librarians have already beglln using podcasting for myriad train- 
ing and learning situations, for example, podcasts of academic journal 
digests, and vodcasts demonstrating how to use software and operating 
systems. 

Potential ~ i s ~ d v a n t a ~ e s  

The shortcomings of audio in general appear to be in the area 
of providing complex or detailed information that needs to 
be heavily processed, logically deconstructed, committed to 
memory, or otherwise requires a great deal of concentration. 
It is less good at conveying detail and facts, in that we do not 
remember facts and figures from audio as easily as general 
opinions and arguments. 
Unlike text, audio is hard to browse and hence is a less efficient 
use of study time than text. 
Copyright is a potential issue if podcasts are available outside 
institutional firewalls. Searchability is also potentially prob- 
lematic as numbers of podcasts increase. Likewise, who and 
where will podcasts be archived? 
In higher education podcasting has been widely identified 
with recording lectures and then uploading them as podcasts. 
Unfortunately this single use of podcasting in higher educa- 
tion has seemed to become its identity. This perspective needs 
to be changed quickly, otherwise podcasting will become just 
another dissemination medium. 
If a transcript of the podcast is called for-and it usually is, 
both for deaf students and because students request it for eas- 
ier access or review-this adds to the workload in preparing a 
podcast. 

Key Pointsfor Efective Practice 
1. A podcast must be prdfessional and compelling-not the 

equivalent of shaky home videos. Nevertheless, good podcast- 
ing is about the message, the content, not the technology, which 
should be transparent. 
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2. Podcasts are great for conveying passion, personality and a 
limited amount of content. Use text instead i f  there is a lot of 
material to cover. 

3. Like all technologies, podcasting should supplement and 
enhance, not replace. The aim should be to more deeply engage 
the student with the concepts of the course, not to convey basic 
course material. 

4. Tips for keeping the learners' attention include: alternating 
speakers, surprising turns in the conversation, changing the 
pace, relating the topic to learners' experience. 

5. Devise relevant, authentic, and fun projects for students to make 
their own podcasts. Integrate with assessment if possible. 

Selected References 
King, K., & Gura, M. (2007). Podcastin8 for educators. Greenwich, CT: Infor- 

mation Age. 
Nie. M. (2006). The potential use of mobile devices in  higher education. , 
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Institution: University of Leicester: A Pilot Study to Investigate 
How Best to Integrate Podcasts into Online Learning 

How It Works In Practice This pilot study took place within a research 
project entitled Informal Mobile Podcasting and Learning Adaptation 
(IMPALA). The aim of the Impala Project is to deliver a testable and 
transferable pedagogical model of podcasting for student learning in 
higher education. 

l h e  podcasts were designed to supplement the online course material 
delivered on the online learning environment. ?he content consisted of 
updates on the online material, guidance on the weekly activities, and 
motivational items such as relevant news items and a fun item such as 
a joke. 

Through a questionnaire students indicated the most important 
contributions the podcasts made to their learning. The most common 
response was that the podcasts provided a good introduction to the 
week's work. Students used them to organise and plan their work, and 
to stay focused on the course. They particularly liked the informal tone. 

A useful finding from this study was the relation between podcasts 
for entertainment and for learning. The latter requires more focused 
attention and usually being in a static place in order to take notes, at 
least for the first time of listening. 
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Lessons Learned Ihis  study showed that podcasting helps students 
at a distance develop positive attitudes towards the teacher and brings 
informality and fun to formal learning. Nevertheless, it also helps stu- 
dents engage deeply with the learning material. Based on this study, the 
conclusions are that podcasts should be: 

1. integrated into online courses with strong links to other activi- 
ties and resources, especially if they encourage active learning 
or collaboration with others; 

2. recorded fresh each week and include up to date news and 
feedback; 

3. partly reusable and recyclable ,by some sections not being 
dependent on news or feedback horn that week: 

4. downloadable onto any mobile device offering MP3 playback 
as well as tethered computers; and 

5. follow a radio magazine stjrle rather than a lecture. 

URL: www.impala.ac.uk 

RESOURCE: E-PORTFOLIOS 
E-portfolios are electronic collections of documents and other objects 
that support individual claims for what has been learned or achieved. 

i In higher education, e-portfolios can be used at course, programme or 
1 institutional level. There is still lack of clarity about whether the term e- 
: portfolio refers to the software, a particular presentation of the contents 

or all of the contents. 

7he Educational Challenge 

The primary challenge is in engaging students to maintain their e-port- 
folios. This is partly because of the tension between institutional control 
and student ownership of the e-portfolio. When the institution hosts 
the software and insists on its use either for assessment or accreditat 
tion, the student does not take ownership of the process. The challenge 
here is for course designers to find a way of integrating the use of the e- 
portfolio into the course and to motivate learners in maintaining them 
and to support them in understanding the value of reflection. The e- 
portfolio software is still immature: there are a few proprietary systems 
but many institutions are developing their own software, sometimes 
using open source approaches. 
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Stefani, L., Mason, R., & Pegler, C. (2007). 7he educatiottnlpotential of c-port- 
folios. Abingdon, UK: Routledge 

Institution: Woodbury University, LOS Angeles, California 
Woodbury is a college of 1500 students with a main and a satellite cam- 
pus, using Nuvent ive iwebfolio software. 

How It Works In Practice Woodbury University has adopted the use 
of e-portfolios primarily as a tool for helping students to succeed in 
securing employment in a highly-competitive job market. Secondly, 
e-portfolios are used to assist faculty in assessing and improving the 
quality of their courses. 

'the university offers degree tracks in specific high-demand fields 
such as architecture, interior architecture, animation, fashion design, 
graphic design, business, information technology and marketing, all 
of which have a strong visual component. E-portfolios provide a con- 
sistent method for presenting skills and accomplishments in a much 
clearer way than paper portfolios do, and have the added advantage of 
being available for the employer to look at and study before-or after the 
interview. 

Woodbury is carefully creating structured templates and examples 
of best practices to guide student efforts in evaluating their own prog- 
ress over four years and in creating the best possible vehicle for demon- 
strating their true worth to prospective employers. 

Lessons Learned 
E-portfolios have helped the institution increase consistency in 
assessing student work through developing criteria that apply 
to disciplines and departments. 
Woodbury discovered that they needed to alter the curricu- 
lum slightly to make sure the right data were being generated 
in the classroom that could be used as a basis for assessing 
effectiveness. 
Faculty members have asked to have the software for their own 
use in presenting their work, research, interests and educa- 
tional history. 
Top-down commitment from the institution is vital for embed- 
ding the use of e-portfolios for both students and staff. 
The institution needs to provide a sharp focus for the use of 
e-portfolios; otherwise they are simply a n  electronic filing 
cabinet. 
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RESOURCE: SOCIAL NETWORKING SUCH 
AS MYSPACE AND FACEBOOK 

Social networking sites have betome incredibly popular with young 
people almost overnight. They offer an interactive, user-submitted net- 
work of friends, personal profiles, blogs, groups, photos, music, and vid- 
eos internationally. There a n  many such sites, some more specialised 
than others and some very much more popular than others. MySpace. 
corn is a popular, general social network that allows members to set up 
unique personal profiles that can be linked together through networks 
of friends. MySpace members can view each others' profiles, communi- 
cate with old friends and meet new friends on the service, share photos, 
post journals and comments, alld describe their interests. Facebook is 
another resource, which was originally developed for college and uni- 
versity students, but has since been made available to anyone with an 
e-mail address. People may then elect to join one or more participating 
networks, such as a high school, place of employment, or geographic 
region. At the time of writing, Facebook has just become the number 
one site for photos, ahead of public sites such as Flickr, and is the sixth 
most visited site in the United States. 

Bulletins are posts that are placed on an online bulletin board for 
everyone on a user's friends list to see. Bulletins can be useful for noti- 
fying an entire, but usually a portion of the friends list (depending on 
how many friends are added), without resorting to messaging users 
individually. Some users choose to use bulletins as a service for deliver- 
ing chain messages about, for example, politics, religion, or anything 
else. They have also become the primary attack point for phishing. Bul- 
letins are deleted after 10 days. Some systems offer a Groups feature 
which allows a group of users to share a common page and message 
board. Groups can be created by anybody, and the moderator of the 
group can choose new members to join, or to approve or deny requests 
to join. 

Users can browse profiles by age, interests, subjects being studied or 
names of friends. Then private messages can be exchanged or public 
notices left on their profile. 

In most cases, users are allowed to customise their user profile pages 
by entering HTML into such areas as "About Me" "I'd Like to Meet" 
and "Interests". Videos, and flash-based content can be included this 
way. Users also have the option to add music to their profile pages. 

7he Educational c?lallenge 
The rationale for using social networking in education is that teachers 
have a responsibility to give students skills in how to cope with the vir- 
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tual relationships and to understand what friendship means in the new 
social culture created by the web 2.0 environment. I t  is a well-known 
fact that the social areas of forums used in higher education receive 
more messages and visits than the educational conferences. Since 
the introduction of educational forums in the 1990s, educators have 
begun to realise that social communication is an important aspect of 
learning. 

Another rationale for the use of social networking in education is the 
opportunity it provides for student creativity, both in self-presentation 
through profiles, and in artistic presentation through photos and music 
additions to their profiles. In short, the use of social networking in edu- 
cation is an acknowledgement of the social change this phenomenon 
has spawned. As with the social forums in educational conferencing, 
networking sites give students the feeling of belonging and the chance 
to explore their own identity. 

Strengths of the Resource 
As with other web 2.0 tools, ease of use explains much of their success'. 
Social networking is an asynchronous tool and has many of the same 
advantages as educational forums: allows flexible access and keeps a 
written record of communications. With social networking, virtual 
connections often lead to real, face-to-face connections. 

Many observers claim that these types of networks are ingrained 
in Internet practice now and are here to stay, though the forliiats will 
change. The essence of them is the idea of joining online communities 
arid being able to participate in them. 

Potential Disadvantages 
'The volatility of the youthful user base means that social network sites 
are unusually vulnerable to the next 'new new' thing. As quickly as 
users flock to one trendy Internet site, they can just as quickly move on 
to another, with no advance warning. Already there is evidence of this 
in the rise of Facebook compared with MySpace. 

On a more serious note, there is evidence of teachers and employers 
viewing the profile of a student or prospective employee, seeing a very 
different persona, which has had negative consequences. 

Ihere are also access issues due to the pages being designed by users 
with little WTML experience. A very large proportion of pages do not 
satisfy the criteria for valid HTML or CSS laid down by the World 
Wide Web Consortium. Poorly formatted code call cause accessibility 
problems for those using software such as screen readers. They can also 
freeze up web browsers due to malformed CSS coding, or as a result of 
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users placing many high bandwidth objects such as videos, graphics, 
and Flash in their profiles (sometimes multiple videos and soundfiles 
are automatically played at the same time when a profile loads). 

Finally, social networking has become an addictive pastime for 
many young people as they keep monitoting their site for new activity 
or comments. Students even do this during lectures and seminars, a 
practice that has led at least one American university to ban laptops in 
the classroom. 

Key Pointsfor Efective Practice 
Rather than blocking students from using social networking 
in the classroom, teach them how to discern when, where, 
and for what purpose technology may be appropriate or 
inappropriate. 
Offer opportunities for students: 

to discriminate content on social network sites, 
not to accept profiles at face value, 
to realise that in addition to one's peers, others-marketers, 
university authorities, law enforcement personnel can and 
do access profiles. 

Provide opportunities for discussion about profiles-how to 
construct them and what it means to 'present' oneself online. 

Selected References 
Rngatin. D. (2007). Why Facebook is scarier than Google. Retrieved from 

http:llblogs.zdnet.com/~nicro-markets/?p=1437 
: Bugeja, M. ( 2006). Facing the Facebook. Chronicle of Higher Education. 

Retrieved from http:Nchronicle.com/jobs/news/2006/01I2006012301~/ 
careers.html 

List of Social Network Sites. http:l/en.wikipedia.orglwiki/l.isttoffsocial- 
networking-websites 

Facebook and Ethics. http://ltapodcast.blogspot.com/2007/02/33-face-book- 
and-ethics.html 

Institution: University of Pennsylvania Course: 'Ihe Networked Life' 

How I t  works In Practice The course called 'The Networked Life' 
looks at how our world is connected-socially, economically, strategi- 
cally and technologically-and why it matters. The course designer and 
teacher uses Facebook to teach concepts of social networking, demon- 
strating a more effective appropriation ofNet Generation lifestyle to fos- 
ter critical thinking among his students. In this course, which focuses 
on the social aspects of computer networks, students create their own 
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Facebook profiles and investigate the connections among their peers, 
which leads them to deep questions about how social networks tend to 
coalesce around a small number of privileged members. 

Lessons Learned Students are encouraged to bring to the attention of 
the course teacher articles, demos, web pages, news events, and other 
materials that are relevant to course topics. Extra credit will be given 
if the suggested material is used in the course. The course has three 
mandatory participative experiments in addition to readings, lectures 
and assignments. 

I h e  lead professor runs regular feedback sessions at the end of 
the course in order to gather experiences from students which could 
improve the course. 

URL: http:llwww.cis.upenn.edu/-mkearns/teaching/NetworkedLife/ 

RESOURCE: SOCIAL BOOKMARKING 
In a social bookmarking system, users store lists of Internet resources 
that they find useful. ?hese lists are accessible either to the public or to 
a specific group, and other people with similar interests can view the 
links by category, tags, or even randomly. Some allow for privacy on 
a per-bookmark basis. Users categorise their resources by the use of 
informally assigned, user-defined keywords or tags. Most social book- 
marking services allow users to search for bookmarks which are asso- 
ciated with given tags, and rank the resources by the number of users 
which have bookmarked them. Many social bookmarking services also 
have implemented algorithms to draw inferences from the tag keywords 
that are assigned to resources by examining the clustering of particular 
keywords, and the relation of keywords to one another. 

The increasing popularity of social bookmarking and the growth of 
competitor sites have led to services extending their facilities to offer 
more than just sharing bookmarks, such as rating, commenting, the 
ability to import and export, add notes, reviews, e-mail links, automatic 
notification, feed subscription, web annotation, and creating groups 
and social networks. Since the classification and ranking of resources 
is a continuously evolving process, many social bookmarking services 
allow users to subscribe to web feeds (see RSS) based on tags, or col- 
lection of tag terms. lh i s  allows subscribers to become aware of new 
resources for a given topic, as they are noted, tagged, and classified by 
other users. 
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Social bookmarking sprang mainly from academic roots and a per- 
sonal desire to share links and bookmarks with like-minded individu- 
als. Collaborative bookmarking has arisen ppdominently from the 
organisational desire to glean infdrmation or knowledge from worken 
with the hope of storing and retiansmitting that knowledge to other 
workers. particularly at the time ihat the knowledge or information is 
needed. Collaborative bookmarkhg is as much about linking people 
together as it is about linking people to relevant websites. 

Tags are one-word descriptors that you can assign to your book- 
marks. They are like keywords but are non-hierarchical. You can assign 
as many tags to a bookmark as'you like and easily rename or delete 
them later. Tagging can be a lot easier and more flexible than fitting 
your information into preconce i~d  categories or folders. 

Collaborative tagging is regarded as democratic folksonomy meta- 
data generation, i.e. rather than an individual controlling the metadata 
or tags about an article or other content, metadata is generated by both 
the creator and consumers of the content. This caters to the long tail 
of search terminology by delibetately introducing minority keywords 
and removes the restriction placed on the content of metadata by a con- 
trolled vocabulary. Although a collaborative tagging system is more 
likely to generate meta-noise (i.e. superfluous metadata), this adds to 
the usefulness of the metadata as it continues to cater to the 'thin end' 
of the long tail of system users. 

The Educational Challenge 
There are a number of ways in which social bookmarking can be use- 
ful in teaching and learning. Groups can set up a network to share 
resources they find over a period of working on a joint project. Experts 
can share their bookmarks with novices. Individual students can share 
their resources with their peers. Managing the mass of information on 
the Internet is extremely difficult and social bookmarking is a simple 
way for sharing the burden. 

Social bookmarking is an ideal tool for research as it allows the user 
to keep track of all source matirials and commentaries found online. 
The researcher can even tag the bookmarks with asterisks to indicate 
quality or usefulness. 

In browsing the web, users fihding a podcast they want to mark for 
later listening, can simply add it to their bookmarks. 

Users of del.icio.us, a popular. social bookmarking site can save inter- 
esting websites and add a bit ofcommentary to create a lightweight link- 
log. This can then be added to the user's blog or website. 
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strengths of the Resource 
Ease of use is again an important feature of social bookmarking, as 
it is with most of the other web 2.0 tools described in the book. An 
additional benefit is that tYe user's bookmarks can be accessed from 
any machine, whether at htbme, at work, in a library, or on a friend's 
computer. There is nothing to download or install. 

Bookmarks can be shared publicly, so your friends, co-workers, and 
other people can view them for reference. amusement, collaboration, or 
anything else. Similarly, users can find other people who have interest- 
ing bookmarks and add their links to their own collection. Addition- 
ally, as people bookmark resources that they find useful, resources that 
are of more use are bookmarked by more users. Thus, such a system will 
"rank" a resource based on its perceived utility, This is arguably a more 
useful metric for end users than other systems which rank resources 
based on the number of exthrnal links pointing to it. 

Social bookmarking had several advantages over traditional auto- 
mated resource location ahd classification software, such as search' 
engine spiders. All tag-based classification of Internet resources (such 
as websites) is done by the users, who understand the content of the 
resource, as opposed to software which algorithmically attempts 
to determine the meaning of a resource. This provides for semanti- 
cally classified tags, which are hard to find with contemporary search 
engines. 

Potential Disadvantages 
Ihere are drawbacks to tag-based systems: 

There is no standard set of keywords (also known as controlled 
vocabulary). 
There is no standard for the structure of such tags (e.g. singular 
vs. plural, capitalization, etc.). 
Mistagging takes place due to spelling errors. 
There are tags that cah have more than one meaning. 
There are unclear tags due to synonymlantonytn confusion. 
Some users provide highly unorthodox and "personalised" tag 
schemas. 
There is no mechanism for users to indicate hierarchical rela- 
tionships between tags (e.g. a site might be labelled as both 
cheese and cheddar, with no mechanism that might indicate 
that cheddar is a refinement or subclass of drcese). 

Social bookmarking can also be susceptible to corruption and c o t  
Ilrsion. Due to its popularity some users have started considering it as a 
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tool to use along with search engine optimization to make their website 
visible. The more a web page is submitted and tagged, the more chances 
it has of being found. Spammers have started bookmarking multiple 
times the same web page or each page of their website using a lot of 
popular tags, hence obliging the developers to constantly adjust their 
security system to overcome abuses. 

Key Points for Eflective Practice 
Use a folksonomy-based tool for research and take advantage of the 
insights of other users to find information related to the topic you are 
researching, even in areas that are not; obviously connected to the pri- 
mary topic. Develop activities for students in which they have to con- 
sider how information is or should be classified. 

Selected References 
Hammond, T., Hannay, T.. Lund, B.. & Scott, 1. (2005). Social bookrnarking 

tools (1). a general review. ~ - t i b  Magazine, li(4). Retrieved from http:ll 
www.dIib.orgldIiblapril05/hamrnondl04hammond.htrnl 

Iskold, A. (2006). The social bookmarking faceoff. Read/WriteWeb, September. 
Retrieved from http://www.readwriteweb.comlarchives/social~book- 
marking-faceoff.php 

Institution: UK Open University: Technology Course on Robotics 

How It Works In Practice The course designer has added a feed from 
one of his de1.icio.u~ tags, which allows him to get robotics related news 
items onto the course homepage without having to negotiate any insti- 
tutional systems. The Robot newsfeed actually uses a del.icio.us link- 
roll Javascript include to pull in a javascript->html rendering of his last 
three de1.icio.u~ bookmarks tagged as 'course news'. This means he can 
now add links to robot related news stories very easily indeed. 

Why does he bother? He anticipates that the links will add an ele- 
ment of currency that might contribute to students' experience of the 
course in several possible ways, such as: 

by providing content that is up-to-date, and might potentially 
seed forum discussions; - by adding a bit of color anda  wider context to the course mate- 
rial, especially for students who do not participate in forum 
discussions. 

Lessons Learned The course author is aiming to get students to book- 
mark and tag the links themselves as part  of the assessment process 
and would like to work this into the course learning outcomes, thus 
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using social bookmarking td help students break away from the model 
of using private folders to drganise information. Social bookmarking 
creates a true web of resoutdcs and connections, one that is not limited 
to individuals and their folders but represents the interests and judge- 
ments of a community of users. 

URL: http:~blogs.open.ac.u~/~aths/ajh59100463~.html 

RESOURCE: r/lOTO SHARING, FLlCKR 
Photo sharing is the or transfer of a user's digital photos 
online, thus enabling the uskr to share them with others (whether pub- 
licly or privately). This funtdionality is provided through both websites 
and applications that facilit te the upload and display of images. 'The 
term can also bk loosely app r ied to the use of online photo galleries that 
are set up and managed by individual users, including photoblogs. While 
photoblogs tend only to display a chronological view of user-selected 
medium-sized photos, most photo sharing sites provide multiple views 
(such as thumbnails, and slideshows), the ability to classify photos into 
albums as well as add annotations (such as captions or tags) and com- 
ments. Some photo sharing sites provide complete oriline organisat ion 
tools equivalent to desktop bhoto-management applications. 

Flickr is currently the most popular site for photo sharing and, like 
other web 2.0 applications, Has added features from other tools to make 
an online community platform. For example, the addition of tags which 
allow browsing of photos by categories has fuelled its popularity and 
the service is widely used bp bloggers as a photo repository. I t  also has 
a lesser-known feature that has many potential uses for teaching and 
learning: the ability to add annotations to an image. Another feature 
is tlie facility for setting up groups which can either be public, public 
(invite only), or completely ,private. Every group has a pool for sharing 
photos and a discussion board for talking. 

Flickr provides rapid access to images tagged with the most popular 
keywords. Because of its support for user-generated tags, Flickr repeat- 
edly has been cited as a prime example of effective use of folksonomy. 
It was also the first site to implement the use of tag clouds which are a 
visual depiction of content tags used on a website. 'lhe more frequently 
used tags are depicted in a 'larger font or otherwise emphasised, while 
the displayed order is genedally alphabetical. 'Thus finding a tag is pos- 
sible by either alphabet or by popularity. Selecting a single tag within a 
tag cloud will generally lead to a collection of items that are associated 
with that tag. 

?he Tools in Practice 85 

Flickr also allows users to categorise their photos into sets or groups 
ofphotos that fall under the same heading. However, sets are more flex- 
ible than the traditional folder-based method of organizing files, as one 
photo can belong to one set, many sets, or none at all. Flickr's sets rep- 
resent a form of categorical metadata rather than a physical hierarchy. 
Sets may be grouped into collections and collections further grouped 
into higher-order collections. I ages can be posted to the user's collec- 1 tion via email attachments, enab ing direct uploads from many camera 
phones and applications with email capabilities. 

Privacy can be managed by setting each photo according to one of 
the following: 

Privacy level, which determines Lho can see the image 
Usage license, so copyrights are protected 
Content type, flags photos as either photos, artworklillustra- 
tions, or screenshots 
Safety level, so other menibers only see images within their 
specified comfort zones 

7he Educational Challenge 

Flickr contains imagery that can be used in every aspect of teaching 
to help develop visual literacy skills, and in the process, help students 
understand intellectual property rights, while contributing greatly to a 

j host of learning applications. Every subject area can be enlivened by the 
appropriate use of images. 

Flickr clustering allows clustering of ideas so that a particular word 
can be clustered in numerous ways. This feature can be the focus of a 
useful educational game whereby students list all the related tags (cat- 
egories) that they can think of for a particular concept. Then, using the 
clustering facility, they analyse the different ways the word has been 
used by people to tag different concepts. This type of inference think- 
ing helps to broaden the students' thinking and helps them to think in 
terms of connections instead of one isolated term. They have to com- 
pare and contrast tags. 

Strengths of the Resource 
Though there are many ways of using images currently within web- 
based teaching material, Flickr is a lightweight and simple tool that 
people can use to quickly add images to their courses. 

Flickr has increasingly been adopted by many web users as their 
primary photo storage site, especially members of the weblog commu- 
nity. In addition, it is popular with Macintosh and Linux users, who are 
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ofien lotkd out of photo-b aring sites because they require the Win- 
I dowslInternet Explorer setu to work. 6 

Staff members who ha* ' blog prefer to host their personal photos 

I on a site like Flickr rather I an on their institutional website. J 
1 ~ o t t d t f d  Disadvantages - 

Photo sharing is open to (he problem of inappropriate and sexual 
images being easily availaM4. While some people feel that this rules out 
sites such as Flickr for edutdtion, others think that a better approach is 
to discuss the issue directly,with students. It helps them to think criti- 
cally about something that :is going to be a comtnonplace experience 

I L)r them on the Internet. ~ d s ~ i t e  the use of filters, students are p i n g  to 
encounter material that adults deem inappropriate. It is the job of edu- 
cators to teach them how to deal with that. And unfortunately, blocking 
sites does not teach student? what they need to know. 

Key Poidts for Eflective Practice 
Use the notes facility of Flikkt to encourage students to comment on 
an image, prompted by spedific questions from the instructor. The stu- 
dents can then actively engdge with the image and think about and dis- 
cuss specific aspects. 

Devise activities for stubents to create their own image sets and 
slideshows, and to make pdesentations to their peers. They can either 
use their own photos or take advantage of Flickr's tagging system to 
find images to use as conteot. 

Develop activities in w ~ i c h  students have to browse tags and set 
requirements to analyse hoiv they have been used. 

~dlected References 
Flickr: Teaching and learnin Retrieved from http://ltc.umani- 

Flickr vs Google: Educational epplication analysis. Retrieved from http:lledu- 
withtechn.blogspot.com/2~06/~~lflickr-vs-google-educational.html 

Flickr: What is it and how cln I use it? Retrieved from http://www.sieswe. 
I orglfilesl07-flickr.pdf , 

Education Podcast ~eflectionb. (n.d.). Retrieved fro111 I~ttp:l/bouruch.libsyn. 
com/index.php?post~id*iO3~~7 

I 

Institution: fdrhion Institute of Technology, 
Stale &iversity of New York 

Howlt Worksin Practice Thisisan onlinecourse for distance students 

i who use t hecon i rnen t i~~~  f~inction in Flickr to adcl hot-spot annotations 
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to an image. Once an image has been published on Flickr, uSers can 
draw hotspots on the image and then attach a note to those hotspots. 
Whenever a user moves the cursor over any of the hotspots, the anno- 

- 
tations appear. In this case the subject is art histbry and Flickr allows 
students to annotate famous paintings by attaching layers of notes and 
markings directly on the image. If asked to find the symbolism in a 
15th century Flemish painting, students can create boxes around the 
portions of the painting they want to talk about and put comments on 
the picture. Other students can then mouse over the same picture and 
see the annotations or pull the mouse back and see the entire painting. 
The process can make grading and evaluating students a bit more com- 
plex, but this is a minor drawback because the visual dimension pro- 
vides a more interesting, fun and useful way to learn. It breaks down 
the classroom walls and creates an entirely new collaborative experi- 
ence for distance students. 

Lessons' Learned "The problem when you teach online is that you 
can't, for example, point to a part of a painting in the way you would 
in a face-to-face classroom," one instructor says. "So it occurred to me 
that I could use Flickr's annotation function to have students engage 
more directly with the work of art itself." 

In addition to the use of Flickr, students enrolled in the e-learning 
I courses have access to the other online services: bookstore, library ser- 
/ vices, online library, technology support, tutoring. 

' URL: http:Nwww3.fitnyc.edulhistoryofartlbigideasIcaa%20artic1e.pdf 

RESOURCE: SECOND LIFE 
First opened to the public in 2003 and designed by Linden Lab in 
California, Second Life is a 3-D multiuser virtual environment. It is 
a user-defined world, owned by its residents, in which people explore, 
communicate, and do business. Well over 7 million people around the 
globe inhabit Second Life. More surprisingly, Second Life supports a 
fully integrated marketplace in which transactions involving millions 
of US dollars a month are transacted. The residents create and retain 
intellectual property rights on their own virtual goods and services. 

Given these components, it would not appear to have significant edu- 
cational potential. However, the ease with which users generate content 
appears to be a particular draw for Second Life in a range of educa- 
tional projects, especially business and marketing programmes. Each 
user creates an avatar and personalises it to represent then1 in this vir- 
tual world. Avatars walk, fly and gesture, and may resemble the user's 
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real-world appearance or very different. They can communicate 
by chat, share files and and eventually voice teleconference. 
This kind of virtual presdnce helps the development of community 
especially for distance edukation. Second Life is not a game. It has no 
goal, and most resources alre not restricted. Characters move through 
space or breathe water, add they never age or die. Massively multi-user 
virtual environments suchlas Second Life are a new type of collabora- 
t ive workspace. I 

Adepts are convinced at the future applications of this first example 
of a mass market virtual &lity. In fact, many see Second Life as taking 
web 2.0 into web 3.0 or eveh web 3.D! 

- 

Second Life provides a uh que and flexible environment for educators 
interested in distance leaf ing, computer-supported cooperative work, J 
simulation, new media stddies, and corporate training. Using Second 
Life as a supplement to traditional classroom environments also pro- 
vides new opportunities fdr enriching existing curricula. For distance 
education, Second Life okers an opportunity to weave in real-time 
activities. 

Besides improving the buality of distance learning, educators are 
finding that Second Life 1 a good way to introduce international per- "1 spectives. Students from around the world can join in discussions and 
work on team projects. Udlike online forums, students in Second Life 
cannot 'lurk'. Their presenle is visible to all. The quality of interaction 
in Second Life is what dibtfinguishes it from online forums and online 
games-it does not replac$ face to face communication, but it is more 
engaging than text-based c/ommunication. 

Second Life provides ah opportunity to use simulation in a safe 
environment to enhance ekperiential learning, allowing individuals to 
practice skills, try new ideas, and learn from their mistakes. The ability 
to prepare for similar readborld experiences by using Second Life as a 
simulation has unlimited hotential! Many predict that real and virtual 
worlds will merge, and we pill become used to the 'Metaverse' as a part 
of our everyday life. Morh Cnd more people will work in virtual worlds. 
Instead of frustrating in traffic jams to reach the workplace, work 
will take place in a office, perhaps located at the other side of 
the world. 

st*bgths of the Resource 
'Ihe wide availability, glothal reach, and low barrier to entry are  the 
essential qualities that mtake it a useful educational tool. It offers 
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opportunities to use simulation and the immersion experience is very 
powerful. 

Private islands provide the ability to create secure intranet spaces 
with restricted membership for students and feculty, or islands can 
open up to be accessible to everyone in Sqond Life. 

Second Life has a Help Island with volunteer mentors to help stu- 
dents navigate, change their avatar's appearance, learn how to build, 
and so on. 

Potential Disadvantages 

While Second Life is relatively eas j  to use, without a solid foundation, 
students can struggle while trying to 'acquire the navigational skills 
necessary to complete assignments. Frustration can lead to disengage- 
ment and then it is hard to encourage students to re-engage. 'Ihe ben- 
efit of being entirely user-driven has the disadvantage that it depends 
entirely on users to make it a learning experience. It is essentially a 
blank space. 

At the moment, Second Life supports only text chat. Many residents 
interested in serious business and educational applications consider the 
lack of a native voice chat system a significant disadvantage and use 
Skype conferences to talk to other avatars. 

While Second Life is a great first step in virtual world building, the 
, environment looks cartoonish and there are rendering artefacts due to 
j the need to balance realism with bandwidth and computing resources. 
, Adepts predict that in a few years computer generated virtual worlds 

for end users will have photorealistic visual quality. 
The appropriateness of some Second Life content for students is an 

issue. As with the web itself, there is a range of seedy activity available 
to users: gambling, stripping, and virtual prostitution are easy to find 
if you look for them. Partially because of that, Linden Lab has set up a 
teen version of the world, known as Teen Second Life. 

Key Points for Egective Practice 
Use the many available tutorials and Second Life support material 
(available in the references below) to help students become proficient 
users. Second Life provides an opportunity to think outside the box, to 
practice the true constructivist principles, and to empower students to 
learn rather than be taught. 

Selected References 
Annotated Rihliography on Second Life for Education. Retrievcd from http:ll 

weh.ics.purdue.edu/-mpepperlslbib 
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Educational uses of Second Lilfe. Retrieved from http://sleducation.wikispaces. 
comleducationalusestdjstance 

Robbins, S.. & Bell, M. (2007). $econdlife fordurnmies. Available from Amazon. 
corn http:llwww.ami n.comlSecond-Life-Dummies-Sarah-Robbinsl 
dp~0~802501ref=sr~1I104-6435821-3626323?ie=UTF8&s=books& 
qid=l182942425&sr=l-6 

Second Life Education ~ i k i .  Retrieved from http:Nwww.simteach.comlwikil 
index.php?title=Secontl Life-Education-Wiki 

Second Life official blog. Retr t eved from http:Nslcc2007.wordpress.coml 

~nstitutibn: ~ a f l  State University: 
FreshmdA-~evel Composition Class 

How It Worh in Practice i Ball State Unidersity used Second Life to 
teach an English class focbssed on writing for academic research in 
2006. 'Ihe course was a hyqid course with at least half of the class time 
spent online. The teacher dpplied the fundamentals of rhetoric to the 
research process, i~itrodudin~ students to methods of research. The 
many communities of Secdnd Life provided students with rich oppor- 
tunities for observation, rebearch and interaction with other cultures, 
as well as many interview spbjects for use in their writing. 

By creating online versldns of themselves, known as avatars, the stu- 
dents have visited ancient kities built in Second Life and have toured 
foreign communities, learnbng as they interact with local residents. The 
program provided of conversations, allowing students to 
incorporate these into their research papers. 

Lessons Learned In gentdal, a student's ability to adapt to the Second 
Life environment was moreldependent on attitude than technical skills. 
One major complaint abou online courses is that there is no sense of 
community but Second Li k changes that because by using an avatar, 
students feel as though thty are there because they can 'see' and 'talk' 
to classmates in real time. hecond Life was conducive to collaboration 
in terms of allowing all of the students to work successfully as a group. 
Second Life became a part bf users' lives. They made friends, explored, 
and shared their work. , 

URL: http:~www.educause~dulir/library/pdf/~~~~72l6.pdf 

Online forums are also combonly referred to as computer conferences, 
web forums, message boards, discussion boards, (electronic) discussion 
groups, discussion forums. bulletin boards. 

A forum is essentially a website composed of a number of threads. 1 

Each thread entails a discussion or conversation in the form of a series I 

of posts written by the members. These threads remain saved on the , 
forum website for future reading indefinitely or until deletion by a 
moderator. Most forum software allows more than one forum to be cre- 
ated. Threads in a forum are either flat (posts are listed in chronological 
order) or threaded (each post is made in reply to a parent post). 

I 

A forum administrator typically has the ability to edit, delete, 1 

move or otherwise modify any thread on the forum. Administrators I 

also usually have the ability to close the board, change major soft- 1 

ware items, change the skin, modify the board, ban, delete, or create 
members. Moderator privileges are ohen able to be delegated to other 
forum members, for example, to students. Forums, unlike wikis, do 
not allow people to edit other's messages. 'The moderator or adminis- 
trator is able to remove messages in case they contravene institutional 
regulations. 

I 

Unlike blogs, forums typically allow anyone to start a new discus- 1 
sion (known as a thread), or reply to an existing thread. While many I 
b log allow other students to post comments in reply, the number of 
people who can create entries is normally very limited, and the range 
of viewpoints and beliefs on a blog is also limited. When blogs are used 
on a course as well as online forums, students may experience a conflict 
regarding where to post their reflections or comments. I 

I 

Tlte Educational Challenge I 

Designing engaging and effective online activities is not easy, and while I 
some generic types have begun to emerge in the literature, they are not 1 
always applicable across all disciplines. 

Creating a sense of community amongst learners is a delicate mat- 
I 

ter. and the necessary trust can be undermined by one student posting 
unpleasant messages. There is no doubt that when a sense of commu- 
nity has developed. students feel that t h q  learn more and benefit more 1 
from studying the course. I 

Online discussions can easily become disjointed with points being I 
made in isolation from others and questions that have been posed I 
never being answered. Perhaps worse, they can often remain superfi- 1 
cial. Effective course design and good online moderating can help, but 
neither can guarantee high quality discussion. 

Obtaining equable participation from all students is the ideal, but it 
is rarely reached. There are too many extenuating circumstances which 
account for the fact that most online forums are dominated by a sub-set 1 
of the students, though messages may be read by many more. I 
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ths of the Resource 
1. It is convenient 

it is more equable- 

settings, 

5. Online forums allow the more reflectiqe student the oppor- 
tunity to participate. In general students are more likely to 
express opinions and on each other's remarks than 
they would be in a lec 

6. The lecturer is seen a a moderator, one of the group, rather 
than a teacher. Nevert eless, for many students, online teachers 
are more accessible th n those in face-to-face lecture courses. 

class groups. 

e 
7. Online forums allow for discussion with students from other 

, 
8. The teacher can reply bnce to a query and all students can ben- 

efit. Online forums ceb also reduce time spent on other admin- 
istrative course mana ement duties. t 9. Online discussion provides an opportunity for students to 
rehearse information bnd to formulate their thoughts, which is 
ideal practice for assedsment. 

~ o t e b t i a f  Disadvantages 
In many ways. the advanta$es of online forums are also disadvantages. 

I .  The asynchronous naiure of the medium provides flexibility, 
but also requires more motivation and self-discipline from stu- 
dents to log on and pbrticipate. It is all too easy for busy stu- 
dents to put off interadting online. 

2. While the text-only neture of the communication benefits shy 
students or those whb don't normally participate in face-to- 
face discussions, ma others find online forums off-putting 
because they are to read face-to-face nuances such as 
body language. 
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3. 'The support for reflective messages means that there is no 
immediacy of response. Similarly, it is difficult to get an indica- 
tion of depth of feeling in an online response. 

4. Some students resent the fact that even the non-contributors 
get to benefit through reading messages. 

5. While threading of messages is usually helpful, discussion 
threads can become confused, allowing discussion to go 
off-track. 

6. The permanency of the record is also a disadvantage in that 
some students are reluctant to post a message knowing that it 
will remain throughout the coutse. 

7. Collaborative work becomes very difficult to bring to a conclu- 
sion when some students have not contributed. It is difficult to 
interpret silence! 

Key Points for Eflective Pmctice 
Create a collaborative community spirit by requiring shared 
activities between students and teachers, ensuring constructive 
criticism, maintaining motivation, and providing assessment 
tools with timely feedback. 
Technical support services must be made available to train and 
provide ongoing support for both learners and instructor. 
Provide related links and resource listings to support 
discussions. 

s Quantity of forum postings alone is not an adequate indica- 
tor of community development. Forums exhibiting a high 
volume of communication traffic do not necessarily equate to 
the establishment of a strong sense of community. Essentially, 
forums exhibiting a greater percentage of learner interactions 
(learner-learner and learner-content) demonstrate a stronger 
sense of community. ' 

Selected References 
Dixon. M., Kuklhorst. M., & Reiff. A. (2006). Creating effective online discus- 

sions: optimal instructor and student roles. JALN, lO(3). 
Rovai. A. P. (2002). Building sense of community at a distance. International 

Review of Research in Open and Distance Learning, 3(1). Retrieved from 
http:llwww.irrodl.orglindex.php/irrodllarticle/view/79llS2 

Institution: Ihe Open University: Masters Programme 
in Online and Distance Education (MAODE) 

How It Works in Practice The MAODE is a totally online programme 
for students all around the world. It has been using online forums since 
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the mid-1990s and various ibnovative practices have heen tried in order 
to improve student in general and to exploit the possibilities 
of online forums in About 10 to 15 students are assigned to 
an online tutor, and will have three to seven different tutor 
groups, depending of students enrolled. Students are 

the tutor groups, though they are 
their own group. This allows stu- 

discussions in other groups. 
know that they need only 

Collaborative and indivi4ual activities are at the core of the course 
iiesign method and tutors ale very experienced at encouraging online 
interactivity. What is also Qignificant for online participation is that 
both continuous and final ahsessments are usually built around online 
activities and students are dncouraged to quote from online messages 
and use ideas from the onilqe discussions in their assignments. 

Extensive feedback has been obtained on the programme over the. I 
years and much is known adout what does and does not work. The stu7 
dents are mostly in full-timk employment as teachers or trainers, and 
are generally more sophist.i4ated as learners themselves than students 
in other disciplines. The qublity of discussion in the online forums is 
generally very high, thoughinot all students participate equally. There 
are always champions of thconline discussions who post regularly and 
others who merely lurk or Jho do the minimum. 011 the whole. those 
who contribute more, benefit more from the courses. 

Lessons Learned 
Simply providing the obportunity to interact does not guaran- 
tee good interaction; dos t  learners need a structure and a task 
within which to orient iheir contributions. 
Students using Englis as a second language may not be as 
articulate and as willi g to take part in online interaction as 
mother tongue users. I 

Grammatical and spelling mistakes are an accepted fact of 
online interaction, eveb amongst English speakers, and com- 
prehensibility is the mbjor focus in reduced bandwidths not 
correctness. 
Integrating some real-tibe events, using audiographics, Google 
or text-based chat, is elcomed by many students, especially 
when organised by stu ents for project work or self-help. f 
Archiving messages regularly helps to move stl~dents on to the 
next unit or activity. 
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The time taken to participate in online interaction, especially 
collaborative activities needs to be factored in to the overall 
student study time (and probably means a reduction in the 
amount of material to be studied). 
The structure and timetable imposed by collaborative learn- 
ing makes the course very much less flexible than traditional 
distance education. 
The schedules of busy professional people who are attracted to 
this programme mean that holidays, family crises, sudden job 
commitments etc. are a major hindrance to regular, sustained 
participation in group activities; . Ironically, students definitely experience more guilt and stress 
about failing their colleagues in collaborative work than their 
tutors in individual work! 

URL: http://iet.open.ac.uklcourses/postgrad/index.cfm 

RESOURCE: VIDEO MESSAGING 
There are a range of tools for easy videoconferencing and file sharing 
amongst a small group of people on the web. Windows Messenger is 
one example and FlashMeeting, designed by the Knowledge Media 
Institute at the Open University, is another. One ofthe benefits of these 

i systems is that they are very easy to use from a pc over the web and 
do not depend on expensive equipment, support staff or installations. 
In this sense, they are more equivalent to instant messaging than to 
videoconferencing. 
As with other web 2.0 tools, it is hard to find a term to describe these 
tools generically. This is partly because they are evolving so quickly and 
adding the features and functionalities ofother tools, and partly because 
some names of specific tools come to stand for the whole activity; for 
example, iPods and podcasting. In this case, what we have called video 
messaging has characteristics of desktop videoconferencing, of white- 
boarding, of instant messaging, of Voice over IP (VOIP) and of stream- 
ing video. As soon as one tool becomes popular, other very similar ones 
spring up overnight. 

The Educational Challenge 
These tools are ideal for small group tutorials and seminars where 
students are geographically distributed. Of course, they are real-time 
tools, but in the case of FlashMeeting at least, it is possible to record and 
play back a session. This is obviously ideal for students who are unable 
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to join the real-time session. hos t  of these tools allow only one speaker 
at a time, thus eliminating r y overlaps and confusions. However, the 
other participants in the g t  up who are not broadcasting may send 
text messages. FlashMeeting Iso includes other ways to communicate, 
such as shared URLs, emotlc 1 ns, and voting (all things that have little 
impact on the bandwidth), thbt can be used while the main broadcast is 
streaming. The later versionslof FlashMeeting also include whiteboard 
and file upload/download feafures. 

Flashmeeting is already b ng extensively used by schools in Europe, 
the United States, and Asia, s it is free to use and offers a secure envi- 4 
ronment. FlashMeeting is id4al for pupils practicing their language or 
communications skills and fbr joint project work in many curriculum 
areas both on campus and inldistributed classiooms. 

Stren$ths of the ~esourc;  
Video messaging is a cost ebective way of bringing an international 
partnership to life as it relids on a basic webcam rather than expen- 
sive purpose-built video conference equipment. Video interactions are 
much richer and morecomplhx than text-only ones, particularly in indi- 
vidual desktop contexts whete a number of other parallel comrnunica- 
tion forms and activities car1 be freely used alongside the audio-visual 
channel, in support of, or evdn antagonistic to it. For example, students 
can ask questions via instant messaging, or use text chat rooms, shared 
browsing, virtual whiteboards, and so on, whilst others are speaking 
over the main video channel: 

~ o t e d i a l  Disadvantages 
Some of these tools are blocbd by firewalls e.g. Netmeeting, but Flash- 
Meeting has been designed to be firewall-friendly. Broadband is neces- 
sary for a video connection, 40 some students accessing from home will 
be disadvantaged if they do hot have a high speed connection. 

Key ~ o i h ) s  for Eflective Practice 
Devise peer-to-peer activitieb that benefit from real time interaction, so 
that students can experiencelboth receiving and initiating live video. 

~ c h t e d  References 
Instant messaging gets the pictbre. Retrieved from h~tp:/lwww.pcworld.coml 

articlelid, 113025-page,l/a~ticIe.html 
Video messaging. Retrieved from http:llwww.zdnet.co.uk/tsearch/video+ 

messaging.htrn 
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Institution: A Well-Respected Course on Animation 
Operated by a Prominent U.S.-Based Company 

How It Works in Practice Over a six-month period a group of inter- 
national students studying animation attended 99 live, online study 
group events amounting to around 120 hours of live broadcast meeting 
time. Some meetings were very large, with up to 34 participants, but 
the average participation was 10 students. These events were entirely 
self-organised, policed and managed by the student community. Some 
students emerged as natural mentors, and the group exhibited substan- 
tial supportive. mutually facilitative roles. 'Ihe use of video meetings 
on this course was not part of the origihal design, but was instigated by 
one of the students. Despite the lack of formal course support for the 
activity, students operated the events very successfully, providing peer 
support for each other. 

Lessons Learned The contrast between formal and nonformal models 
of learning is highlighted by this example. With the advent of newer 
web technologies that enable the Internet learner to seek content and 
assistance outside a formal program of learning, modes of non-formal 
work and learning are becoming increasingly interesting. 

No external incentives, positive or negative, were provided to the 
students for the use of this system. and yet over the six-month sam- 
ple period something like 100 different students spoke online to each 
other for 120 hours, with 27 of them attending more than 10 different 
events. They managed this substantial community themselves, taking 
on appropriate roles within meetings as required and supporting each 
other's work. Overall, the surprisingly symmetrical patterns in the log 
data clearly support the users' subjective experience that the events are 
remarkably peer-to-peer, and shared very evenly within this large com- 
munity. Even without formal external drivers the students formed and 
managed a powerful learning model. 

It may well be that the subject, animation, is particularly well suited 
to peer-critique learning, and indeed it does seem that this substan- 
tial community has made strikingly good use of it. The students said 
in interviews, and demonstrated through each event, that live online 
meetings are extremely powerful in helping them with their work in 
this non-formal. at-a-distance learning context. The analysis of the log 
data also clearly illustrates a substantial and longitudinal mutual sup- 
port and shared use of each other's time and effort. 
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E-BOOKS 
At its simplest, an 
book that can be 

contain audio and movie cli s, as well as hyperlinks to other sources of 
information (which may tb mselves be regularly changed). Almost by 
definition, e-books are pot ble, but beyond that they vary widely in 
the variety of functions ths 1 they support. Sdme e-books simply allow 
the reader to browse throuih page after page of electronic text, most 
are searchable, and some allbw users to annotate the text (and in some 
cases even to change it) or p+vjde links to allow users to exchange elec- 
tronic messages with each ofher. The e-book may be an electronic ver- 
sion of a text that is also avCilable on paper, or may be published only 
in the electronic version (tdpecially for very specialised subjects), but 
increasingly access to an e-bbok takes place on the Internet rather than 
as a separate device. lnitiathes such as Project Gutenberg that aim to 
popularise e-books througN extending a repository of digitised books 
have placed thousands of e-books in the public domain. 

I 

7he ~ducational Challenge 
This resource allows the rapld circulation (and rapid updating) of texts 
at comparatively low cost, pdrticularly highly specialised texts and sub- 
jects that require to be freqlhently updated. The incorporation of links 
to participative tools, such As a discussion forum or an external wiki, 
permit author-reader intertiltion, sometimes leading to user generated 
content that supplements th+ original e-book. This shared construction 
of knowledge is an ideal reshurce in constructivist pedagogy, but some 
critics fear that it may undiefmine the authority and reliability of an e- 
book as a textbook or prim ry resource. Proponents of e-books claim 
that this resource can prov 1 de highly focused content for distributed 
learners, and that the rian characteristics of e-books allow less 
established authors to a wider readership. This is especially 
true when traditional books now have very short 

very quickly-the e-book is seen 
that are no longer in print 

or to which access is inipedeld by the location of the student. 
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Strengths of the Resource 
The resource enables the reader t a  search the t a  and to jump quickly 
between subject sections, for example to check references (which may 
also be linked by hypertext to online journals). Some e-books allow 
usen to annotate andlor highlight the text, and a few may even allow 
users to add, or even change, text. The basic text can be supplemented 
with other digital resources to create a rich learning resource, includ- 
ing images (moving and still), sound files, and detailed links to other 
online sources of information that can supplement and add value to the 
original text. 'The ease of online publishing allows relatively inexpensive 
production, marketing, and subsequent updating enabling the text to 
be kept accurate and up-to-date. For some large paper books (e.g. medi- 
cal reference books) the versatility of the e-book is an attractive alterna- 
tive that can be searched and cross-referenced more easily and quickly 
than the conventional book. 'The ability to enlarge the electronic font, 
change the colour contrast, and even to utilise text-to-speech software 
enables the e-book to be more flexible than the conventional book for 
users with reading difficulties. 

Potential Disadvantages 
The ease of access may be a problem for some potential users (even the 
most user-friendly are less portable than a conventional book). In addi- 

i tion, the ability to copy and pasti from digital sources has raised con- 
: cerns about possible opportunities for plagiarism. Although the basic 

text e-books are straightforward to use, the versions that embed some 
of the more complex resources may be awkward or clumsy to use, and 
the overuse of sound or images for their own sake is likely to annoy 
regular users. As with wikis, the collective or collaborative authorship 
of e-books challenges many established notions of copyright and own- 
ership of the text. 'The main limitations, however, are that even with the 
tens of thousands of e-books available, there is a strong likelihood that 
the book you are seeking is not available as an e-book, or perhaps not 
available in a format that the user can easily access due to file format 
differences. A second major limitation is the requirement, by defini- 
tion, that the user needs a computer (or similar device) or Internet 
access to read the material. Despite the availability of text resources 
onscreen, many users still prefer to print out paper copies for reading 
and archiving, though this may change if and when the culture of read- 
ing directly from the computer screen becomes more firmly embedded 
in education. 



100 E-Learning and Social betworking Handbook 

Key Poi4ts for Efictive Practice 
1. There are various wads to utilise software in order to read e- 

books-students needlinstruction on effective use of the appro- 
priate sofiware. 

2. Using linked docume ts within a course VLE, or links from 
a blog to specific e-bb ks (or even relevant chapters) will help 6 
to direct students to karticularly relevant information in the 
appropriate course caqhtext. 

3. Remind students of dppropriate keywords and phrases that 
can be used to search fvithin e-books in order to make reading 
activities more strategic. 

4. When permissible, ciolobnloading an e-book to a memory stick 
helps to make access Iqss location dependant (e.g. the book may 
be read in a variety ofidifferent locations during the day, using 
different devices). 

5. Encourage students to~uselinkeddocuments to create their own 
notes and cornrnentarly on pieces of reading, with hot-links to , 

the relevant sections df the e-book to support their notes. 

Sdlected References 
National Academies Press. ~howse a selection of e-books. http:llwww.nap. 

edu 
Project Gutenberg home dage. Retrieved fro111 http://www.gutenberg. 

orglwikilMain-Page 
Rose. D. H.. & Meyer, A. (2004). Teaching every student i r r  the digital q e :  Uni- 

versal design for learnin . Alexandria, VA: ASCD. E-book available free 
at http:Nwww.cast.orglt ! ,achingeverystudent/ideas/tes 

Shiratuddin, N.. Landoni, M., ibb, F., & Hassan, S. (2003). E-book technology 
anditspotentialapplicati 1 nsindistanceeducation.~ournalofDigitalln~or- 
mation, 3(4). http:llojfp~.ecs.soton.ac.uk/ArticleslvO3liO4lShiratuddin 

Institution: Belfast lmstitute of Further and Higher Education 

How It Works in Practice ,There are a number of approaches to utilis- 
ing the e-book in formal &cation, these can range from 

Adopting an e-book s a course reader and giving registered 
students access; t 
Adding an e-book b! the institutional library and using this 
in conjunction with aipaper version (e.g. to allow access to the 
resource for off-camplrs students); 
Hyperlinking other electronic information, such as a tutorial 
oli a Vl.li, to specific tcference seclio~ls of ; I I I  l.-l~ook. 
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'The Belfast Institute has chosen to adopt an integrated approach to 
the use of e-books in their courses, with course teams working closely 
with library staff to identify; not just relevant e-books, but also specific 
chapters and sections that arc particularlypertinmt to the subject being 
studied. A link is then made from the course material on the VLE to the 
relevant section of the e-book and includd In the recommended read- 
ing for that area of study. By encouraging easy direct access to rccom- 
mended sections of e-books, the institute is attempting to illustrate to 
students just how easy it is to make use of this resource. The experiment 
is still in its early stages, but initial results are encouraging and seem to 
indicate that once learners have otrercome their initial trepidation over 
using e-books (perhaps a fear of being overwhelmed by online informa- 
tion) by this method of directing them to specific pieces of relevant text. 
the learners appear more ready to return to use other e-books at subse- 
quent stages of their studies. The initial up-front investment in e-books 
has proved to be well founded and plans are being discussed to extend 
the e-library provision on a regular basis. . 

' .  

Lessons Learned 
Simply providing an e-book section in the institution library is 
not enough to promote the widespread, regular use of e-book 
resources. 
It is never too early to begin discussions between the course 
team and the library staff about the purchase of centrally held 
e-books. 
In general, the e-book seems to be an ideal way ofmaking scarce 
and expensive resources (books) available to greater numbers 
of students at multiple locations. 
Basing the e-book resource firmly within the library service, 
rather than within the course team or department, gives added 
benefits for institutional buy-in and adoption by staff across the 
institution, but close collaboration with the academics is neces- 
sary to identify specifically relevant resources and links. 

URL: ht t p://www.belfastinstitute.ac.uk/site~map.asp 

RESOURCE: INSTANT MESSAGING 
Instant Messaging (IM) is a simple form ofsynchronous online commu- 
nication, allowing two (and with some software more) computer users 
to commt~nicate across a network connection. 'The primary medium 
is text, althor~gh as with other web 2.0 tools. progressive convergence 
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has led to some IM for audio and video. 
Most instant include the ability to set a status 

on a telephone answering 
machine, which indicates dhether the user is available, busy or away 
from the computer. For t k  e reasons, IM is more akin to telephoning 
than it is to e-mailing. On t e other hand, people are not forced to reply 
immediately to incoming f essages, and in this sense IM is less intru- 
sive than phoning. ~redictibns are that IM will surpass e-mail as the 
primary online communitdtions tool. 

As thousands ofpeoplecbn be signed into a service at the same time, 
there are tools provided to brganise IM contacts. 'These systems allow 
you to add user names to "Buddy List" or "Friends List," which can 
be sorted into several sub-I sts. When a user on a list logs on to the IM 
service, a notification mekage or sound is played; these notifications 
can be customised to the s bgroup in order to give the user an idea of 

spammers. 

i the importance of the ne , visitor. In addition, a user has the ability 
to block.or ignore other us+; this is an essential tool in dealing with 

The E&urational Challenge 
Ihe primary use in ducation is as a tool to encourage contact 
between students usually as virtual office hours (although 
tlicre is mixed whether students do or do not prefer IM 

with their teacher). In addition, it is 
among students at 

amongst groups-usually 
exchange URLs and other 

it offers the benefit of 
from different 

stnhgths of the Resource 
Given access to a computer/ this form of communication is free, easy to 
use, immediate and widell Accepted by users of all ages. It is particularly 
chosen as a cornmunicatio s medium by shy people and by those with 
a hearing impairment. For lecturers 'isolated' in their offices, it can be f 
a positive communication $01, being more informal and intimate than 
the lecture hall. It  is possitjle to save a conversation, so as to refer to it 
later. Also, the fact that instant messages typically are logged in a local 
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message history provides some of the advantages of e-mails. ~ u l t i ~ l e l  
conversations can take place between students or between students and 
the teacher without any of them being interrupted or disturbed. 

Potential Disadvantages 

The major disadvantage of IM is the security risks: message intercep 1 
tion and infiltration of viruses. Hackers' use of instant messaging net- 
works to deliver malicious code has grown consistently. 

For instructors, having an instant-messaging program running id 
the background on the computer means that work can be interrupted a\ 
any moment. Instant messaging can disrupt a train of thought, and it is 
very difficult to delay responding in order to compose a well-conceived 
answer to a student's question. IM is seen as fuelling the expectation of 
ubiquitous instructor access. The time commitment, as with other we? 
2.0 tools, is a significant consideration. 

In short, IM is viewed by many as a time-waster which encourag d 
gossip. poor use of English and other negativc behaviour, such as bullyk 
ing and dangerous contacts with strangers. 1 

Key Points for EfJective Practice 

1. Use IM to develop a stronger sense of community, especially in 
online courses where students are remote. IM chats can be con- 
sidered the virtual equivalent of the kind of communication 
that typically takes place in the common spaces of a campus 
environment. 

2. Set up 1M to allow communication between members of dif- 
ferent classes, allowing a much stronger sense of community 
to grow between students in the same programme who are not 
taking the same course. 

3.Encourage students to use IM to coordinate their collabora- 
tive work. 

Selected Refirences 
I 

Craig, 0. (2003). Instant messaging: The language of youth litera 

PW R%20Roothe-Craig.pdf 
.k. Retrieved from http:llpwr.stanford.edulpublicationslRoothe02O I 

Farmer. R. (2003). Instant messaging-Collaborative tool or educator's ni 

PaperFarmer.html 
4- mare. Retrieved from http:llwww.unb.calnaweblproceedings1200 I ~ 

Jeong. W. (2007). Instant messaging in on-site and online classes in highfr 
education. Educause Quarterly, I .  Retrieved from http:llwww.educause. 

I edu/ir/librarylpdf/eqm0714.pdf 
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Wyrner. K. (2006). The profess r as instant messenger. 7he Chronicle o/ 

Higher Education. Retriet d from http://chronicle.com/jobs12006/021 
2006020701c.htm 

P 
tnstitution: Symcusk University: Distance Education 

Course in the St ool of Information Strtdies r 
How It Works in Practice is based on a survey taken by 
30 students of a core class 

in an asynchronous manner, with 
regular small homework 

Training documents 
along with lists of 
participate in the 

service and was 

used in the course. 

Lessons Learned Students dho  used IM sohware reported commu- 
nicating with more studentseich week than those who did not use IM. 
They found it easier to comm4nicate about class material and easier to 
communicate in a social ma with other students. They also used 
the WebCT discussion the telephone less often than stu- 
dents not using the IM softwa e. However, there was not a clear differ- 
ence in the frequency of e-ma I use between the two groups. 

One of the key findings w 1 s that students who used IM were more 
likely to agree with the statedent that they felt a sense of community 
with classmates. While studm(s who chose to use IM services felt it was 
easier to form friendships dtih other students, there was not a differ- 
ence in how important they fe t it was to form friendships and personal I networks with other students., 

As the WebCT courses ar discussion only 
about a particular course, tht 
other issues that concern the 
cussion were topics about the Science school or Masters of 
Library Science programme students were enrolled and 
social communication. about using the 
service to discuss this class add other classes the students had in corn- , 

I mon in an environment not tdonitored by the instructor. I 

I 
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"I think it's actually the wrong technology to help facilitate learning, 
due to its inherent one-on-one nature," commented one respondent. 1 
Even though it was not used for course discussions several students felt 1 
it was valuable as a social tool; in fact, one student called IM a "very fun 1 
waste of time." 

Students felt that it "enhanced bonds" and "bonded us emotion ally."^ 
One student appreciated the "social conversations about librarianshipnI 
and another felt that it "contributed to a sense of support, community1 
and access." It also helped one student to *feel less isolated." Social1 
communication came through as the most important and frequenq 
topic of discussion through IM. I 

I 
I 

Reference 

Nicholson, 5. (2002). Socialization in the 4irtual hallway? Instant rnessagl 
ing in the asynchronous web-based distance education classroom. ?T 
Internet and Higher Education. 5(4). 363-372. Retrieved from http:llbrb 
liomining.comlnicholsonlvirthall.html 

T 
I 

RESOURCE: SKYPE 1 
Although Internet telephony, Or Voice-over IP (VoIP), has existed f01 
some time, Skype is the first to make it a massively popular tool, nb 
doubt because it offers unlimited free calls between online users, wherL 
ever they are in the world. Handsets have been manufactured for usk 
with Skype that can be connected into computers. Skype has also devel- 
oped a mobile offering as well as bundled video support into the softl- 
ware. Once the user has logged in, they can locate other users on thk 
central Skype register and take part in an audio or video call across thk 
Internet. I 

Skype is a form of peer-to-peer network although these are basev 
on an ethic of participation, collaboration, responsible sharing and tqe 
contribution of content for others to enjoy. Skype is somewhat differeqt 
from the likes of Napster and other sharing networks, as Skype useqs 
are sharing conversations and expanding their social networks througp 
both its voice application and instant messenger (IM) function. It i,s, 
in some ways, like having e-mail, IM and a high-quality phone coy- 
nection combined in one programme, which operates over the Internet 
through peer-to-peer networks. 

Skype software is free and installs easily, and then with an 1nternLt 
connection the calls using the system are free. and calls to others nbt 
on the system are just very low cost. Schools and colleges with skYde 
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offered will be readily identified by inter- 

cost and accessibility. 
competitive advantage in terms of both 

Skypmsting allows 
Skypecasting is a 
allows users to as well as live conversa- 

VOIP software to record 
students taking 

part and to publish them ad odcasts, which allow audio or video con- 8 tent to be syndicated over th Internet. 

Educational uses are many nbd varied: 

rl One-to-one support fd remote graduate students 
Authentic interaction4 with native speakers for language 
teaching I 

Integrating a mu~ t i cb~ tu ra~  perspective through global 
interaction 
Useful research tool foi telephone interviews or feedback from 
students 
Possibility of keeping Sljpe oRce hours especially for remote 
students 
opportunities for inviting guest expert speakerr into an online 
course. 

Stre ths of the Resource 
The most obvious strength "i o , Skype is that calls are free to other Skype 
users. Furthermore, Skype's und quality keeps the high and low tones 
of sound, whereas and other VolP softwarelhardware clip 

language learners. 
out those parts of speech. ll)is makes Skype particularly valuable for 

As with other real-time Skype communications offer 
immediacy and 

hardly a web 2.0 use 
to remote students. 

and indicates 

~ o t e l l i a !  Disadvatttages 
Skype, like most other netui.drk applications, has risks as well as ben- 
efits. The primary disadvantage of Skype is network security. The 

. . 
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problem arises in Skype's use of peer-to-peer architecture, the same 
architecture used in many file-sharing systems. Skype uses it to route 
free calls between computers, and institutional administrators fear it 
may be used to illegally trade online mwies and music. Another con- 
cern is that its end-user license agreenittit appears to permit legal use 
of university's networks by people outside the university. This has led 
many universities to ban skype on campus networks. 

A feature of Skype that may be very welcome to Its users is that all 
communications are encrypted end-to-end between the two communi- 
cating clients. However, while it may be desirable to prevent telephone 
conversations being tapped, the enqyption also applies to all other 
Skype activities such as file transfer and chat. This means that any fil- 
tering or protection for the user or their PC that is implemented on 
the organisation's firewall or network will be unable to inspect files or 
other content transferred to the Skype client. Skype effectively provides 
an encrypted tunnel through the firewall that could be used for attacks 
against the client PC and any other networkid devices it can connect 
to in turn. Users and PCs must therefore be able to protect themselves 
against inappropriate or malicious content including viruses and other. 
malware, or even attacks against the Skype system itself, without any 
assistance from other systems. 

Although Skype will work over a dial-up connection, broadband is 
better, and this could disadvantage remote students without a broad- 
band connection. 

Key points for Eflective Practice 

1. Encourage students to use Skype for peer-to-peer contact. 
2. Engage a guest expert to add a real-time input to the course. 

Selected References 
Angell. S. (2005). Bringing the world's languages to Oberlin. Retrieved from 

http:/lwww.oberlin.edu/news-infol05decllanguage.htmI 
Elliott. S.. & Rishel, T. (2007). An exploratory survey in collaborative software 

in a graduate course in automatic identification and data capture. Issues 
in Information Science and Information Technology, 4. Retrieved from 
http://proceedings.informingscience.orglInSITE2OO7/llSITv4pl53- 
162EIIi372.pdf 

Schwartz, L:, de Schutter. A.. Fahrni. P., &Rudolph. J.  (2004). Technical eval- 
uation report: Internet audio products. IRRODL, S(2). Retrieved from 
ht tp:llwww.irrodl.orglindex.phplirrodl/article/viewFilel 1801807 
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institution: Lews ~ a d r  College, U H l  Milleniam. Scotland 
! 

How l t  Works In Practice e undergraduate degree program in Sus- 
tainable Rural Developmerit is a fully online course with tutor support 
that is delivered to studentst roughout the UK at locations remote from 
the main teaching campuJ n the Isle of Lewis in the Scottish Heb- 
rides. In addition to discus ion boards and other asynchronous digi- 
tised resources on the VLE t 1 e tutors use instant messaging and Skype 
to offer some element of ih/imacy and synchronous short discussion 
sessions with the remote st dents. Students need to have broadband 
Internet access and are giw guidance in the relatively simple task of 
downloading the proprietar software, but age thereafter able to make 
free calls to other users, irk uding tutors and fellow learners. An icon 
can be set by the tutor to ih icate when she or he is available to receive 
calls, and this icon can be s 1 en on the desktop of the remote student. 

particular item on the course, a call can 
clicking a button. If the call is acceptedz 

voice, video live image, and live text 
Usually the sessions are fairly short 

call rather than a set 'lecture' and arc 
or put across a particular point 

and archived for future refer- 
to see each other 

Pre- 

more than one learner. 

arranged mini-conference +Its of three or four people can be used to 
have a group discussion onlparticular points that have a relevance to 

Lessons Learned . Keep the sessions shca and focussed; the novelty of the situa- 
participants to become immersed 
is not properly directed can tend 

to ramble a bit. 

or away, in order to 

questions in order to akld value to the other components of the 
course learning resoulces. This is especially important when 

not all students on thecourse have access to Skype, so the Skype 
contact should be regarded as an 'optional' extra for students 
rather than a mainstream method of tutor-student communi- 
cation. In this case students without Skype can opt for other 
methods of personal communication-instant messaging, tele- 
phone, or other means that suit their needs better. 
If the online chat facility is used, save the conversation at the end 
and archive as evidence of the activity that can be called upon 
in future to help reflection, supervision, and other issues. 

Contact: michael.smith@lews.uhi.ac.uk 

RESOURCE: GAMES AND SIMULATIONS 
Games and simulations are not new to education. However, inforrna- 
tion and communication technology have been added to them, giving 
them a different character. Computer games, for example, can be deliv- 
ered to desktop computers, TVs, consoles or mobile devices via CD- 
Rom, DVD, cartridge or they can be online. 

Simulation games allow players to control factors from populations 
to pol1utants;transport systems to stock trading, theme park attrac- 
tions to family relationships and football teams. Games tend to be less 
real but more fun; simulations usually have greater realism. 

Most games have goals, rules and challenges; web 2.0 games have 
interactivity. For many popular games, the ultimate key to success lies 
in deciphering the rules, and not manipulating joysticks. Some games 
offer an immersive environment in which students become involved 
both intellectually and emotionally. 

Computer simulations tend to be more open-ended and allow the 
players to do whatever they like within the confines of the virtual 
world. Simulations allow the user to dynamically explore the mod- 
elled domain, and within education, the interactive, dynamic and open 
nature of simulations puts the user in charge and creates a valuable 
learning experience. The value of 'sirn' games is the extent to which 
games technology permits users to experience a simulated version of 
actual reality or practice. 

?he Educational Challenge 
Interactive games allow students to compete not only against each 
other, but also against students distant from themselves. This results in 
opportunities to develop teams competing at a distance. 
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counteract this by being ae not action as in violence 
or speed but as a constant 
'The overall idea of to be someone, to 
perform some 

Key ~ o f h t s f i  Eflictire Practice 
1. Games should stretch~students' abilities. 
2. Games should he roo/ed in some firm reality or present strong 

internal consistency ah~d logic. 

1 3. It is of vital importd ce that the user does not get stuck any- 
where in the game- e or she must be able to quit the game, 
change strategy, use rid "cross-use" different resources with- 
out becoming trappe in long sequences that are difficult or 
impossible to interrlr t. 

4. Structure and naviga a" 'on must be crystal clear-no hidden fea- 
tures, buttons, or too /many surprises! Avoid gadget and gizmo 
overload. The guidill principle of navigation design is simplic- 
ity and relevance-l s is more. ?he learner should. not con- 
centrate his or her e rts on "cracking the code" of the game. 
And relevance and si 4 plicity do not mean that navigation and 
structure cannot be elegant. 

$lected References 
Clark, A (2005). Learning by  doing:^ comprehensivegrritle to sirnulatiot~, com- 

puter games, and pedd@gy in e-learning and other educationnl experi- 
ences. Hoboken, N J :  Pfelffer Wiley. 

Gee. J. P. (2003). What vided games have to teach us about learning and lit- 
eracy. London: Palgravd Macmillan. 

Oblinger, D. (2004). The nex/ generation of educational engagement. lournal 
of Interactive Media in Education, 8. Retrieved from http:llwww-jime. 
open.ac.uk1200418 , 

Prensky, M. (2001). Digitalgdme-based learning. New York: McGraw-Hill. 

Inrtitufion: 6&sgow Graduate School ofLaw 

Howlt Works in Practice Since 2000, the Law School has been devel- 
oping a simulation env ihmen t  of a town, which is part fiction and 
part historical fact. This ib used on a number of different courses: it 
provides economic, profeskionaI and architectural issues. In time, the 
School wants to generalisejthe tool for any program that deals with cli- 
ent or patient: engineers, Jocial workers, health workers, surveyors or 
accountants. 

I 
I 
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'The simulation is based on the principle of transactional learning; that 1 
is active, involved learning from, in this case, legal action, not merely ( 
learning about legal actions. The work is intensely collaborative and 1 
reflective. Currently the School has formed a consortium to develop an 1 
open-source transactional learning environment, called SIMPLE. 1 

I 

Lessons Learned ~arge-scale sitnulations such as this need to enhance 
professional learning acioss n range of professions. It is not obvious how 1 
to do this effectively. 

Professional educational simulations need to respond to the 'livedl 
life' of the profession so that users develop the insights and modes of1 
enquiry of the profession, as well as form the values and ethics in keep-1 
ing with the profession. 1 

The simulation designers need to develop narratives typical of the1 
professional life they are simulating. Assessment is ideally part of the1 
simulation. 1 

I RESOURCE: MASHUPS 
I 
I 
I 

A mashup is essentially the creation of something new from parts of 
several separate sources in order to produce a single integrated wholet 
The name derives from the practice of mixing two or more songs. Typil 
cally a mashup combines bits from existing websites or applications 
but the term is beginning to be used more widely for combinations o f 
information generally. 'The first mashups tended to involve the integral 
tion of information with maps and this remains a useful education.\ 
application. However, many people are now experimenting with mash1 
ups using Google, eBay, Amazon, Flickr, and Yahoo's APls and volunC 
teer propjrammers are taking it upon themselves to combine and remik 
the data and services of unrelated, even competing sites. A furtheb 
development is that services have appeared which allow users to cr+ 
ate mashups without needing programming skills, so that for examplq, 
photos from Flickr can be laid onto maps showing exactly where t h ~  
photo was taken. 

The phenomenon of mashups reflects the prevailing environment qf 
web 2.0: it is no longer just a collection of pages, as people are seizing fair 
more control of what they do online. Creativity is the key watchword 
of mashups as users take bits and pieces from a number of websites anb 
stitch them together in clever ways. In this sense. mashups merely reude 

I 
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information, but in the pt  cess, produce custornised, personalised or 
novel futlctionality. 4 I 

n e  &ikcdtional Challenge 
As with the other tools the educational use 
of mashtlps can be In other words, 

~tnr t@s  of the Resource 
Many mashups are visual a this is valuable for visual learners. Map- 
ping mashups provide yet easy-to-use tools for visual- 
ization-tools that relationships. In many cases, 

material being represented. 

rendering data or opposed to simple text 
and numbers-helps users 'see and understand more thoroughly the 

As with other web 2.0 01s. rnashups can be useful both as tools 
other people have created a as something for students to create thern- 
selves. An example of rnashups are the online mapping 
services which allow most of the globe through a web 
interface, viewing through maps, satellite 

overlay data on 

opportunities and graduakiprograrnmes and maps for administrators 
showing the location of ned student recruits. 
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As the concept of mashups becbmes common, one of the dangers is 
that the mix and match aspect takes precedence over the value of the 
final product. In other words, it becoines a silly game without learning 
potential. 'Ihe use of mashups by students, therefore, needs guidance 
and scaffolding by the teacher. 

There are also institutional issues: as these web based services become 
the medium for learning, there is a need to provide a level of service 
and reliability over and above that required for a more passive, resource 
presentation approach to the web. Similarly, whilst such technology is 
essentially an empowering one for all learners, there are circumstances 
in which some students may not have access to the web from home, and 
some strategy for bridging this 'digital divide' should be in place. 

These bottom-up efforts present tough challenges for the sites on 
which the new services are built. Mashups often use the data without 
asking first, then present it in unintended ways. Not surprisingly, some 
website operators have objected. Yahoo initially blocked one mashup 
site from using its traffic data with Google Maps (before relenting!), 
and Amazon asked a mashup designer to change how it made links to 
potential rival sites. 

Key Points for Eflective Practice 
1. 'Ihe use of mashups by students requires the teacher to adopt a 

'fluid' attitude to information: that it is always changing, some- 
thing that can be mixed in different ways to produce a new 
learning experience. For this reason, mashups represent a very 
different experience of learning from the traditional textbook, 
which presents information as static and unchanging. 

2. Mashups should be viewed as a new way of presenting and ana- 
lysing data, a multimedia experience to enhance understand- 
ing. For some students, the multimedia aspect of a mashup 
makes an otherwise abstract concept concrete, helping them 
see patterns and movements that explain ideas and their sig- 
nificance. In manipulating data and thinking critically about 
patterns and relationships, students can get a taste of research 
as well as experience authentic learning. 

Selected Refcnnces 
A mashup which locates good quality, free online course material from 

universities worldwide including Harvard and MIT. Both video 
and audio content available. Retrieved from http://www.wayfaring. 
cornlmapslshowl10585 
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Wordtraker, and Yahoo! mashup htrp:llwww. 
wordsfinder.com/ 

Brown, M. (2007, Mashing up the once and future CMS. Edu- 
from http://www.educause.edulappsl 

hrtitution: Gabon I b t e  Ifurt, the isle ojlewis, Scotland 

How It Works in Practidc The Galson Estate in NW Lewis has 
recently been returned to omrnunity ownership and has as one of 
the key objectives in its bub' ess plan the promotion of tourism baied 
upon the unique cultural, e vironmental, and historical assets of the 
area. A mashup of web 2.01 1 01s is at the core of the concept of bring- 
ing together the heritage as. ets of the community in order to increase 
informal learning about the rea. 

The long-term sustainabi 'k 'ty of the project is based upon the motiva- 
tion of local businesses and dnthusiastic individuals, under the co-ordi- 
nation of Galson Estate ~ r u d t ,  to provide ongoing content managenlent. 
and development with mini a1 further external expertise or funding. 

The community's acqul tion of,ownership. of the ~ a l s o n  Estate 
coincides with the popular sation of a number of social networking 
tools which are ideal for d veloping a sense of community, e.g. You- 
Tube, podcasting, Flickr, ah Internet broadcasting. In this project, the 
aim is to 'mashup' these ap 1 lications for the purpose of presenting the 
geographical community to visitors and tourists. ?he project builds on 
the fact that broadband is n w available throughout the area. 

The essence of the projec is that. with training, the community can 
generate all of the content o 1 the site and thereby experience informal 
learning in the process. Sode funding has been secured for: 

1. The initial setup, cust misation, and inter-linking of the new 
technology applicatid s that provide the platform (the network 
ecology) to enable thd cal community to interact with visitors 
and tourists both pa& 1 nd future. 

of the local community (e-g. tourism 
societies involved in heritage and music, 

volunteer enthusiasts) to manipulate 
own subject areas. A number of 

have been run. 

Lessons Learned The mai ' lesson from this project is that public par- 
ticipation needs time to ges ate, and once it becomes established, it has t 
its own momentum. -fie training opporturlities werc well attended and 
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it was evident that the most effective training revolves around the most 
appropriate and not the most flashy applications. 

Partly because of the speed with which mashups are appearing, and 
+ 

partly because of the developing community invohnmcnt, it is impor- 
tant to balance a vision of the project aims with a flexibility to respond 
to new initiatives, new tools and new participants. If a consultant had 
been hired to develop the webdte in a fcw weeks. it would have betn a 
very different experience altogether. Community involvement and gen- 
eration of content have made this an exciting and educational project. 

URL: http:llwww.galsontrust.&m/ 
I 

RESOURCE: MOBILE.LEARNING (M-LEARNING) 
Mobile learning devices curreritly consist of cell phones, personal digi- 
tal assistants (PDAs), MP3 plawrs, portable game devices, handhelds, 
tablets, and laptops. However, what used to be separate devices are now 
converging onto one device. For example, Smartphones are integrated 
communications devices that combine telephony, computing, messag- 
ing and multimedia. 

Wireless technology on campuses is becoming the norm, so that 
students are connected in the library, lecture theatre, cafeteria, halls 
of residence and even outside on the lawn. For students off campus, 

1 Bluetooth technology makes it possible to create personal area net- 
! works (PANS) among physically proximate devices, connecting headset 
' device to phones, which can in turn connect to a computer. a PDA, and 

any other nearby Bluetooth-enabled device. 
Currently, laptop computers used in higher education settings out- 

number desktop and laboratory computers on campus, while notebook 
computers are ranked as the most impottant hardware issue on campus 
today, followed in second place by mobile telephones. In short, there are 
more wireless networks, services, and devices than ever before. 

7he Educational Challenge 
Innovative uses of PDAs, mob'ile phones, and handhelds in education 
tend to be organisational, administrative and supportive, in other words, 
learning-related, rather than strictly learning applications per se. This 
is primarily due to the small screen and keyboard. However, there are 
many advantages to mobility that render these devices useful for educa- 
tion in almost every discipline. Mobile learning is considered the next 
step in a long tradition of technology-mediated learning which is head- 
ing towards ubiquitous, pervasive, personal, and connected learning. 
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Learning is a deeply pet nal act that is facilitated when leqrning 
experiences are relevant, reli ble, and engaging. The promise of mobile 
devices is that.they help the innovative course designer deliver appro- 
priate sttategies, tools, and r / SouKeS for different kinds of learning. 

Strekithi ofthe Resource 
The primary learning is that so many 
learners own and use This reduces the need for train- 
ing and access, and for integrating them into 
education. 

Mobile learning is a resphnse to pressures for on-demand access of 
formal educa- 

a workshop, or partici- 
situated learning experience 

allows learners to study 
a wired computer. 
their learning, the, 

divide that used to exist betbeen distance and campus students ceases 
to exist. Distance learning longer second best. Wireless technology 
is improving in speed and at the same time that it is dropping 
in price. There is increasini Jvidence that laptops encourage students to 
be more creative in their pr jects, as they can easily add photos, audio 
clips and details 'from the fi ! Id: 

~ o t k h t i a ~  Disadvantages 

the concept of 
being 'always on', and 

Questions have enabling cheating on 
examinations, banning them in 
examination halls. 

More challenging is the 1 sue of whether brevity of expression, due to 
small screens and keyboard limiting the amount and type of informa- i 
tion that can be displayed. lCad to superficiality of cnmmunication and 
lack of reel engagement wkk issues. 

I:inally, will the *'filter $e!nerationn-learners who multiprocess and 
multitask using multiple meldia-learn how to thinkcritically and com- 
municate effectively while &ing mobile digital tools? 
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Key Points for: Eflecff ve Practice 

Match the mobile device to the learning objectives. 
Design activities which a H  interactive, allowing a two-way 
flow of information. 
Investigate the hardware, soffware and bandwidth of the learn- 
ers before planning and developing the activity. 
Keep pages to 40 kilobyteb or less for online resources. The 
magic number appears to be about 15 seconds for the maxi- 
mum time users will wait for a page to load. 
Keep fonts simple. San serif fonts like Arial and Helvetica are 
easier to read on screen. Arial is'a very common font that will 
probably be available on most devices. 
Use moblogs (mobile weblogs) for field work and contexts 
where students are distributed. Each student can add descrip- 
tions from their own location. 
Use PDAs for remote students to contritjute data to form a sin- 
gle project. . Build activities in which students interact with each other, not 
iust with the teacher e.g. sharing and commenting on each oth- 
ers' projects). 

Selected References 
I Attewell, J., & Saville-Smith, C. (Eds.). (2004). Learning with mobile devices. 

Learning and Skills Development Agency. Retrieved from http:Ilwww. 
m-learning.org/docs/Learning%20with%20Mobile%2ODe~ice~%20-%2 
0A%20Book%20of9620Papers%2Ofrom%2OMLEARN%202003.pdf 

Fisher, T.. Higgins. C., & Loveless, A. (2006). Teachers learning with digital 
technologies: A review of research and projects. Futurelab. Retr ied 
from http:/lwww.futunlab.org.uWresearchlreviewsl14~0l.htfn 

Kukulska-Hulme. A., & Traxler. J.  (Eds.). (2005). Mobile learning: A handbook 
for educators and tminers. London: Open & Flexible Learning. 

Wagner, E. (2005). Enabling mobile learning. Educause Review, 40(3), 40-53. 
Retrieved from http://www.educause.edulappsler/ermO5/ermO532.a~p 

[Special Issue] International Review of Research in Open and Distance 
Learning (IRRODL) on mobile learning: -http://www.irrodl.org/index. 
phplirrodllissuelview/29 

Institution: University of Bristol, Grnduate School of Education 

How It Works in Practice Microsofi Pocket PCs and Palm OS based 
devices were given to 14 teacher training students to take on teaching 
practice. Although the course is supported by resources, discussions 
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application that 

into three panes: 

a reader subscribes 
a list of titles from selected feed 
the text of the 

ucational Challenge 
Finding suitable is relatively easy; in many cases websites 
will advertise that they h available RSS news feeds and will also 
provide addresses, instruc ons and examples of their use. In addition 

subject area. 

f 
there are directories of n e d  feeds to find a suitable feed for a particular 

Students involved in cC ting edge research projects can use RSS to 
monitor news and search k gines for specific keywords (like nanotech- 
nology or coldfusion) by t eating search feeds. Any time a mention of 
the keyword phrase occur , in a news piece the item will appear in the 

butions to the site. 

i 
search feed. Furthermore, ll&borative projects using online tools with 
a distributed team can SS feels to notify each other of new contri- 

Students writing working on research papers on specific 
that each time that topic is mentioned 
custom search feed. - 

Strt gtha of the Resource 
For users of RSS feeds tHe most commonly expressed benefit is con- 
venience. RSS headline rd ets automatically flag new items, so users 
need not search through d umber of websites looking for new content. 
Additionally, content is dik layed first as a summary description, allow- 
ing users to browse quickl through numerous items. RSS readers also 
provide users with more oice and control because they can deter- 
mine whether or not to sb scribe to a given feed. And unlike e-mail 
newsletters, which RSS fee s most resemble, the feeds do not contain 
spam or viruses. I 

* .%$ 
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The strength of RSS is its dmpliciy, fldbility. and utility. Althdti&h 
kSS is not the simantic web originally dreamed of in the labotiitory, it 
is currently the closest example ind provides some of the benefits of the 
original dream. 

A particular strength d bS6 is tka It &kctidy nuillha spm, 
which is an incfeasing probtetri with t-inail. Furthermote, useb can 
&sily opt-in and out of feeds that pr~+ide content of interest or impor- 
tance. Compared with the relative difficulty of unsubscribing from e- 
mail lists, RSS feeds bring control back into the hands of the end-user. 

To take advantage of RSS f d s .  user! must locate online sources t h q  
trust, which can be a time-consuming task. Even if a site is deemed reli- 
able, it may not offer RSS feeds. Moreover, relying totally on RSS feeds 
reduces the serendipity that comes from browsing websites and finding 
unexpected resources. 

Not all content is appropriate for RSS, andusers need to set up their 
feeds with care by selecting sites which are frequently updated. 

While there are no inherent accessibility problems with the RSS bk 
format, the method by which an RSS feed is displayed does have acces- 
sibility implications. A wide range of applications exist that aggregate 
and display. How accessible they are will be dependent on the applica- 
tion themselves, the operating system on which they run, and, if appli- 

1 cable, the assistive device being used. 

Key Pointsfor Eflective Practice 
1. Use the many how to manuals, such as the one listed in the 

Selected References, to get started. 
2. Search for sites useful to your subject matter. 
3. If you have 20 to 30 students posting their work to a wiki, blog, 

flickr or other site, instead of checking all 30 sites, you can sub- 
scribe to their RSS feeds using an aggregator and view it all , 

from the one place. 
4. Encourage students to set up their own feeds, particulariy when 

working on collaborative projects. 

Selected R e m c e s  
A quick startguidefor educators. (n.d.). Retried from http://weblogg-ed.~~ml 

wp-contentluploads/2006/05/RSSFAQ4.pdf 
Ashwin, A.. Pitts, K., & Ramsdcn, P. (n-d.). Using RSS news feeds to dcbvm 

timely, easily updated content. Retriend from http:Nwww.skillsfor~c- 
cess.org.uk/casestudies.php?id=127 
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D'Souza, Q. (n.d.). RSS ideas fb educators. Retrieved from http://www.teach- 
inghacks.comlwp-contm luploads/2OO6/011RSS%2OIdeas%2Ofor%20E 
ducatorsll l.pdf 

I 
i 

University, Canada: 
Blogging Sopware 

How It IMorks in Practice 2001, Athabasca University's Centre for 
Distance Education made conversions of all of its online materi- 
als that require occasional Twenty courses, involving syllabi, 
assignment pages, and installed at a private account 
on Blogger.com, using developed for the Centre's 
website. Each page was faculty member respon- 
sible for its upkeep. Instead df having to send updated information to a 
programmer, the faculty me ber sends it directly to the web, without 
needing to touch any of its p ge code. The Centre set up a virtual server 
to receive these updates, in f der to avoid compromising the file trans- 
fer passwords of the ~ n i v e m / t ~ ' s  secure server. 

was an immediate increase in depart- 
For the webmaster responsible for 
the update process for each teach- 
weeks to a single day. For the indi- 

of time spent on the updates was 
of them, rather than hav- 
team. For the editing and 

an easing of their work- 
load, and the ability to condentrate on developing new course design 
met hods. 

URL: http://technologysour~e.orglarticle/blogging-as-a-course- 
management-tool/ ! 

The YouTube generation term that has been coined for the group 
of Internet users who use of today's technology of video 
sharing with the ease video uploading. Vlogs are an off- 
shoot of this group, to blog their lives and experiences 

package with a video rendition 

I into a variety of industries, 
YouTube allows the post- ! 
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ing of copyrighted works but removes them once the copyright holder 
objects. 

Ihe Educational Challengk . 
?his medium can enrich the learning experience of college students by 
providing video material to accompany their textbooks, in-class docu- 
mentaries and course lectures. However, it is more in tune with web 
2.0 approaches to devise activities in which students create the content. 
The web's shift from a tool of reference to one of collaboration presents 
teachers with some rich opportunities for e-learning. 

I 

Strengths of tha Resource 
Unlike more static and limited media, like Powerpoint and the decora- 
tive course web page, video and audio sharing help professors be more 
creative and ambitious in the classroom. Video sharing with classmates 
on the social front is easy, fun, and rising in .participation. Education 
using multimedia and other visual aids has always been a strengthen- 
ing component of many subjects' curriculum, and today's educators 
are taking steps to incorporate the Internet alid media-based tools to 
improve participation and learning. Still, video sharing on a small scale 
could prove to have multiple benefits. Class projects that involve pre- 
sentations or directions on how to do something could be enhanced 
with video uploading. 

Potential Disadvantages 
Infringements of copyright are a potential disadvantage of video shat- 
ing, although steps are being taken, for example, by Google, which has 
bought YouTube, to address ,the problem. Nevertheless good educa- 
tional material can be made available, legally, on YouTube and other 
such services. As with other web 2.0 tools, it is incumbent on teachers 
to raise the issue of copyright with students and thereby encourage, 
enhance and empower critical thought. 

Another unfortunate aspect of YouTube popularity is the mis- 
use made of it by students videoing lectures without permission and 
uploading clips of their instructor doing less than appropriate things 
in the classroom. 

Key Points for Efectiw Practice 
Youlhbe is not necessary for good teaching, in the same way that wheel- 
ing a VCR into the classroom is not necessary, or bringing in Power- 
Point slide shows with images, or audio recordings. YouTube simply 
makes more resources available to teachers than ever before, and facili- 
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tates engaging and active than use up valuable time 
in class watching a film clips, such media can be assigned to 
stiidents as homework way that reading is assigned. How- 
ever, to make it work, keep in mind that the best way to 
deliver this content is blog. YouTube provides some 

on a blog, rather 
interface, which has 

Sel ted References 
IERG on YouTube: http:Yl erg.net.weblite-dns.cornInews-iterntierg-on- 

youtube 
f 

YouTube and Cultural Studies: ~ttp:llinsidehighered.cornlviewsl2006/1 11131 
conway 

Institution: Senior Level 

YouTube offered sev- 
eral useful media c l ip  e.g. clips of Neruda's poetry being used in 
a film, and music videos American singers using Neruda's lyr- 
ics. These clips reach and the enduring quality of 

culture. In addition. there 
which were of poor qual- 

highlighted as such. 
from poor quality when 

Lessons Learned A good eo clip can truly convey more than 1000 
words, especially in the of culture and poetry. Using video clips 
brings the course alive for thk instructor as well as for the students. 

URL: http:llinsidehighcred~m/views12006l1 111 3lconway 

RESOURCE: AUDld OR INTERACTIVE/ 

and computer networking 

term has emerged I 
term but tends to be 

as an electronic 
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classroom environments and the technology allows the lecturer to 
write or draw on the surface, print off the image, save it to computer 
and then distribute it over a network. By contrast, the term electronic 
whiteboard usually refen to a system which involves networked audio 
as well as screen sharing, and is more appropriate for distance or disi 
tributed learning. 

Typical definitions are: real-time data confmncing combined with 
audio capability. or, audio conferencing on a personal computer. What- 
ever the name, this form of social software enables two-way com- 
munication as well as a shared screen for drawing, viewing photos or 
graphics, and in some cases, for sharing computer applications. 

Audiographics facilitates a high degtee of interactivity between stu- 
dents or between students and the instructor at the time the learning is 
taking place. 'The exchange of information is two-way. When students 
have questions about the material, they are able to ask the instructor 
for clarification and the instructor is able to respond in real time. In 
short, electronic whiteboards are a synchronous learning environment. 
There are currently two distinct kinds of applications in distance and 
distributed education: 

1. The students are all together in a study centre sharing one 
screen and the instructor is remote. 

2. All of the users are accessing through a personal computer and 
each has a screen and audio connection. This has only become 
possible with recent technology developments whereby both 
voice and computer can be connected through one phone line. 

7he Educational Challenge 
Like all good teaching practice, the effective use of audiographics is 
directly proportional to the amount of effort that precedes the event. 
Therefore, when used as a tutorial, the instructor needs to prepare 

- material in advance and load it onto the system so that it is easily acces- 
sible during the live tutorial. 

Now that this technology can be integrated with a virtual learning 
environment and used with one phone line, it can also function as a 
communication medium amongst a small group of students for self-help 
or for working on joint projects. 'This frees its application from formal, 
planned tutorials to informal, spur-of-the-moment communications. 

In large group settings, the main issue is turn-taking: how it is 
managed and controlled. Teachers can call on individual students to 
respond, but this can be daunting for some learners by requiring an 
immediate comment. Most systems also have a chat box which allows 
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text messages..to appear !he shared screen. Some systems have a 
method of indicating meone wants a turn to talk. 

hics is its application to visual and 
hnology, and to audi- 
virtual lerning envi- 

audiographics offers 

retention capability 

while listening. This is a t 

is necessary to provide and modifications to course materi- 
als. Audiographics then f the more cost-effective instructional' 
delivery methods. 

Studies have found el whiteboard activities to be highly 
motivating and integrated innovatively. They 

content and supporting collab- 
orative learning. 

One major advantage over other distance educa- 
tion techniques is that modified during delivery 
e.g. elaborating on a sections. As a real-time 
technology, one of its is the capacity to enable 
students to interact other. There are many 

could begin with 
with another 

on these objects. 
Many systems have a d i n g  facility which can be used for rapid 

learner feedback to the pednter. 
Notes and resources frod the session can be stored and made avail- 

able to studerits who rnissed/the session. 

*<, 
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Potentf a1 Disadvantages 
Multipoint conferencing becomes increasingly complex with the num- 
ber of sites involved and participant interactibn tends to decrease. It 
requires some skill on the part of the teacher to remember to include 
everyone. People new to audiographic conferetlcing often tend to teach 
or speak to one location (usually to those btudcnts on site). 

Higher levels of audiographic interactivity require students to have 
the confidence as well as skills to use a computer at their 'end: Students 
unfamiliar with audiographics need to be eased into increased involve- 
ment by gradually increasing their level of input. 

There is considerable variation in functionality across available soft- 
ware packages. i~seful features to look for include: 

Facility to print out or save the results to the computer. 
a Support for remote voting or feedback 

Facility to store sequences of screens for playback. 
Facility t o .  control computer applications via the screen 
interface. 

Key Points for Eflectfve Practice 
1. As with all slides, use large type and few words. Pictures add 

interest but must be relevant. 

1 2. Combining media. Not all delivery has to be entirely by audio- 
graphic confercncing. Very effective presentations can be made 
by combining printed materials (distributed in advance), audio- 
only conferencing (for discussion), videotapes, computer based 
education, audiotapes, and e-mail. 

3. Promoting interaction between students at all sites is as impor- 
tant as good graphics. 

4. Have a back-up strategy in case of telecommunications failure 
(e.g. revert to audio-only). 

Selected Refirmces 
Pullen. J.. M. (2006). Scaling up a distance education program in computer 

science. In Proceedings of the ACM S 9 a l  Interest Group on Computer 
Science Education conference on Information Technology in  Compliter 
Science Education, 2006. Retriwed March 3,2007 from 

http://portal.acm.orglcitation.cfm?id=1140136&dl=ACM&coll=ACM&CFlD 
=15151515&CFTOKEN=6184618 
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~ n ~ f t u t i o n :  u$P ity ~fStruthc~~de:  PgDip 
in Compu , Aided Building Design 

c 

How It works in Practice1 Ah electronic whiteboard on this prp- 
gramme is used to investig te the strengths and weaknesses of the 
Internet BS a design comh nication medium and also to promote 
group working, peer learni g and the development of students' ICT 
and organisational skills, A i le also encouraging cooperative andfcol- 
laborative working. 

'Ihe whiteboard was u s d  for real-time sessions both amongst the 
design team and between i e client and the design team, usually by 
importing and then annotaii gdrawings (Jpegs) created on other CAD ' 

software. This ability proved very successful in the exchange of infor- 
mation. 'Ihe drawing tools s pplied with the whiteboard were rbther 
primitive and best used on$ for marking up drawings created in more 
sophisticated packages. 'Ihh tudents often used the text directly onto 
the wh&eboard to add com ents to the drawings rather than opening 
up additional text boxes wh 1 h ohen reduced the size of the available 
viewable window on the sciebri. 

Having text and drawin$ visible at the same time seemed essential 
for the development of the p oposals. One criticism of working on the 
whiteboard was the difficuh in knowing who was in control and the 
students quickly had to esta ish a set of procedures for writing. draw- 
ing, and taking turns. Most 1 udents found it more effective to use chat 
messages and reserve the for drawing. 

When using the 
coding system for 
ending messages to waste too much time 

often misunderstood 
Dificulties were over- 

by using humour 

Rmc, S,, Bllis, A.t 6r Quoc  ZOO^), Thc evolution of audiographics: A 
in a business faculty. In Proceed- 

Retrieved March 3,2007 

Lessons LLarned Establish I1 technologies well in advance to ensure 
reliability. The latest system are not necessarily tlie best-'tried and 
true' is more reliable. 

I 
I 
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Allow for technical hitches and haw alternative methods of 
continuing project work. 
Allow students time to familiarisc themselves with the soft- 
ware being used. 
Do not overestirndte what cm be dthitwd. 
Prepare students for what to e+ct with team wotk and iwrk- 
ing in virtual environments. 

URL: http:llcebe.cf.ac.ukltransactionslpdfl~ilary~rierson.pdf 


