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Why e-Learning  appears?

•CCAI coming back?
•EEducational Application using Internet?
•CCommunication of Knowledge and 
Intelligence ?
•NNew Knowledge and Intelligence Creation 
and exchanging?
•LLearning opportunity, anytime, anywhere 
and anybody?
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Comparison between Traditional Comparison between Traditional 
Classroom Teaching and eClassroom Teaching and e--LearningLearning

• Constraints from time & 
place …Yes

• FACE to FACE
• Knowledge transfer based on 

texts and Drill learning
• Delay of Evaluation 

(Summative Evaluation)
• Passive course-pursueing
• Teacher Centered
• Observation Learning in class
• Developing to average 

students 

• Constraints from time &
place …No

• Net Communication（Sync.-
Async.)

• Knowledge transfer based on 
Contents and Drill 
Learning….Simulation, 
Knowledge Exploring and 
Building with practice by ICT

• Immediate feedback and 
evaluation( Formative 
Evaluation and Remedial 
treatment)

• Self- Pace
• Mastering Learning
• Learner Centered
• Collaborative Learning by  ICT
• One Top Access to data in Real 

World



Some theories of Socially 
oriented learning

Knowledge and Social constructivism

Vygotsky’s socio-cultural theory (especially, the notion of 
Zone of Proximal Development

Situated cognition and distributed intelligence

Situated learning legitimate peripheral participation



The principles of e-Pedagogy 
from Social computing

•DDemand Driven
•SSocial Activity and Identity 
•OOne Top Access to Real World and Data
•CConstructional Conjunction for Semantics 
and Concept by Interactive activity



Knowledge Transfer and 
Transformation through Learning 

GRID 
as Knowledge Market

~ Plan~ Plan--DoDo--SeeSee--DeliverDeliver--Share~Share~•KKnowledge Transformation & Delivering
•KKnowledge Generation and Creation by 
Interaction
•KKnowledge Catalyst
•KKnowledge Market



GRID

Sharing & Refining
in knowledge Market

Transmission/transformation
& Generation/refinement of
knowledge

Collaborative Computing ＆ Learning GRID

Strength of 
social interactivity

＋－ ω
Active 
participation
& contribution



Activity Log Mentoring & Facilitating

Learning GRID Distributed Collaborative
Learning

Individual 
e-Learning

Knowledge 
Management

Learning resource 
information

Participants’ performance
information

The Scheme & function of Learning GRID Technology

Learning 
GRID

Knowledge ExchangingKnowledge Exchanging
& Circulation as Knowledge Market& Circulation as Knowledge Market
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Why we need collaboration?

• EEvaluate self through others
• DDeep understanding
• BBroad awareness and appreciation
• MMeta-cognition through Distributed 

cognition
• Representation & verbal-nonverbal 

communication
• ………



Highly
structured

No structure

high low

external internal

external internal

Curriculum
based

Learner based

Unilateral
by teacher

Unilateral 
by learner

Structure

Teacher control

Moderation of learning

Learner motivation

Learning content

Assessment

Dimensions(parameters) of Collaborative LearningDimensions(parameters) of Collaborative Learning

As design & operational factorsAs design & operational factors



Confirmed Confirmed 
Academic Academic 
AttainmentAttainment

Autonomous FunctionalityAutonomous Functionality

Social Identity and ContributionsSocial Identity and Contributions

Cubic Model of Cubic Model of 
Pedagogic PowerPedagogic Power
Shape：Teaching Style and 
Belief
Capacity：Degree of 
Expertise and  Learning 
Resources
Coordinates：Social Identity

α

γ

β

α：Basic Competency
β：Balance
γ：Establishing Independence

ＩCT  utilization
Investigation
Analysis
Design & Integration
Evaluating
Documenting & Reporting

LearnerLearner’’s  Eyes  Eye

TeacherTeacher’’s  Eyes  Eye

Significance of Learning
Readiness
Needs & Motivation
Learning Style

Situational EyeSituational Eye

Respect, Pride & Shame
Contributions & Responsibility
Social Context



Knowledge building

Individualizing computing Social computing

Scaffolding

＊Tool-Mediated Cognitive 
apprenticeship approach

＊Pedagogical Agent

＊Web-ITS

＊Meta-data research
＊Wireless & Mobile

＊Learner modeling

＊Cohesion & roles
of CSCL community

＊Intelligent CALL
＊LOs on Semantic Web

＊Shared document based 
annotation tools

＊Collaborative modeling

＊Online self-assessment

＊Co-Lab tools

＊Personalized & 
collaborative LMS

＊Mission based Learning Model

＊Distance VR-Lab

＊Machine Learning based approach
for student learning

＊Communicative
approach

＊Digital Mastery Learning

＊Epistemological Knowledge Constructivism

＊Social construction

＊Case based Learning

Ｅ－Ｐｅｄａｇｏｇｙ ｍａｐ



Critical Issues to Succeeding way
• Covering assets
• Standardization and re-use
• Mobile & Wireless
• Designing Discussion Questions for Online
• e-Collaboration and e-Learning in 

Organizations
• Educational Knowledge Management
• Virtual Gaming & simulation for real 

learning



The Conditions of Learning 
Organization

• Competitive
• Advantage
• Sustainable



Knowledge

Information

Data

Nouns Verbs Context

Learn
Know

Reflect
Communicate

Communities of Practice

Individuals

Organizations
Meaning

Sense-Making

Application

A Model with Complex Nature of the Recursive Value-Chain of D.I.K



Activities

OUTPUTS
TRUSTTRUST

TechnologiesTechnologies
that workthat work

Standards & Standards & 
ProtocolsProtocols

ConsensusConsensus
BuildingBuilding

KnowledgeKnowledge
SharingSharing

The key to achieving consensus
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HowHow

WhoWhoWhatWhat

WhyWhy

IfIf WhenWhen
WhereWhere



Thank you very much Thank you very much 
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