2: eLearning: the present

a) general concepts



Why e-learning?

* it can be as effective as traditional training at
a lower cost (but at a higher initial cost!)

* it reaches a wider target audience by engaging
learners who have difficulty attending
conventional classroom (distance learning)



E-learning approaches

* Self-paced e-learning
* |nstructor-led and facilitated e-learning

— Learners, facilitators and instructors can use
communication tools such as e-mails, discussion
forums, chats, polls, whiteboards, application
sharing and audio and video conferencing to
communicate and work together.



e-Learning components

e-learning content

— simple learning resources

— interactive e-lessons

— computer simulations

e-tutoring, e-coaching, e-mentoring

— Services which provide human and social dimensions
collaborative learning

— online discussions

— collaboration

virtual classroom

— e- learning event where an instructor teaches remotely
and in real time to a group of learners



Synchronous vs aynchronous

* Synchronous events take place in real time.

* Asynchronous events are time-independent.

L

> Chat and IM
> Video and

audio conference
> Live webcasting

> Application sharing
> Whiteboard
> Polling

> E-mail

> Discussion forum
> Wiki

> Blog

> Webcasting



Blended learning

* Blended learning combines different training media
(e.g. technologies, activities and events). Traditional
instructor-led training is being supplemented with
electronic formats.

* Formats:
— Online pre-class event => F2F Class
— F2F class => individual online actvity
— OL pre-assessment => Class => OL post-assessment
— FAO example:

PRE-WORKSHOP ONLINE BRIDGE F2F
PREPARATION WORKSHOP PERIOD WORKSHOP E-MENTORING

(1 WEEK) (2/3 WEEKS) (3 WEEKS) (2 WEEKS) (3 MONTHS)




1b : the present - platforms

c) platforms



Learning platforms

* Learning platforms are usually referred to as:
— virtual learning environments (VLEs),
— learning management systems (LMSs)
— learning content management systems (LCMSs)

* LMSs are primarily for training while VLEs are
primarily for education

 LCMSs —focuses mainly on creating e-learning
content. In other words, developers and
administrators create content material.



Do we need a platform?

Learning material repository

Delivery tools (presentation, assignments...)
Communication

Time management (scheduling etc.)

Semantic glue (notions of "Lecture"”, "Course”,
"Class"...)

Specialized tools (Teacher book, diary...)
Monitoring tools (logging etc.)
Uniform interface



A continuum spectrum

Versatile
ad-hoc

tools

self-managed
Easy standard platform Complex

—‘ external standard

platform //

cloud platform

Rigid



VLE — LMS - LCMS

a learning content management
system (LCMS) is a related software
technology that provides a multi-user

Learning Management environment where developers,
System authors, instructional designers, and
(LMS) subject matter experts may create,

store, reuse, manage,and deliver
digital e-learning content from a

Virtual Learning central object repository

Environment
(VLE)

A learning management system
(LMS) is a software application for:
the administration,
documentation, tracking,
reporting and delivery of e-
learning education courses or
training programs

Learning Content
Management System
(LCMS)

http://en.wikipedia.org/wiki/
Learning_management_system

This slide from "Elearning per la pubblica Amministrazione"”, Politecnico di Torino



ATTIVITA

o ® cna Examples of
© & compit services

© &= Database

@ o thoodle

-““E Glossario

gﬁ Lezione

——
Pacchetto SCORM

https://moodle.org/ RISORSE

| © ﬁ Cartella
@ Quiz 7
© @ Etichetta

P

e Scelta
D File
(jﬂh Sondaggio

aﬁ Tool esterno
% Wiki
& Workshop

ﬁ IMS content package

Libro
E Pagina
Ej URL

@ @6 0 @ 06 0 06 0 0 O

@ @ 0 0 0



Examples of
services

https://sakaiproject.org




Assignment (in class)

* Quickly read (skim) Chapter 6 of The Theory
and Practice of Online Learning.

 Which things are obsolete?
* |s there anything missing?



Licence ()OO

These slides are made available under the Creative Commons
“Attribution - Non commercial - ShareAlike(CC BY-NC-SA)” licence
http: //creativecommons.org/ licenses/by-nc-sa/3.0/

You are free to:

Share — copy and redistribute the material in any medium or format

Adapt — remix, transform, and build upon the material

The licensor cannot revoke these freedoms as long as you follow the license terms.

Under the following terms:

Attribution — You must give appropriate credit, provide a link to the license, and indicate
if changes were made. You may do so in any reasonable manner, but not in any way that
suggests the licensor endorses you or your use.

NonCommercial — You may not use the material for commercial purposes.

ShareAlike — If you remix, transform, or build upon the material, you must distribute your
contributions under the same license as the original.

©®©

No additional restrictions — You may not apply legal terms or technological measures that legally restrict others
from doing anything the license permits.
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