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or user interfaces may prove many times to be a difficult challenge for elderly users. 
In view of the above, we have created an intelligent tutoring component for product 

recommending applications. This tutoring component has been created especially for 
the elderly and it was incorporated into an e-shop application for the interactive TV, called 

iTVMobi. 

ANYWHERE AND ANYTIME: EVALUATING STUDENTS’ BEHAVIORS IN SCIENCE WEB- 
BASED LEARNING ENVIRONMENT USING LOG FILE ANALYSIS
The main purpose of this research is to examine the learning processes of elementary school students 
in science web-based learning environment — at school and at home. To this end, the log files of 
the learning environment and data mining tools and techniques were used. Results suggest that the 
school-home gap is starting to fade away (learning wise) and a school-home learning continuum 
can be established. Part of the learning can be transferred to after school hours and can be evaluated 
similarly by means of data mining tools. Results also suggest that there are differences between 
learning at home versus learning at school across ages (such as duration of the learning and pace). 
Our future work will focus on gathering the learning variables and employing data mining techniques 
in order to find learning patterns at home and at school across ages. 

WORKSHOP 3
EXPLORING GLOBAL PORTALS 

Objectives:   
Explore the advent of newly emerging global resource portals for research and inquiry.•	
Examine the structure and functionality of specific sites such as:•	
The multilingual multicultural World Digital Library (co-sponsored by the Library of Congress, •	
UNESCO, and other partners) just launched in April, 2009
The multifaceted Global Gateway of the Library of Congress•	
A Portal to a World of Information: The Campus Internationalization Web Site•	
Other sites idiosyncratic to specific fields (e.g. ALADIN: Adult Learning and Documentation •	
Information). 	
Invite contributions from participants regarding other sites and encourage sharing of •	
experiences 
Catalyze discussion and dialogue on both strengths and areas of needed improvement and •	
potential individual and collective efforts to effect improvement.

Methods:  
information sharing (mini-lecturette) by facilitator to lay a ground work for discussion and dialogue 
about the current generation of global portals;
online demonstration of specific sites and inclusion of audience experience and input;
small group work depending upon size of audience to assess strengths and areas for improvement 
and development of recommendations to be communicated to designers.

Outline:  
Increasingly world portals are emerging from collaborative endeavors around the globe that offer 
powerful collections of resources and opportunities, often in multilingual format — the most recent 
(as of this writing) having launched in April, 2009, available free with unrestricted public access. 
Online examination and navigation of the structure and function of three specific sites and those 
added by participants will be complemented by analysis of strengths, weaknesses, and suggested 
areas for improvement for communication to designers. 
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WORKSHOP 4 
FORMALISING INFORMALITY? CAN INCIDENTAL, INFORMAL LEARNING BE 
INTEGRATED WITHIN INSTRUCTIONAL DESIGN?
Objectives:
To enquire whether the large mass of informal learning that forms the willing knowledge-
base of many young people, and the incidental, but persistent process that is used to acquire that 
learning, can be utilised within formal instruction.

Methods:
Introductory talk
Buzz Groups
Plenary Session/Discussion

Outline:
The spread of personal computing and mobile technologies has revolutionised the dissemination 
of information on demand. Informal, on-a-whim searches for information have redefined the 
concept of informal learning, with volume often (though never totally) compensating for a lack of 
learning organisation. Though there is no cumulative objective to the learning, nor is it built against 
an assessable framework, in most cases making accreditation impossible, there is no denying the 
massive infusion of informal learning that happens on a daily, purely personal basis. Motivation 
is the impulsive need-to-know about some aspect of a personally appreciated topic. In the case of 
young people this takes the form of searches related to music, gaming, films, etc., and is often a 
side task during social-software interaction. Because of the ephemeral nature of the information 
searching, and the questionable qualifications of many of the websites consulted (Wikipedia being 
forefront in this) it is contended that the process defies integration within a formalised academic 
setting, though attempts at self-paced project work that demands web searching have often been 
made at both secondary and tertiary levels of education. But in these, the all-important motivational 
elements that infuse the process are almost always missing. 

Some questions that this scenario instigates are:
Is one to ignore the massive amount of incidental learning and not induct the (often ill-defined, •	
very personal) package in the process of instructional design? 
Is there some way of utilsing informal pre-learning in designing instruction? Topic specificity •	
will, of course, determine the extent and/or nature of doing this.
Is there any way that the motivationally-induced informal learning process itself can be an •	
integral part of instructional design without it losing its essential, whimsical nature?
Should formal, accredited learning give way, in cases, to informal learning? This is already •	
happening in some instances relating to the employability of persons in the IT field.
Although attempts have been made to assess formally informal learning, the lack of initial, •	
formalised pedagogical objectives daunts the process. Is there any effective way that informal 
learning can be gauged for assessment purposes?

Session 14		
Research into ICT Applications

NEW CONCEPT IN REMOTE LABORATORY: HIGH-SPEED MULTITASK SYSTEM DEVELOPED 
AS ONLINE RECONFIGURABLE PLATFORM
A new architecture for an educational high-speed remote laboratory is described in this paper. In 
order to remove the users’ waiting list, we used a multi-task type access on laboratory work platform, 
and a real-time reconfiguration of electric test circuits. Students are accessing from distance a system 
equipped with real instruments and perform online test workbenches. The errors detected in 
prescribing the commands towards the machine are not automatically corrected. Instead, the student 
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is warned, and the results of the tests are supplied to the user in the same way the real 
instrument does.

RESEARCH ON THE EXPERIMENT ENVIRONMENT IN DISTANCE ENGINEERING 
EDUCATION

The engineering course experiment is the key point of distance engineering education. This paper 
introduces the research and implementation of experiment environment in ECUST (East China 
University of Science and Technology). As a typical case of remote control laboratory, a two-water-
tanks experimental system using programmable automation controller was introduced. A virtual 
experiment based on interactive flash of physical chemistry was briefly introduced. The statistical 
data of the experiment courses and the feedback from the students were analyzed. It shows that some 
details should be improved.

Teaching ‘Linux as a Forensic Tool’ (Online) to European Law Enforcement
The purpose of this work is to discuss the implications of creating, delivering and maintaining an 
online MSc level course in forensic computing. There are unique issues associated with this endeavour 
as the development group for this particular module are comprised of experts from law enforcement 
and academia from across the European Union and the students are serving police officers from the 
member states. This paper discusses the reasons for running the course online, the issues associated 
with this change, and the challenges faced by the development team.  

TEACHING CONCEPTS IN MICROCONTROLLER EDUCATION: CISC VS RICS ASSEMBLY-
LEVEL PROGRAMMING
This paper explores the teaching concepts in Reduced Instruction Set Computers (RISC) and 
Complex Instruction Set Computers (CISC) with reference to an assembly-level programming for 
small microcontroller units (MCUs). The objective of the proposed communication is to instill the 
confidence in the instructor regarding the selection of an effective MCU, appropriate for other than 
electrical/electronic engineering students.

Session 15 		
Developing ICT Competence in Instructors

RECONCEPTUALISING SCHOOLING FOR A WEB 2.0 GENERATION
This paper frames and theorises the nature of adolescents’ informal experiences in Web 2.0 
environments to articulate their fit or misfit with current conceptions of school education. Adolescents 
are increasingly active Web 2.0 users. However, the traditional research and education communities 
have been slow to respond to the rapid emergence of the digital generational culture. Adolescents’ 
new ways of interacting and producing are likely to render current configurations of schooling 
obsolete and hence demand new conceptualisations of schooling. This paper discusses how these 
new visions might influence, disrupt and interact with future schooling scenarios.

COMPUTER-ASSISTED EXAMPLE-BASED LEARNING: THE EFFECTS OF SELF-EXPLANATION 
AND INSTRUCTIONAL EXPLANATION ON TRANSFER PERFORMANCE
This research examined the effect of applying two different explanatory procedures (self-explanation 
and instructional explanation) on topic knowledge acquisition performance, near transfer 
performance, and far transfer performance. A total of 76 students were randomly assigned into three 
groups and pre- and post-tests were used to assess the learning outcomes. The analysis showed that 
the effect of self-explanation was more pronounced than instructional explanation especially in topic 
knowledge acquisition performance and near transfer performance. On the other hand, the positive 
effect of self-explanation was not noticeable in far transfer performance. 
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THE SNAP! PLATFORM: SOCIAL NETWORKING FOR ACADEMIC PURPOSES, 
PEER LEARNING, AND COMMUNITIES OF PRACTICE
E-learning platforms are being reconceptualised. There is a move away from the repository-
style LMS towards one of increased communicative and collaborative potential that empowers 
the learner and leverages the learning experience. At Victoria University, the SNAP! Platform 
is being designed to support peer exchange and collaboration in developing learning skills. This 
platform includes social networking communication and profiling, shared bookmarking, student 
mentor blogs and commentary, RSS feeds, tagging, and the creation of peer-generated learning 
resources. The SNAP! Platform hopes to establish self-generating academic learning communities of 
practice in which students learn to take an active and dominant role in their own and each other’s 
learning.

CONCEPTUALISING TEACHER PROFESSIONAL LEARNING WITH WEB 2.0 TECHNOLOGIES
This paper reflects on the affordances of Web 2.0 technologies to support teachers’ professional 
learning. It argues that professional learning for teachers is a constructed process which combines 
elements of experience, reflection and knowledge building. It occurs in specific contexts, through 
collaboration with others and the mediating effect of cultural artefacts. The emerging features of Web 
2.0 technologies are seen as largely harmonious with these principles which are mapped together 
in a framework for understanding and exploring opportunities to support and enhance teachers’ 
professional learning and knowledge construction.

TECHNOLOGICAL EVOLUTION AND PEDAGOGICAL RE-APPROACH TO EFFECTIVE 
LEARNING USING GAMES WITHIN THE HELLENIC AIR FORCE ACADEMY
The educational policy of the Hellenic Air Force Academy (HAFA) is designed to implement the 
standard of the Hellenic Air Force (HAF) officer. Our purpose is to specify and design a computer-
based war game in order to use it as a tool for: a) applying our educational policy; b) advancing the 
professional training of the students of the HAFA; c) assessing the behaviour of future officers in 
relation to the intended standard; and d) understanding and resolving applied ethical questions. 
The game will also be used for professional informal continuing education in a distance learning 
environment, for promoting cooperative learning and the development of virtual communities of 
practice within HAF. 

Session 16	
Facilitating ICT Adoption 

The Telling: Teaching Information ManAgers about MANAGING Indigenous 
(Ecological) Knowledge 
Indigenous knowledge (IK) and Indigenous ecological knowledge (IEK) are subject areas that 
contribute to anthropology and multidisciplinary fields such as environmentalism. Here we identify 
key issues and barriers to teaching about IK/IEK in the context of developing a course for postgraduate 
information managers and pilots in two courses on Knowledge Management in Organizations. 

An appetite for creative destruction: Should the Senior Academic 
Technology Officer be modelled on the CIO or the CTO?
We examine the emerging role of Senior Academic Technology Officer and the shift from having 
acknowledged expertise to acquiring legitimate organizational power. We are particularly interested 
in the match or mismatch between their own appetite for radical technological change, i.e. for creative 
destruction (Schumpeter, 1942) and that of the institution. We also consider two existing templates 
for such a role from mainstream information management and information technology: the Chief 
Information Officer and the Chief Technology Officer.
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URBAN CLASS COMPUTING IN HIGHER EDUCATION: PROMISING OR 
PERILOUS

Urban class computing is derived as a fabric of urban computing wherein “urban 
computing is the integration of computing, sensing and actuation technologies into 

everyday urban living and lifestyles” (Kindberg, Chalmers, & Paulos, 2007). This paper draws 
the information communications technology (ICT) profile of a group of tertiary students in an old, 

prestigious De La Salle University-Manila (DLSU-M) situated in an urban setting; get their premature 
perception of urban class computing and finally, determines how the idea constructs a new form of 
learning behavior. 

WHY, WHAT, WHO, HOW: BUILDING UP ONLINE COURSES. A REPORT FROM A SOUTHERN 
ITALY UNIVERSITY
This work is based upon an online experimentation realized by the didactical area of sociology at 
the University of Salerno (Italy). It seeks to identify its points of strength and of weakness and to 
establish guide lines for further planning. In particular, it systematically describes and compares 
two courses which have used different approaches, methodologies and platforms and their results. 
To conclude the authors underline the importance of the study of the context, of giving an active 
and significant role to the students as well as to the teachers and of building up a dialogue between 
traditional and ICT-based tools. 

FROM SMALL TO LARGE HITS: SPREADING THE ONLINE MESSAGE TO ACADEMIC AND 
ADMINISTRATIVE STAFF VIA STRATEGICALLY-TARGETED DEVELOPMENT ACTIVITIES
This paper reports on how a university is implementing a capacity-building academic staff 
development program using a three-pronged approach that draws on adult learning, social learning 
and capacity-building literature. This approach was designed to enable staff to provide engaging and 
pedagogically sound online experiences for the students at the University of Newcastle, Australia. 
Data have been gathered throughout the implementation of this program to evaluate its impact 
and to inform future refinements of the program. The paper concludes with reflections from staff 
facilitating the program about the challenges, successes and future of the program.
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