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for processes of computer-supported collaborative learning. At this early stage of my project (which

takes place from 1998 to 2001) I’m still using the term ’distance education’ even though I’m not sure if

it is the right label to indicate this kind of learning. Other labels such as ’online education’ or ’flexible

learning’ could be more appropriate, and this is a question that I later in my project will address closer.
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To overcome these problems a computer based instruction (CBI) system, Joke City was developed.

A point of distinction about Joke City is that it is one of the very few pieces of software that is specifically

designed for collaborative use. For example in 1996 Cavalier (1996 cited by Cavalier & Klein 1998, p.5)

observed that only 40 out of 5,984 CBI programs were designed for collaborative use. Joke City involves

pairs of children being presented with jokes in which they have to identify ”the word or words that have

two meanings”. Much of the raising of awareness that a piece of text can have two meanings occurs not

through practise, but by discussion of the possible ambiguities. The results from the pilot study provide

support that CBI incorporating collaborative working can improve reading comprehension (Bradwell

1998).

Whilst Joke City supports research advocating the benefits of peer working, it does raise further

academic and pragmatic considerations. In schools there is now a strong focus on measuring the ben-

efit that an individual child receives from any particular activity. Many CBI programmes, for example

‘Successmaker’ by RM Learning recognise this and produce performance reports (Woods, 1988). This

emphasis on measuring the individual child’s improvement in performance appears to be in conflict with

the apparent benefit gained from CBI collaborative working. How can individual feedback be collated

from group working? A feedback system has been developed that can be used to support the teacher by

quantifying individual differences in pupil’s performance from a CBI programme which is designed for

collaborative use.
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The project will focus on the effects of animation and interactivity on cognitive processing, in-

vestigating learners using diagrams expressing dynamic processes, such as cardiac circulation. To do

this the system needs to know about the users in several ways to enable appropriate design of interactive

educational software, for example; internal representations (mental models) so that the system can be

designed to allow for these as a basis from which to work; the effects on cognition of varying external

representations on the alteration, addition or modification of internal representations, to promote appro-

priate learning to take place; the effects on cognition of varying levels of interactivity with the diagram,

to investigate influences on learning outcomes. We also need understand the nurses’ learning context

and their requirements, their learning tasks, goals and aims.
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SeniorWeb In the Netherlands, the SeniorWeb community has just started, compared to their

American counterpart. However, also in the Netherlands initiatives are taken to get the SeniorWeb

participants involved in learning to use computers and the Internet. Besides that there are also discussion

lists that can be visited by the participants, and there is also very often a general discussion about a

specific item. A couple of months ago, that discussion was about the national elections, since they were

held in the Netherlands at that time.

From looking at the questions that are being asked by the Xerox Parc Research Group, it becomes

clear that aspects that have to do with learning can both be asked on a technical level (their involvement

with technology, the Internet) and also regarding the ways people behave in online communities. Both

aspects will hold a central position in my research of both communities.

In my presentation I will talk some more about these various ways of learning by showing some

examples and preliminary survey results. I will also introduce one of the research methodologies I

will be using in this case-study, that is discourse analysis. Using this perspective provides me with a

empirically based tool to address the conversations people have when they are online and enables me

to take a better look at their actual communication by looking at the way they themselves refer to for

example the things they value most about the technology and certain aspects of the computer mediated

communication process.
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� Group work is impractical on one PC. Most group work was mapped out on flipcharts and posted







The aim of my presentation is to provide a real scenario describing how the access to the commu-

nication among controllers and pilots taking place through the radio channel allows every pilots to:

� build-up a model of the current air traffic and of the controller’s workload (mutual awareness);

� use this information to cooperate with the controller in assuring an effective and safe traffic man-

agement.

In general, the scenario shows how the properties of the communication media, by supporting coop-

eration, that is the local redefinition of the roles and the mutual help, can enhance the effectiveness and

the safety of the whole system.
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user. The second objective is the development of a suitable method to provide guidance to a developer

in devising and applying suitable graphical representations.

It is hoped that the combination of both the toolset and the method will provide a suitable bridge

by which the developer and user can communicate more effectively, and hopefully bring about more

confidence into software development.
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3. Should the design of communication technology reflect culture?

Yes, it should. I can, if you like, talk about the evidence that communications technologies are not

cold, cueless neutral environments, and that users will detect social cues and apply meanings to

them which will affect task performance and satisfaction with outcomes.

4. Does technology design dictate communication patterns?

Yes; more specifically, it dictates where communication will break down and how easy users will

find recovering a breakdown.

I can illustrate each of these questions with cases drawn from the literature and my own consultancy

work and also offer some methodological pointers to how problems can be overcome.
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3. identify when a learner is not participating in the group activity during the case study solution

process;

4. identify when the group exceeds the time limits of on-line collaborative work in each step.
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In order to achieve this goal, the following issues will be considered:

1. model of the negotiation process - here we have a computational model of Meta-Cognitive Con-

flicts;

2. model of the dialogue - using a dialogue game approach;

3. model of the group - which is based on the individual models of the learners, and consists of group

beliefs, misconceptions, goals, differences and social roles; and

4. model of the task to enable the system to make useful interventions.
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