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Foreword from Organizing Chair

T.E.L.04 Conference fulfils the need for high-quality research results from EC sponsored projects to break learning constraints in space and time particularly in:
· University courses;
· Vocational training;
· Retraining for new jobs;
· Third-age continuing education.
Technology Enhanced Learning is a challenging research topic where new technologies innovate traditional teaching and learning processes.
This International Conference addresses different aspects of methodology and practice in vocational training, teaching and learning in schools and Universities, for regular and distant individuals with specific support for those with handicaps.
There are specific goals to be met in short time, such as a reduced students' drop-out in High-Schools and continuous learning opportunities for those not pursuing a University degree (34% reported high-school drop-out and 77% not attending University after High-School reported in Province of Milan in 2002).
T.E.L.04 conference fulfils the need to improve Moenia and Extra-Moenia study, independently from the setting of learning, age and working or retired situation.
T.E.L.04 will set the stage for dissemination of high-quality research results from EC sponsored projects to break learning constraints in space and time particularly in:
· Pre-University study;
· University courses;
· Vocational training;
· Retraining for new jobs;
· Third-Age continuing education.
T.E.L.04 EXPO gives the opportunity to experience real applications opportunities and benefits from learning products by accessing demonstrations from vendors. The EXPO setting in University of Milano premises will focus on:
· Thematic Workshops;
· User Groups Meetings;
· Tutorials;
· Business planning;
· Slots for users' discussions.
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Advancing eLearning in EU RD projects using Wireless,Broadband,Mobile Technologies: Towards Ambient Learning

Topic: Speech

Author: Fabrizio Cardinali (Giunti Interactive Labs - Italy)

Mail: f.cardinali@giuntilabs.com 

Abstract: New Copernican revolutions have hit the digital content marketplace in recent years that may greatly benefit the way Content Publishers  may inform , educate and entertain target audience by using mobile , wireless and ambient technologies. However, the development and deployment of new contents using new formats and models optimised for new media has always presented new challenges to designers and publishers of educational materials: once a new media comes to market content publishers and authors usually face what  we may refer to as the “Gutenberg Syndrome” (When the printing machine was invented, Gutenberg’s contemporaries looked astonished to the printed Bible wondering what else they could have done with the new technology apart printing the holy book). It takes a while to establish new design,  publishing & business models for new contents which unleash the power of new  media: once content is possibly authored with new approaches we need new packaging & distribution models capable to generate and maintain a self sustainable delivery  market. The speech introduces new solutions and models arising from EU RD Projects at the dawn of a new era presented by Europe’s leading eLearning R&D and Standardisation Company, Giunti Interactive Labs (www.giuntilabs.com), part of Italy’s largest and oldest   Educational Publisher, Giunti Editore, and developer of Europe’s first and best known LCMS (Learning Content Management System) technology learn eXact (www.learnexact.com).
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Improving the quality of e-learning systems through multimedia learning tools
Topic: Quality in eLearning

Author: Haroon Al-tarawneh (Karak College - Jordan)

Mail: haroon@teacher.com 
Abstract: This paper discusses the role of multimedia learning tools in improving quality of e-learning. “The construction and use of multimedia learning tools is a relatively new pedagogy”, where multimedia learning tools are a learning style.[Keefe 1987] defined learning style as being characteristic of the cognitive, affective, and physiological behaviours that serve as relatively stable indicators of how learners perceive, interact with, and respond to the learning environment. Learning style also represents both inherited characteristics and environmental influences. There are many types of learning styles; Visual Learners, learn through seeing, Auditory Learners, learn through listening and Tactile/Kinaesthetic Learners, Learn through, moving, doing and touching.Multimedia learning tools contain three types of learning styles. These three types are effective in the classical ways of learning. The most important question in this paper is; how can multimedia learning tolls improve the quality of e-learning? To get the answer of this question, we must find out what are the requirement of e-learning quality and are the multimedia learning tools meet these requirement and what is the effect they can make for quality. It is hard to assure the quality of e-learning, since it differs from the old fashion of learning. E-Learning is the delivery of teaching material electronically with the added value of maintaining standards and quality across the board without the limitation of a specific location. It involves the use of multimedia and its interactive.
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An innovative learning environment - The Simulated Enterprise Information System

Topic: Innovative Learning Environments

Author: Martin Ota, Ivan Jelínek (Czech Technical University in Prague - Czech Republic)

Mail: otam@feld.cvut.cz , jelinek@feld.cvut.cz 
Abstract: This paper is a proposal of an innovative learning environment, called Simulated Enterprise Information System (SEIS). A historical summary of the evolution of information systems in an enterprise environment is included. It shows how programming techniques have been adapted for enterprise integration processes. The paper describes Internet portals - information systems that use the Internet as a basic backbone and user interface. Aspects of the ubiquity of these solutions, and its influence on causality of work, are mentioned. The significant role of component technologies in contemporary computer applications is emphasized. The paper also compares little known data warehouses with classical databases, and clarifies their position in enterprise information systems. Finally, there is a report about an unsafe gap between universities and the commercial computer world: the absence of a mechanism for students of classical computer science to practice new aspects of applied computer sciences. The paper is enclosed by a proposal how to solve the gap.
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Organisational preconceptions for cultural adaptation of technology

Topic: Implementation Examples and Issues

Author: Erna Håland, Ole K. Solbjorg (Norwegian University of Science and Technology - Norway)

Mail: ole.solbjorg@allforsk.ntnu.no 
Abstract: Where technologies and organisations meet, their inherent preconceptions and cultures meet. Technologies that are brought into organisations carry with them built in structures that give certain possibilities for use and thus instigate certain social practices. The organisations on the other side already have established cultures and social practices, which comprise preconceptions for how technologies should support these and preferably give possibilities for developing them. When implementing technologies in organisations through top-down decisions, all subcultures must find uses appropriate among the possibilities afforded by the technology. Where the technologies do not reflect the structures and practices of organisational cultures, energy will be wasted to achieve organisational adaptation to the technology, and new practices adopted in the wake of technological adaptation are not necessarily to the benefit of the organisation. Where technology is implemented to support and develop organisational practices and processes, another possibility is to analyse these carefully and develop the technology accordingly. Such a bottom-up strategy is also a matter of give and take, but with focus on building technology into the organisational culture and adapting technology further to the different subcultures. In our paper we will discuss and illustrate these contrasting takes on the coupling of organisation and technology through two different cases; a top-down implementation of a net based system for learning (Learning Management System) in Norway's largest oil-company, and a bottom-up development of a tool for supporting quality work in higher education.
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On-Line Assessment And Feedback in Support of Teaching - Learning Sequences in Biochemistry 

Topic: Educational Communication / Instructional Design for E-Learning

Author: Les Jervis, Loretta Jervis (University of Plymouth - UK)

Mail: ljervis@plymouth.ac.uk 
Abstract: The focus of much online learning material in life sciences has been on the provision of formative assessment. There is general agreement that although students find this material useful as support, it does not impact on learning outcomes. The pedagogy of online learning is weak, under-theorised and metaphoric and there is little to guide the development of teaching and learning resources. We suggest that deep approaches to study can be fostered by the use of teaching - learning sequences to address complex cognitive concepts (instructional discourse). Teaching - learning sequences can also address socio-affective aspects of the curriculum in the 'talk' relationships between lecturers and students, and between students (regulative discourse).
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A Study On A XML-based Learning Object Repository 

Topic: Web-based and Blended Learning

Author: Zeynel Cebeci (Çukurova University, Department Of Informatics - Turkey)

Mail: zcebeci@cukurova.edu.tr 
Abstract: Not available.
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Promoting EMDEL project – exchanging the best products and virtual mobility 

Topic: Web-based and Blended Learning / Marketing and Promoting Learning Activities

Author: Anna Grabowska (Gdansk University of Technology, Distance Education Centre - Poland)

Mail: blanka@pg.gda.pl 
Abstract: The main goal of the project EMDEL (European Model for Distance Education and Learning) is the realisation of an European Teletraining System which, from what already has been produced, could immediately start a process of co-operation at the level of production and organisation of distance training services. Besides it should bring to the reduction of costs, the harmonisation of local systems and the rapid increase of the offer of formative courses. The main objectives of the project are following: Production of an on-line Catalogue "Showcase of Distance Learning Modules" which will contain a list and a description of the products partners' interesting at transnational level, collected in their "Diatheque" by the partners. The creation of the Catalogue will give both the trainers and the managers of Distance learning systems, the possibility to know what is the offer on the market regarding distance learning modules and their ways of utilisation, Production and share of a basic software programme for the assessment of customer satisfaction and quality of the products; Exchange of the best products realised by the partners. The first selection of at least 10 Distance Learning Modules will be done and then the post production (translation, adaptation and diffusion) will be performed; Virtual mobility through on-line utilisation of Distance Learning Modules installed on the servers of the partners' net mainly by allowing the utilisation of distance training products in original language to a person living in a partner country without an action of post production and by having at one's disposal services of support and accompanying both locally and on line (in the original language) thanks to the presence of tutors operating in local systems; Dissemination, through the presentation of a model of realisation, of an European Teletraining Network to demonstrate the concrete possibilities of construction, starting from an existent distance training system based locally but with transnational connections. The dissemination also aims at extending the number of agencies of distance training which want to co-operate for the maintenance of the catalogue and for the increase of the exchange of products.
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Productive 3D building modeling 

Topic: Learning of Theory and Practice in Mixed Realities

Author: Gerardo Silva Chandía (University of Santiago - Chile)

Mail: gsilva@usach.cl 
Abstract: There are some alternatives to do 3D digital building models. One of them is realized by using 3D blocks with additional information to the graphic content. This kind of 3D blocks is named "blocks with attributes". These models allow an easy way of 2D plans generation and an easy calculation of material quantities involved in the project. Claims to divulgate this practice introducing it at the first steps in architectural studies.
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E(motional)LEARNING 

Topic: Innovative Learning Environments

Author: G. Andreoni, B. Apolloni, F. Beverina, R. Ciceri, F. Fumagalli, G. Palmas, L. Piccin (Università degli Studi di Milano - Italy)

Mail: apolloni@dsi.unimi.it 
Abstract: An enabling system has been set up at the Department of Psychology of the Catholic University of Milan for implementing eLearning sessions where the computer perceives the emotional state of the learner and adapts the teaching strategy accordingly. To this aim the computer is equipped with a set of sensors of learner's physiological signals such as ECG, Galvanic Skin Response, Body Temperature and Respiratory effort. Other inputs come from a web-cam registering face expression, gaze movements, eye blinking and from a high quality microphone. The goal is to enable the system to identify from these signals whether the learner is attent or bored, or frustrated, etc. On the basis of this information an expert system will decide the teaching strategy. For instance it could decide to interleave the lesson with a musical piece, of to deliver a shorter version of some parts, or to swap from a theoretical part to a practical one, etc. At the moment the interpretation of the learner signals is done by a human expert assisted by the computer. The final goal is a completely automated system. The work is done in collaboration with Milan University, Catholic University of Milan, Polytechnic of Milan, and ST Microelectronics.
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A Virtual Laboratory for Experimental Learning 

Topic: Multimedia-based Learning

Author: Marco Ronchetti, Maria Alberta Alberti, Daniele Marini (Università degli Studi di Milano - Italy)

Mail: marco.ronchetti@dico.unimi.it , maria.alberti@unimi.it , daniele.marini@unimi.it 
Abstract: Virtual laboratories for distance learning have been mainly tested and implemented to create interactive set up to explore technical or scientific problems, either by graphical and numerical simulation or by interactive control of remote real devices. One major aspect of experimental learning is the possibility to perform trial and error experience. Moreover a real laboratory is characterized by co-operative work between scientists and students in a learning community. To fully exploit the potentiality of virtual laboratories we have implemented a virtual reality system, where an experiment can be freely organized and an experimental session can be performed in a collaborative distributed environment. A virtual class can be organized, where a teacher and some students can co-operate in a synchronous context. A library of objects is available to set up an experiment as a virtual 3d world; students can interact in turn modifying the experiment and test the results, working on the virtual set as a kind of shared whiteboard. The teacher can also take the control of the virtual experiment driving the students to the final solution, correcting errors, answering, via chat, to questions. In the paper an example will be discussed.
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An e-learning solution based on the mindmap concept and the management of the underlying learning objects 

Topic: Innovative Learning Environments

Author: Jeanne Schreurs, Gerd Ballet, Rachel Moreau, Dirk Roox, Maarten Steegmans (Limburgs Universitair Centrum - Belgium)

Mail: jeanne.scheurs@luc.ac.be 
Abstract: In the e-MINDMAP e-learning concept, the learning content will be provided in a graphical way. The e-learning process will be built as a sequence of MINDMAPS. A MINDMAP represents a small part of the learning content. An e-MINDMAP corresponding to a course module consists of a number of blocks representing learning content elements. The learning process on this level is defined as a sequence of a number of steps, corresponding to those blocks. A learning object (LO) is an independent content component that can function as a learning content module. The MINDMAPS and the units are structured as such independent learning objects. The blocks are structured in independent content components composed of a set of atomic LO's, being small learning content elements (a short text, an audio fragment, a full text document, an additional text /figure and others). A generic data structure for those LO's and atomic LO's is developed, and a set of metadata has been defined following the SCORM standards. The learning objects and the atomic learning objects will be stored and managed in a LO-warehouse, part of a LOMS (learning object management system). The user can model the e-MINDMAP using the system e-SCHEMAS. Our LOMS is a complete learning support system including all functions concerning the input, the authoring and the management of the learning materials and the modeling of the e-learning course modules (MINDMAPS).
	N O T E : 

	

	

	

	




Fostering self-directed learning in the science domain with eLearning and hands-on experiments 

Topic: Web-based and Blended Learning

Author: Peter Ferdinand (University of Koblenz Landau, Knowledge Media Institute - Germany)

Mail: ferdinand@uni-koblenz.de 
Abstract: The OECD programme for international student assessment (PISA 2000) has lastly shown that performance of pupils in natural scinces in Germany as in many other countries has proofed to be unsatisfactory. To meet this challenge a Blended Learning concept was designed and implemented at the University of Koblenz-Landau with the aim to facilitate self-directed learning in natural scince domain. In order to achive this experimental work is combined with eLearning. Form October 2003 to June 2004 it was evaluated on 6 schools with a total number of 140 pupils. Self-directed learning takes place both during online-episodes and Face-to-Face episodes: Experiment data is offered in a special online environment, depending on the individual user's profile, including data on grade and experiments already made. The presented content is generated dinamically. Once a learner has found an interesting experiment, he can pratically perform it (F2F). Reflection and interpretation of the pupil's observations is dona again in the online environment. The first user experiences indicate a positive effect of our concept on the pupils' motivation to deal with natural science topics and problems in comparison to regular school teaching. During the evaluation pupils have fully performed hands-on experiments from doing the survey up to reflecting their observations for 1193 times. The overall results of the evaluation will be available in October 2004.
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Docebo LMS 

Topic: Web-based and Blended Learning / Tools and Systems

Author: Andrea Biraghi (Docebo LMS - Italy)

Mail: andrea@andreabiraghi.com 
Abstract: Docebo LMS (ex. Spaghettilearning) is one of the 5 biggest e-learning open source project in the world. The goal is to provide an easy to use, scalable and free e-learning solution that support international standard (Scorm, W3c coding and accessibility). Recently the team set up an international network for supporting users worldwide and has started copperation with universities for giving scientific results on E-Learning methods and Open Source develop model. You can find information on www.spaghettilearning.com.
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Usage of Domain Ontology in e-Learning 

Topic: Innovative Learning Environments

Author: J. Sebestyenova (Institute of Informatics, Slovak Academy of Sciences - Slovakia)

Mail: sebestyenova@savba.sk 
Abstract: This paper presents an approach for implementing the e-learning scenario. It is primarily based on ontology-based descriptions of content, context and structure of the learning materials and thus provides flexible access to these learning materials. The best way to build skills and increase knowledge retention is to help students learn by doing. For nearly half a century, simulations have been used as comprehensive learning tools to help train pilots, etc. Today, simulations are being used in educational and corporate training environments as tools to help develop the competencies that improve the performance of business professionals, etc. There are many terms for online education. Some of them are: virtual education, Internet-based education, web-based education, and education via computer-mediated communication. Learning is just one element of education. So, the term online education should cover a much broader range of services than the term e-learning. e-Learning is defined as interactive learning in which the learning content is available online and provides automatic feedback to the student's learning activities. Online communication with real people may or may not be included, but the focus of e-learning is usually more on the learning content than on communication between learners and tutors. Ontology defines a common vocabulary for researchers who need to share information in a domain. It includes machine-interpretable definitions of basic concepts in the domain and relations among them. Ontology is therefore a controlled, hierarchical vocabulary for describing a knowledge system. It abstracts the essence of concepts, and allows distinguishing various kinds of objects and defining the relationships among them. The paper describes ontology for describing the content of e-learning material in a particular domain: Control Theory. Ontology development is different from designing classes and relations in object-oriented programming. Object-oriented programming centers primarily around methods on classes - a programmer makes design decisions based on the operational properties of a class, whereas an ontology designer makes these decisions based on the structural properties of a class. Individual instances are the most specific concepts represented in a knowledge base. When the knowledge of a domain is represented in a declarative formalism, the set of objects that can be represented is called the universe of discourse. This set of objects, and the describable relationships among them, are reflected in the representational vocabulary with which a knowledge-based program represents knowledge. Formally, ontology is the statement of a logical theory. The aim of MARABU project is to develop a support system for modelling and control of the continuous, as well as discrete event systems. The database of the system will contain methods and tools for modelling and control synthesis. Further, the database will contain complete models of some systems specified by attributes. First, according to requirements specified in questionnaires, a user can obtain a list of proper methods and existing tools with their detailed characteristics (and web-connection to a given tool's provider). The other possibility given by MARABU system is to obtain some examples of using the tool for modelling the system that is similar to the system specified by the user. So, students not only can learn which methods are proper for which systems, and modelling and control requirements, but they also can use various tools to simulation of a given task. For a domain of control theory, following terms have to be defined in the ontology: system, model, control, modelling method, control method, and tool. Each term is characterized by attributes. Concept hierarchy plus attributes gives ontology. Relations that are used in the described ontology are: part of, attribute of, value of, is a (subclass of), instance of. The proposed ontology component consists of the ontology and inference engine to provide answers to questions, i.e. queering the knowledge-base.
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Supporting video tracking in web learning environments using SCORM 

Topic: Multimedia-based Learning

Author: Angelo Chianese, Luca Levantino, Riccardo Miscioscia, Vincenzo Moscato, Sergio Parlato (Università di Napoli Federico II - Italy)

Mail: angchian@unina.it , levantin@unina.it , rmiscios@unina.it , vmoscato@unina.it , sparlatog@unina.it 
Abstract: In the context of a driven and collaborative learning there is the increasing need to manage the video contents in order to ensure a more fine grained tracking on audio-video assets and obtain a continual feedback of student activities. In according to the ADL’s SCORM model, a video is usually assumed to be an atomic Learning Object: this assumption restricts the interaction between client and Learning Management System to a merely On/OFF tracking process and limits the reusability of such type of contents. In our approach the video resources are considered as a multiple asset SCO: each single component asset can be just a frame or a video segments in order to achieve the wanted tracking grain size. In according to the last hypothesis the main focus of the paper has been the design and implementation of an architecture for the tracking of video SCOs in web learning environments.
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Creating User Experiences for Computer-based Learning Environments 

Topic: Innovative Learning Environments

Author: Kritzenberger Huberta (Hochschule der Medien, Department of Electronic Media - Germany)

Mail: kritzenberger@hdm-stuttgart.de 
Abstract: Many computer- und networked learning environments suffer from standardized teaching forms. Although they might be highly optimised for routine learning tasks, they often miss to take into account the learner's attention and experience. This contribution will focus on situations where user experiences occur and how they emerge. Theories on user experience design are explored on their potential for the design of multimedia and interactive learning environments. Examples from our projects on e-learning environments are given, which explain our understanding of designing user experiences. The examples also take into account media aesthetics and media characteristics for the development of design requirements.
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A low-cost virtual reality framework for building cooperative and collaborative exercises 

Topic: Innovative Learning Environments

Author: M. Gribaudo, F. La Mura, MD, A. Livio Beccaria, G. Franceschinis, F. Della Corte (Università del Piemonte Orientale "A. Avogadro" - Italy)

Mail: flamura@mclink.it 
Abstract: Virtual reality has always been an attractive way to create complex simulation that can be used in learning environment to produce realistic exercises. In disciplines like Emergency Medicine, the ability to simulate situations in which multiple decision variables are involved, can be important to solve some of the student's common problems before actually practicing on patients or environment. However the cost of virtual reality environments is usually too high to be afforded in most of the training facilities, because of the cost of the necessary hardware and software. In this work we propose a framework to create low-cost VR simulations with the aim of easily producing training exercises that can be used in various context. The main context that has motivated this study is the European Master in Disaster Medicine, but the proposed framework could be employed as well in many other similar cases. The main objective of our project are: produce exercises where a group of students can interact through the internet; use standard and low cost VR technology, adopting an approach that is as independent as possible from the underlying VR tool; create an interface that can be used even by non technical personnel to develop new exercises.
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Information Technology for Problem Solving . An approach to automatic assessment of open answers 

Topic: Innovative Learning Environments

Author: Giuseppe Fiorentino, Giuliano Pacini, Annalina Fabrizio (Dipartimento di Matematica, Università di Pisa - Italy)

Mail: fiorent@dm.unipi.it , pacini@officinaweb.it , annalinafab@libero.it 
Abstract: A continuous evaluation of student learning response is an extremely important factor to achieve excellence in teaching. Nevertheless, this task seems to be realistic only with a concrete help from information technology tools. In this paper we propose a method for the automatic assessment of creative solutions given to non-elementary problems. We devise an approach that lies between a test method and a self-learning tool, with a good balance between knowledge and know-how. As a testing tool, this method proved to be effective in assessing both knowledge and problem solving skills in classes taught at the Italian Naval Academy.
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Intelligent Educational Systems Used in Networks

Topic: Educational Communication

Author: Jolanta Chec (National Institute of Telecommunications - Poland)

Mail: j.chec@itl.waw.pl 
Abstract: Use of wide Artificial Intelligence means enables creation of high quality intelligent educational systems (with ability to continuous adaptation of learning process to individual learners). It gives large possibilities for facilitation of teachers work and individualization of learning process. Networks ensure access to currently updated knowledge resources for a large number of learners. Standardization for the development of compatible educational systems (IEEE LTSC specification of LTSA), use of Global Information Infrastructure for education on global scale (ALN networks with intelligence), pedagogical aspects of learning process (according to Fritz Model), results of research works concerning use of intelligent educational systems in networks were discussed in the paper.
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Building social capital on line: a follow-up evaluation of the efficacy of computer supported collaborative learning

Topic: Quality in eLearning

Author: Minou Mebane, Silvana Cusmai, Carlo Attanasio, Marcella Pulino (Università La Sapienza - Italy)

Mail: minou.mebane@uniroma1.it 
Abstract: Lehtinen et al. (1999) after making an ample review of the CSCL literature note the absence of the researches which have explored the comparative efficacy of collaborative learning in online vs face to face contests. Also they underline that most studies have been made without control face-to face groups. Since then we have undertaken a series of controlled studies (Francescato et.2004, Francescato et al. in press) where we have documented that CSCL contests not only promote traditional academic achievement, but are at least as effective as face to face settings in transmitting professional and other social and relational metacompetencies. Our findings also indicate that collaborative learning promotes social capital among students, both widening their social networks and increasing mutual aid behaviours. This study wanted to evaluate if these positive social changes lasted after the end of the course. One hundred and sixty SS who had participated to face to face or online seminars were contacted by phone nine months later. About 139 were reached. We found that a majority of both groups had continued to talk by phone or mail and also to see the new friends they had made during the seminars. Online students did this more often, and they also more often continued to use the competences acquired, and also to help each other with their studies.
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Question selection from a Hierarchical Repository in a Computer Aided Assessment Tool

Topic: Web-based and Blended Learning

Author: Gennaro Costagliola, Filomena Ferrucci, Vittorio Fuccella (Dipartimento di Matematica e Informatica, Università di Salerno - Italy)
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Abstract: Computer Aided Assessment (CAA) tools are more and more widely adopted in academic environments mixed to other assessment means. This kind of systems often uses a repository to keep the questions. A metadata set is sometimes associated to each question to describe some of its features. In this paper we present a possible organization for the question repository and the procedure through which the questions are chosen from it. Our repository has a hierarchical structure, while a permission set and a metadata instance are associated to each question. The question selection procedure gives the tutors the chance to statically or dynamically select the questions. In the first case, the questions are manually selected. In the latter, some rules of selection must be specified. A prototype implementation has been developed upgrading an existing CAA tool.
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Can WikiWiki technology head learner towards cooperative course building?

Topic: Web-based and Blended Learning
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Abstract: A WikiWiki server is a user-editable web server that can work as a common scratchpad for a group of distant (in space and time) people. It has been used even for large content-building projects like the Wikipedia, an open encyclopedia containing more then 300,000 topics. During the past year we have been using a self-maintained WikiWiki server to complement our traditional teaching with a flexible cooperative support tool. We used it for various subjects in heterogeneous contexts such as standard university courses with many (more than 300) students, small advanced courses with small number (about 20) of students, and one course for faculty members. Our main aim is to amplify student participation in course building by letting them: build course materials, edit FAQ lists, make up exam questions nad publicly answer exam questions (or try to); suggest topics for discussion, research, further explanation The aim of this paper is to describe and comment how we created, through trial and error, the right humus for our students to work collaboratively. We will try to analyze and categorize student behavior patterns and discuss the future of this teaching-support tool.
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Devising the Drill for the Device: Texting in Classroom Dialog from Mobile Phones

Topic: Mobile Students and Mobile Lecturers Connnectivity

Author: Philip Grew (Dipartimento di Scienze dell'Informazione, Università degli Studi di Milano - Italy)
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Abstract: Breaking the ice in a lecture hall full of fresh student faces is a real communication need that justifies recourse to a certain amount of classroom acrobatics. When coupled with the imperative of eliciting participation inherent in foreign-language teaching and with the obstacle of sharing limited time among a group of sixty, it cries out for a technological solution. Given the technology at hand, i.e. a laptop plugged into the classroom projector and the device universally held in student pockets, it seemed a natural step to devise some of the in-class exercises so that small groups with one typist (multitappist?) each could text in answers to appear on the board.  This appears to work especially well with matching quizzes, has met with sweeping student enthusiasm in some (but not all) instances, clearly has the capacity to empower students (perhaps especially those who shy away from the cordless microphone), and certainly offers a way for the instructor to monitor which concepts have been assimilated. The resulting communication situation also offers interesting insights into the dynamics of networked classroom community.
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An Open-Source LMS Evolves as Learning/Teaching/Testing Environment

Topic: Innovative Learning Environments
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Abstract: At the Dipartimento di Informatica e Comunicazione of the Università Statale di Milano an opportunity for exam automation was seen in an earlier initiative that had led to the development of an open-source learning management system. This LMS, known as "Just Learn It!" (or JLI!) was then applied to English-as-a-foreign-language placement tests for large numbers of incoming first-year students, thus replacing automated, paper-based testing systems such as QuizIt.  Initial studies have now been undertaken in using this on-screen system to automate written exams and mixed oral-written exams in other subjects, as well.  The change in purpose has led to a number of considerations that have influenced the development of JLI!  These, in turn, promise to ease the adoption of distance-learning technology in transitional and blended situations.
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Database in internet environment
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Abstract: The goal of the research is to find a universal model of a data source for accessing heterogeneous data spaces and heterogeneous types of information on the Internet/web. The key area of data sources of today’s world are databases. That is why a well created model of  a data source will enable an easy and mainly consistent approach to the data sources both saved in the classic (relational) or specialized data-bases (object, XML, etc.), and other data sources. It is the interlink between the data source and the user (man, computer), which will remove the inconsistency of accessing data and will secure a user-friendly tool for cooperating with the data source. The formalism of the model will include also nonstandard methods of search.
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eQuality project: the quality aspect of the learning and teaching life-cycle

Topic: Quality in eLearning
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Abstract: In the paper the authors presented the approach to quality systems development for the ODL environment. The approach is built on the learning life-cycle decomposition into two, complementary layers called learning layer and teaching layer. The first layer can be considering as a place when student’s learning process is organized and developed (i.e. curriculum, education law and rules, course’s program). On the second layer the knowledgebased learning process is investigated. The discussion of quality in distance learning needs association of the organisation scheme complying knowledge transfer within the organisation, as another aspect of the learning process. Presented results were development in the frame work of the Minerva eQuality project. The eQuality project produces a common reference methodological framework for Quality in ODL in Europe, taking into account cultural differences, experiences, needs and best practices, linking with ongoing normalisation work.
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Impact of teachers' experience on learning performances of students in face to face & online university settings
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Abstract: Our previous researches, first presented at T.E:L ’03  showed  that CSCL contests not only promote traditional academic achievement, but are at least as effective as face to face settings in trasmitting professional and other social and relational metacompetencies. Since we had the same teacher teach both online and face to face, part of our results could be due to her competence and skill. In this study therefore we explore the relationship between teacher experience and students learning. Five different teachers, with various amount of experience in collaborative learning held seminars on community analysis for 200 psychology majors. Each teacher taught two groups of twenty students each, one online and one face to face. Students learning was measured both through questionnaires and evaluation of a community analysis actually carried out by students. Data analysis is underway and first results will be presented at the Conference.
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Learning styles, personality traits and students performances in face to face and online learning contents
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Abstract: In two previous  studies presented at  T.E.L ’03 (Francescato et al. 2004,  Francescato et al. in press) we held constant such relevant variables as students general characteristics, teacher, collaborative modalities and subject matter taught, in order to  be able to compare the efficacy of collaborative learning in on line vs face to face contexts. In this study we want to explore the relationships among learning styles and strategies, personality traits and students performances in face to face and online learning contexts. Two hundred students, assigned randomly to online and face to face seminars focused on the same topic. Students were administered 1) A questionnaire of learning stategies (QSA) (Pellerey 1996),2) A questionnaires of Learning Styles (Mariani 2000) 3) BIG FIVE Questionnaire (Caprara, Barbaranelli, Borgogni 2000) and 4)  Scala Locus of control (Nigro 1983) Data analysis is in progress and first results will be presented  at the Conference.
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A Holistic Approach to Support Learning Management in Knowledge-based Working Environments

Topic: Management Training
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Abstract: In times of economic slowdown companies often react with cutting down on training expenditures, when on the other hand human capital is one of the most valuable asset in a knowledge based society. One of the big challenges for human resources (HR) training managers is to find a holistic approach to corporate training management. Holistic in this case refers to the fact that individual learning takes place, to an increasing extent, within an organization’s strategic framework. Individual learning reflects a company’s qualitative and quantitative goals and it is measured against its contribution to the company’s overall economic success. Individual learning, thus, becomes an integral part of an organization’s asset management. Hence, what we witness in the field of corporate training is a convergence of institution-based knowledge management on the one hand, and individual training and learning on the other that require a new management approach and supportive IT tools. The “Training Management Life Cycle” is a conceptual framework to capture and analyse this change of perspective in corporate training and education. Currently investigated case studies that were performed in the context of an international research project revealed a real need for IT support in the various stages of training management life cycle. 
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GISMO: a Graphical Interactive Student Monitoring Tool for Course Management Systems
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Abstract: This paper presents GISMO, a graphical interactive student monitoring and tracking system tool that extracts tracking data from an online course maintained with a Course Management System, and generates graphical representations that can be explored by course instructors to examine various aspects of distance students. GISMO uses techniques from Information Visualisation to render into an appropriate graphical manner the complex multidimensional student tracking data provided by the Course Management System. GISMO aims to help instructors to become aware of what is happening in their classes and provide a better support to their learners.
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Learning design templates
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Abstract: Contribution deals with the main ideas behind our concept and methodology of multidimensional, layered and template based educational courses creation that increases reusability as well as with the application of XML for precise template specification.
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Collaborative learning for an online academic teaching: a case study
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Abstract: Collaborative learning, which has been experimented by a large number of scholars since Dewey wrote about it in 1924, has known a new interest with the spreading of Internet, which has given rise in the late 90’s to a research field called CSCL – Computer Supported Collaborative Learning. This paper describes a research project which has been carried out in the above mentioned field. After an introductive theoretical framework the paper presents the analysis of an online academic course (founded on a collaborative approach) and some of the research results regarding these topics: intrinsic motivation, promotive interaction, positive interdependence, peer-to-peer assessment, new teaching methods.
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Automated Evaluation of E-learning Hypermedia, Document in Context of Hypermedia Adaptation Process

Topic: Innovative Learning Environments
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Abstract: This article deals with formal description of the adaptive web system and consequent exact evaluation of learning hypermedia document. Adaptive web system monitors particular user’s behaviour and characteristics. Based on them, the system compiles a resultant adapted E-learning document. This document corresponds to user’s qualification and capability, preferences and his/her specific needs. For example, we can adapt user interface of document, its information content and layout, topology of hypertext or other features. The aim of using of adaptive approach to student in E-learning is to increase effectiveness of E-learning process, to improve its ergonomic quality and to adapt E-learning process for the disabled student. Exact system of learning hypermedia document’s evaluation is based on the formal theory outlined in this paper and can be used separately from the adaptive web technology.
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