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The Ten Forces that 
Flattened the Learning World

1. Tools for Searching/Finding Media and Information Resources
2. Availability of Quality Online and Blended Learning 

Environments
3. Free and Open Source Software for Learning
4. Open CourseWare (free content)
5. Online Learning Object Repositories and Portals (shared 

content)
6. Virtual Collaboration Software (synchronous and 

asynchronous)
7. Online Massive Gaming, Simulations, and Virtual Worlds (e.g., 

Second Life)
8. Learning Mobility and Portability (low -cost mobile 

devices+wireless communication, podcasts)
9. Personalized Learning Tools (Blogs, MySpace, Flickr, and RSS)
10. Open Information Communities (Wikipedia, Slashdot, Digg)

The Learning 
World is Flat

http://ella.slis.indiana.edu/~aenkim/iconping.html
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Types of Interactions Possible? 
(Moore, M. G. (1989). Editorial: Three types of interaction. 

American Journal of Distance Education, 3 (2), 1 -7. )

1. Learner -Instructor
2. Learner -Learner
3. Learner -Content
--------------------------------
4a. Learner -Self: highlighted the 

importance of 'self talking', or internal 
dialogue when engaging with learning 
materials (Soo & Bonk, 1998)

4b. Learner -Interface: The learnerôs ability 
to use the communication medium 
facilitating the online course (Hillman, 
Willis, & Gunawardena, 1994)



Harvey Singh (2006)



Defense Acquisition University
Shaping a Culture of Career -Long Learning

(lower costs and more learners!)



Specific Learning Elements
An Learning Ecology from Sun Microsystems

(Wenger & Ferguson, 2006)



1. Google Print Project



The BBC's plans will allow viewers 
to download shows like Doctor Who

Programmes like Planet Earth could 
be available for longer

1.4m people downloaded Beethoven's 
symphonies from the 

BBC's download plans get backing, 
BBC News, January 31, 2007



2. Blending Online and F2F Instruction

ÅñBlended learning refers to 
events that combine aspects of 
online and face -to - face 
instructionò  (Rooney, 2003, p. 
26; Ward & LaBranche, 2003, p. 
22)



AMA Special Report, Effectively 
Implementing a Blended Learning Approach

(Steven Shaw & Nicholas Igneri, 2006)



The IBM Four Tier Learning Model (2006)
Blending Learning for Business Impact ïIBM's 
case for learning success , 2006 Handbook of Blended 

Learning, Nancy Lewis, VP, & Peter Orton, IBM
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Blended Learning Scenario
(copyright Microsoft , Ziob & Mosher, 2006; 

Handbook of Blended Learning Environments)

Pre Class Day 1 Day 2 Day 3 Day 4 Day 5 Post Class

Self -study 
prep

In 
classroom

Virtual class e-Learning Virtual class
In 

classroom
Community
newsgroups



IHRDC Certificate programs are all Blended Learning, 
a combination of

e-Learning; mentor assisted learning; Practical 
Assignments (On the Job) 

and Peer Review quality written paper exercise.


