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ABSTRACT

Listening to students’ voices might result in the design of more effective learning practices, assuming
that learning and teaching can be attuned more adequately in those practices. Therefore, research was
carried out to investigate the characteristics of successful innovative learning practices using Web 2.0
technologies to establish to what extent they might serve as a model for learning practices in more or
less similar contexts. Five learning practices were investigated through a range of processes including
document analysis and by interviewing students. Additionally, a cross case analysis was carried out
to track down success factors of teaching and learning with Web 2.0 technologies, and to find out to
what extent these practices are contextual. The analysis showed the importance of co-production and
co-creation in learning practices supported by the use of Web 2.0 technologies, and the crucial role of
students’ motivation and teacher s willingness to experiment with new learning practices.
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INTRODUCTION

In the academic year 2008-2009 research was
undertaken in Australia and the Netherlands into
the experiences, expectations and ideas of students
and young, novice teachers regarding the use of
information and communication technologies
(ICT) in learning processes: referred to as “Stu-
dents’ Voices” research’. Building on the results
of this research and the insights gained from it, a
second round of “Students’ Voices” research was
started in January 2010, in the Netherlands and
Australia, but also in other interested countries.
All “Students’ Voices” research is based on the
assumption that it is important to listen to the
learner when designing learning practices, as this
increases the chance that the learning processes
are perceived as meaningful (Bottema, Fransen,
Swager, Van Goozen, & Wijngaards, 2010).

Itis becoming increasingly clear that listening
to the experiences and ideas of students provides
insights into the ways learning practices can best
be designed, and the ways learning processes can
best be supported with the use of ICT. The input
of young people provides valuable insights that
may lead to improvements in education. A greater
involvement ofthe learner in the design oflearning
practices strengthens the students’ motivation, and
results in the learner feeling co-responsible for the
learning processes (Oblinger & Oblinger, 2005;
Spires, Lee, & Turner, 2008). Their involvement
can be described as a form of co-ownership, and
this ownership can be enhanced by the strategic
use of ICT (Sandford, 2006; Scardamalia &
Bereiter, 1994; Shaffer, 2006). With the arrival
of Web 2.0 technologies, users become produc-
ers as well as consumers, and this is increasing
with the technologies’ broadening influence and
input (Downes, 2006; Fuchs, 2009; Siemens
& Tittenberger, 2009). So, the use of Web 2.0
technologies in particular offers possibilities for
offering learners an important role in determining
both content and direction in their own learning.
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Buttheuse of Web 2.0 by itself does not guaran-
tee that learners become co-owners of their learn-
ing processes. Other factors and circumstances in
a given learning context also play a part in this. It
is, therefore, important to investigate the success
factorsininnovative learning practices with shared
ownership and shared direction using Web 2.0
technologies. As such, the study reported in this
chapter set out to discover to what extent these
success factors are context specific, or whether
it would be possible to develop similar learning
practices inmore or less similar learning contexts.
The focus was on identifying innovative learning
practices with Web 2.0 technologies in education,
where the decision-making in the learning was
shared between students and the educational in-
stitute, regarding learning content and/or direction
of the learning processes. The goal of the study
was to draw on the views of students to describe
a number of inspiring examples of innovative
learning practices, in order to determine by means
of'a cross case analysis, what factors contribute to
the success of these learning practices, and what
is the transfer value of those factors. In doing
this research, it was important to determine in
what sense there was co-ownership in a learning
practice, how co-ownership was achieved, and to
what extent the successes were context specific or
transferrable to other learning contexts.

The central question of this study was formu-
lated as follows:

What are the characteristics of successful learning
practices using Web 2.0 technologies that allow
them to serve as models for redesigning similar
learning practices inmore or less similar contexts?

From descriptions of successful practices
by students, it was proposed that more insights
should arise into which characteristics of a given
learning practice contributes to its success. It was
determined that such a description would involve
aspects as characteristics of the contexts, content of
the learning practice, pedagogical strategy, choices



20 more pages are available in the full version of this document, which may
be purchased using the "Add to Cart" button on the publisher's webpage:
www.igi-global.com/chapter/transfer-value-successful-learning-
practices/58766

Related Content

Behavioral Evaluation of Preference for Game-Based Teaching Procedures

Leonardo Branddo Marquesand Deisy das Gracas de Souza (2013). International Journal of Game-Based
Learning (pp. 51-62).

www.irma-international.org/article/behavioral-evaluation-preference-game-based/77315

Implementation of Learning Outcomes in Mathematics for Non-Mathematics Major by Using E-
Learning

B. Divjak (2012). Teaching Mathematics Online: Emergent Technologies and Methodologies (pp. 119-
140).

www.irma-international.org/chapter/implementation-learning-outcomes-mathematics-non/57936

Learning in a “Classi 2.0” Classroom: First Results from an Empirical Research in the Italian
Context

Gabriella Taddeoand Simona Tirocchi (2013). Handbook of Research on Didactic Strategies and
Technologies for Education: Incorporating Advancements (pp. 57-67).

www.irma-international.org/chapter/learning-classi-classroom/72057

The Impact of Gender in Learning With Games: A Consistent Effect in a Math Learning Game
Huy Anh Nguyen, Xinying Hou, J. Elizabeth Richeyand Bruce M. McLaren (2022). International Journal of
Game-Based Learning (pp. 1-29).
www.irma-international.org/article/the-impact-of-gender-in-learning-with-games/309128

The Use of Motion Tracking Technologies in Serious Games to Enhance Rehabilitation in Stroke
Patients

Andrew M. Burton, Hao Liu, Steven Battersby, David Brown, Nasser Sherkat, Penny Standenand Marion
Walker (2013). Developments in Current Game-Based Learning Design and Deployment (pp. 241-252).
www.irma-international.org/chapter/use-motion-tracking-technologies-serious/70200



http://www.igi-global.com/chapter/transfer-value-successful-learning-practices/58766
http://www.igi-global.com/chapter/transfer-value-successful-learning-practices/58766
http://www.irma-international.org/article/behavioral-evaluation-preference-game-based/77315
http://www.irma-international.org/chapter/implementation-learning-outcomes-mathematics-non/57936
http://www.irma-international.org/chapter/learning-classi-classroom/72057
http://www.irma-international.org/article/the-impact-of-gender-in-learning-with-games/309128
http://www.irma-international.org/chapter/use-motion-tracking-technologies-serious/70200

