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Menu: 1. Definition of e-learning
and recall of some 
educational principles

2. (E-learning competences 
for teachers)

3. E-learning competence 
components for learners

4. A developmental
perspective for
e-Learning competency

Question: What does it take to be a 
successful e-Learner ?



What do we mean 
by “e-learning”?
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1.
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eLearning uses digital technologies, for example:

e-Learning

Automated 
assessment

Educational 
simulations 
and games

Teleteaching 
(e.g. talks, 

screencasts)

Interactive 
multimedia

Online course 
management

Knowledge 
creation Collaboration 

& Online 
tutoring

Electronic 
books

Using 
professional 

tools

Knowledge 
bases
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Synonyms of e-learning

Digital education

Technology-enhanced learning

ICT in education

Learning with technology

Online education

Instructional technology

Educational technology

Instructional design

Academic
fields

Other words to 
talk about the 
same subject …

But split 
visions...
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Educational technology 
is the study and ethical 
practice of facilitating 
learning and improving 
performance by 
creating, using, and 
managing appropriate 
technological 
processes and 
resources. 

(Association for 
Educational 
Communications and 
Technology)

(2) improving

(3) using technology

(1) facilitating
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Where is e-learning ?

• in «classic» distance teaching
• In teacher-led distance teaching
• in mixed (blended) teaching

• in «normal» presence teaching

• In vocational education
• In formal workplace learning

• In informal learning
• In open education (e.g. MOOCs)
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Dominant e-learning practices include: 

• In distance education
• Organization & tutoring,
• Online materials (texts, videos)

• In presence education
• Digitizing of existing practice
• Classroom technologies

• In blended education
• Guidance & communication 

• In workplace learning and training
• Simple facts and procedure learning using online 
• Online materials (texts, CBT, screencasts, videos)
• Simulations of procedures and practice

• Informal mass education
• Open educational resources, MOOCs



Two different extremes of e-learning

Standardized
contents

Without standardized
contents

Individual
learning

Learning in
a community

Type A: 
Self-learning
Standardized contents

Type B: 
Complex contexts
Learning practices

Schulmeister, 2005



Good universal education principles

1. The demonstration principle
• Learning is promoted when learners observe a demonstration

2. The application principle
• Learning is promoted when learners apply the new knowledge

3. The activation principle
• Learning is promoted when learners activate prior knowledge or 

experience
4. The integration principle:

• Learning is promoted when learners integrate their new 
knowledge into their everyday world

5. The task-centered principle
• Learning is promoted when learners engage in tasks that lead to 

something
(M. David Merril, 
http://mdavidmerrill.com/Papers/firstprinciplesbymerrill.pdf) 

10

http://mdavidmerrill.com/Papers/firstprinciplesbymerrill.pdf
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Align learning goals, pedagogical strategy, pedagogical tactics, 
technology intro a coherent educational design

Strategy examples:
1. In mass education: Gagne’s 9 events of instruction
2. In free open education: Short videos, activities, peer tutoring
3. In engineering: project-based learning
4. In medical education: problem-based learning
5. In management: case-based learning
6. In biology: inquiry learning
7. In vocational training: Simulations (serious games)

A major design principle: alignment

Any strategy can be enhanced by e-learning and be used 
in mixed or distance settings 
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Think globally, e.g. in enterprise learning:

Just in time open 
learning

Knowledge 
management

Workplace training

Initial vocational 
education

Continuous 
education

Provide:
• Time
• Incentives
• Rewards

Integrate:
• Workplace
• School
• other

Use: 
appropriate 
strategies, 
tactics & tools
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• Are teachers and learners 
ready for various eLearning 
strategies?

• Are they used to anything else 
than lectures and exercises ?

• Can they cope with “distance” ?

Questions:
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http://wave.umww.com/

Penetration of active social tool use is on the rise (blog 
writing, video creation, profile create, visiting forums)

The Net generation – students & teachers (I)

However, …..

Good News since the 2010’ !
50% claim to post/write stories for an own blog
(means that they can be active at distance)
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1% Rule: Only 1% of a community web site’s users are active

Wikipedia statistics (feb 2014)
• 18 billion page views
• 500 million unique visitors each month.
• 22 million accounts
• ~70,000 active editors (0.01 %)
• ~7000 do half of the content (0.001 %)

Variants: 1-9-90 rule or 90–9–1 principle:
Within a community: 
• 90% only view content, 
• 9% edit content
• 1% actively create new content.

http://en.wikipedia.org/wiki/1%_rule_(Internet_culture)

The Net generation – students and teachers (II) 

http://en.wikipedia.org/wiki/1%25_rule_(Internet_culture)
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People can:
• participate in a digital conversation 

with peers
• Create simple digital objects 

(messages, videos, small texts,)
• Exchange digital objects

People cannot:
• Efficiently use professional software
• Participate in knowledge building 

environments
• Create and follow complex 

workflows

Internet skills relate 
mostly to clan-
based 
conversations

Other, important 
information working 
and communication 
knowledge must be 
taught

The net generation
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• Familiar
• Useful
• Usable
• Mastered
• Cost efficient
• Available
• Reliable
• ….

E-learning (technology and pedagogy) acceptance

Students and teachers 
may use new ways of 
doing things if the 
techno-pedagogical 
design is:

Learner
competencies Teacher / 

designer 
competencies

Action needed !
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Learning =
f ( learning competence, personal context, techno-pedagogy)

How can we enhance participants’ e-learning competence ?
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This talk relates to a project co-sponsored by
• Continuing Education and e-Learning Centre

(University of Geneva) 
• https://www.unige.ch/formcont/en/english/

Goal
• Enhance continuous training programs with more flexibility and 

higher success rates

Stages
• Stage (I), reported here: literature review and creation of an e-

competency model
• Stage (II): e-competency training model (survivor level)
• Stage (III): integration of e-competency acquisition into the 

training programs.

https://www.unige.ch/formcont/en/
https://www.unige.ch/formcont/en/english/


E-learning 
competency
for teachers 
and course 
designers
(not part of this talk !)
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2.



The TPACK framework
(teacher development)
10/21/2016 http://edutechwiki.unige.ch/en/ 21

Dimensions of teacher 
skills …

TPACK = be able to 
create technology 
enhanced teaching 
designs (that include 
use/teaching of domain 
technology too)

(Koehler & Mishra)

Teachers should be trained in digital education

TK, TCK, TPK 
and TPACK is 
missing from 
teacher culture 
and must be 
trained



E-learning 
competency
for learners ?
The components 
approach

(stage 1 of a UniGe project, 
focus of this talk) 22

3.
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E-learning competency components (1)

Several domains and stakeholders define 
competences needed for eLearning:
• Student support services and libraries
• (Some) e-learning specialists
• New media specialists
• Organizations, politics, …

• Computer literacy
• Digital literacy
• Procedural literacy
• Informatics literacy
• E-learning literacy
• Metacognitive literacy
• Media literacy
• Procedural literacy
• Cultural competence
• Grit
• Self-directed learning
• …..

• No common view
• Focus on different 

dimensions and 
elements

http://edutechwiki.unige.ch/en/Computer_literacy
http://edutechwiki.unige.ch/en/Digital_literacy
http://edutechwiki.unige.ch/en/Procedural_literacy
http://edutechwiki.unige.ch/en/Informatics_literacy
http://edutechwiki.unige.ch/en/E-learning_literacy
http://edutechwiki.unige.ch/en/Metacognitive_literacy
http://edutechwiki.unige.ch/en/Media_literacy
http://edutechwiki.unige.ch/en/Procedural_literacy
http://edutechwiki.unige.ch/en/Cultural_competence
http://edutechwiki.unige.ch/en/Grit
http://edutechwiki.unige.ch/en/Self-directed_learning
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In line with a general trend to rethink education and training in 
terms of competences, for example:

http://www.ostyn.com/resbigpicture.htm

Ecosystem of 
competency 
management

Workforce as 
“Competency 
bundles”
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A digital literacy component model for university education (JISC)

https://www.jisc.ac.uk/full-guide/developing-digital-literacies

https://www.jisc.ac.uk/full-guide/developing-digital-literacies
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Source:
http://europass.cedefop.europa.eu/
https://ec.europa.eu/jrc/en/digcomp/digital-competence-framework
https://ec.europa.eu/jrc/sites/jrcsh/files/DIGCOMP-FINAL-%20UPDATED%2002-06-2016.pdf

Digicomp 2.0 – The EU model for global digital competency

http://europass.cedefop.europa.eu/
https://ec.europa.eu/jrc/en/digcomp/digital-competence-framework
https://ec.europa.eu/jrc/sites/jrcsh/files/DIGCOMP-FINAL-%20UPDATED%2002-06-2016.pdf
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E-learning competency components: A first synthesis

Popular

Recognized

Recognized

Forgotten
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4 main dimensions
10 main + sub-dimensions

Cont ()
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4 main dimensions
> 50 specific skills,

not counting
skill levels and 
certain subskills)



Meta-cognitive and strategic skills

• Self-direction, self-management, grit
• Metacognitive thinking skills and knowledge management
• Learning strategies

Still cannot see details ?
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Meta-cognitive and strategic skills :  self-direction 

• Set Goals
• Ask questions
• Scheduling 

learning activities
• Meet 

requirements
• Understand the 

need to organize
• Manage being 

late
• Self-monitoring 

progress

• Manage 
distractions
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An other example: learning culture competence 
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Can we design 
training programs 
to teach these >50 
skills ?
Maybe …

Question:
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Training eLearning novices (students that likely will “survive”)

1. Identify mission 
critical skills in 
various dimensions

2. Identify «action 
statements»

3. Check existing 
resources and 
programs, use if 
possible, e.g. 
http://studentsuccess.ie
https://infotrack.unige.ch

4. Design wakeup 
activities (better) or 
training sequences

http://studentsuccess.ie/
https://infotrack.unige.ch/
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Action statements example - ICT literacy

Design training tasks
& enforce use in learning activities



A 
developmental 
perspective for 
e-learning 
competency

36

4.
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“Cannot see the forest for the trees” (Proverb)
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Shouldn’t we rather for 
focus on “eLearning 
intelligence” (EQ), 
i.e. the ability to cope and 
to develop ?

Question:



Competence defined by four cognitive elements

21.10.2016 39
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Competency process model

Inspired by Darla Deardorff’s cultural competency model 
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Identity model = becoming a digital learner



6 stages development model

21.10.2016 42

Inspired by Media literacies (Lin et al., 2013)
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Design training modules & wakeup activities to reach 
survival stage (strategy presented above)

Tasks for you and me

Design learning activities that entice learners to move 
from survival stage to reflective or active stage

1

2

3 Design rich pedagogies to create active & reflective 
learners

Design organizational strategies to create participatory 
active & reflective learners4
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Merci

Questions ?
Comments ?
Materials used, ideas, links and bibliography:
• http://edutechwiki.unige.ch/en/E-learning_literacy
• http://edutechwiki.unige.ch/en/Category:Literacy

http://edutechwiki.unige.ch/en/E-learning_literacy
http://edutechwiki.unige.ch/en/Category:Literacy
http://creativecommons.org/licenses/by-nc-sa/3.0/
http://creativecommons.org/licenses/by-nc-sa/3.0/
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