game2WORK
How can? 


How can those with an intellectual disability become game2WORK?
The growing trend toward blended learning, using e-learning to augment rather than replace face to face learning recognizes the need to allow the opportunity for the learner to build tacit knowledge.  It has its roots in the “post modern/ post-behaviourist” learning theory of cognitivism and recognizes the need for a social context if successful learning is to take place(Eklund, Kay et al. 2003).  The increased recognition of constructivism as a curriculum design philosophy rather than a learning theory, along with the expectations of learners who have grown with the new technologies, supports an e-learning pedagogy.  The extension of this pedagogy to include Social characteristics based on collaboration, activity and critical reflection is now emerging as a favoured approach to e-learning design. This has been dubbed a Social Constructivist Pedagogy by some writers (Dabbagh 2003; Luke 2003).

The institutional need for cost-effective and time efficient methods of instruction has also been a major catalyst bringing e-learning to the forefront of educational thinking (Xiaodong, Hmelo et al. 1999.; Kalyuga 2000; Eklund, Kay et al. 2003; Young 2003).

Modern e-learning technology allows new and varied resources and approaches to be used that have not been previously used.  While the use of the printed word and direct teacher instruction remain important new technologies give opportunities for individualised programs that take into account the individual’s Multiple Intelligences (Gardner 1995) and learning styles (Dunn 2004).  For learners with a strong visual/spatial intelligence, programs such as computer-aided design and 3-D modelling may provide optimal stimulation and involvement, the tactile/kinaesthetic learner might be engaged through Interactive CD-ROMs and multimedia, while using Word processing based curriculum may develop writing skills for the linguistic, visual/verbal learner (Reese 2002).  As well, the computer can be a very powerful tool for generalization, through the ability to provide much larger numbers of problem solving exemplars and exercises as part of a program that would not be available using the traditional methods of instruction (Langone, Clees et al. 2003).

While it has been shown that e-learning programs can be designed that promote generalized literacy, mobility and shopping skills into the community, there are suggestions that the efficacy has yet to be fully researched (Wissick 1999; Wissick, Gardner et al. 1999; Eklund, Kay et al. 2003)
However, there are a number of common factors that appear to promote generalisation of the learned skills:

· stimulus conditions instructions are common to the target setting (e.g. using video representation during computer-based training that depict the actual physical and social stimulus conditions, such as video showing real cereal boxes on store shelves and real people saying hello)

· multiple stimulus exemplar that cue a given target response (e.g. using numerous examples of obstacles in grocery stores to help learn the navigation of a shopping trolley)

· naturally occurring consequences (e.g. by navigating around a broken jar shopping can continue, navigating through the broken jar leads to slipping and possible injury resulting in a difficulty to continue shopping)

(Langone, Clees et al. 2003)
These factors support the importance of using the interactivity available through technology development from the lowest level involving simple observation of events, through to simulated virtual reality role-play where learners are able to pause, speed up, slow down and repeat sections at crucial points, all can aid learning through examples of “good” and “bad” social interactions.  While Virtual Reality is still in its infancy, it provides the possibilities of using an immersion technique to create a realistic situation able to provide a stimulated environment in which the learner is in control and feels safe (Moore, McGrath et al. 2000).

Virtual reality programs have successfully been used in the treatment of phobias (North, North et al. 1998), head injury (Christiansen, Arbreu et al. 1998), Parkinson disease (Riess and Weghorst 1995) and some aspects of Autism (Strickland 1997).  There are other examples where the use of e-learning through virtual reality or scenario, problem based learning have been shown to work, e.g.:

· Virtual Reality in Cognitive Retraining (Moreira da Costa, Vidal de Carvolha et al. 2000) 

· A Web-Based Interface for Student Peer Review, Problem-Based Learning, and Peer Pressure (Duke 2003).

· Cultivating Problem-Solving Skills through Problems-Based Approaches to Professional Development (Lohman 2002).

As a regular part of training, the United States Army uses sleep deprivation and physical exhaustion to alter the emotion state of soldiers to provide authentic and realistic battlefield conditions in its war-game simulations to maximise the generalisation of battlefield skills, awareness and attitudes.  An important aspect of this style of training is the building of relationships.  Bonding with peers, bridging with other arms of the service and linking with commanding officers builds an ultimate trust that these relationship will protect your life in battle.  US Army research shows that soldiers’ learning in these conditions is most effective when the After Action Reviews take place as soon as possible after the simulation scenario.  These reviews are carried out in the field, while the participants are still dirty, exhausted and hungry.  The aim is to align the learning and performance situations (work-learning.com 2004). 

The learning of workplace Social Capital in a performance situation is “on the job” or in situ training.  Unfortunately, while in situ experience may provide the greatest alignment of learning and performance situations, there is a fundamental dichotomy between the perception of problems by educational institutions and business organisations:

· Educational Institutions see problems as an opportunity (for learning).

· Business Organisations sees problems as extreme (loss of income)

Therefore the exploration of those aspects of tacit knowledge that may prove fatal in the workplace (the job is lost) may be better tackled in the institutional setting using problem-based learning aligned with realistic scenario programs that immediately link learning tasks to the scenario just completed.  Thus, the learner has the freedom to experiment and make mistakes, without the catastrophic repercussion of termination of their employment, and is able to review their performance immediately on completion.

Guided scenario simulations can provide motivation to learners and help develop awareness leading to self-discovery and the development of reasoning skills.  Research indicates that guided exploratory learning using computer simulation can be effective in transferring both explicit and tacit knowledge to real world problems (Gokhale 1996).  The use of video-based scenarios was found to increase learner’s social engagement and problem solving skills relatively a control group and to about the same level as an intensive therapist intervention program.  The same study suggests that technology based programs may also support the development of other social competences such as the recognition of emotional cues and the management of complex social relationships (Goldsworthy, Barab et al. 2000).

The use of any technological rather than social solution raises the debate of individualised learning vs the universal requirement to socialise.  The concern that learners may be come more isolated is not generally supported as there is substantial evidence to suggest that well designed e-learning may encourage and promote social interaction through peer interaction and prompting during sessions or through other approaches after the sessions (Moore, McGrath et al. 2000).  There is a salutary reminder that if the development of any form of Social Capital is an aim of the program there must be opportunities to socialise and increase the individual’s store of tacit knowledge.

Well designed e-learning programs using Social Constructivist Pedagogy provide opportunities to build relationships by providing an active learning environment through a simulation sequence that incorporates Problem Based Learning.  This approach allows the learner to practise higher order mental processes to remember, understand, apply, analysis, synthesise and evaluate both explicit and tacit knowledge that is presented by the program design (McAlpine and Clements 2001)
The e-learning designer is able choose the most appropriate simulation approach depending on the objectives of the project, the identified needs and abilities of the learner, and the facilities available.

The use of simulations augmented with formal instruction, in a blended learning environment allows much flexibility.  Simulations used prior to formal instruction or review provide an opportunity to build intuition and insight and cue learners to the processes involved.  Using simulations after instruction provides learners with the opportunity to apply what they have learned (Gokhale 1996).

The development of e-learning simulations including problem-based scenario improves learning by:

· putting  the problem into the Third person

· building on prior knowledge through sequencing.
· encouraging decision making processes

· providing decision making practice 

· providing a safe environment for schools AND business to allow learners to make mistakes
For the learner this approach provides the opportunity to develop their Social Capital through engaging in a large number of exemplars and exercises.  This is particularly important for those who have some form of learning disability.

This approach recognises that Social Capital is multi-facetted, relying as much on the development of tacit knowledge derived through variables such as the cohesion and trust among individuals, as the explicit knowledge derived through more traditional training and education programs (Daniel, Schwier et al. 2003).  The opportunities presented through a well-designed scenario based e-learning program using a stage production metaphor may present substantial support to its growth.

Four major conclusions emerge from the review of literature:

1. non cognitive factors are important in maintaining paid employment

2. the development of Social Capital is more important than Social Skills

3. e-learning can be used to teach awareness and develop Social Capital

4. transfer of learning is best when 3rd Generation (3G) e-learning paradigms are used

A 3G e-learning program developed from these conclusions should build Social Capital and include activities that address:

· bonding -relationships with people who are alike

· bridging - establishing relationships with people who are different

· linking - relationships with people in power 


(Woolcock 1998)
Within each relationship area, such a program would aim to:

1. provide insights that are essential for the individual to learn (awareness, attributes or traits that develope through tacit knowledge)

2. develop scenarios that highlight this knowledge

3. allow individual responses to each scenario

4. conjecture the likely consequences for the idiosyncratic response
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