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Internetia kaytetaan kasvavassa maarin kommunikaointinternetissa yhteisoja
muodostuu jaettujen kiinnostusten ja nakemysten dyiig, toisin kuin perinteiset,
sijaintiin perustuvat yhteis6t. Tama siirtyma kokeirkkoyhteiséja on vaikuttanut myos
oppimisyhteisdihin, jotka ovat oppijoiden muodosiaiyhteisoja.

Yliopistoissa oppimisverkkoyhteis¢ja kaytetddn seltékemaan perinteisia
opintojaksoja etta tarjoamaan kokonaan verkossanit@ opintojaksoja, joita
opiskelijat voivat suorittaa ilman tarvetta ollay$§ysesti kampuksella. Nykyiset verkko-
oppimisessa kaytetyt ratkaisut eivat kuitenkaandipoa kaikkia verkkoyhteiséiden
mahdollisuuksia. Useilla opintojaksoilla on kay@sgain verkkosivu, joka tarjoaa
opiskelijoille kurssin keskeiset tiedot. Verkkosavukayttda suuri osa kurssin
opiskelijoista, mutta se ei tarjoa mahdollisuukgpéskelijoiden vuorovaikutukselle.

Pikaverkkoyhteistt tarjoavat kevyen ratkaisun luodakkosivulla vierailevien
kayttgjien valille mahdollisuus vuorovaikutuksedidta ajatusta voidaan kayttdd myos
opintojaksojen  verkkosivuilla luomaan oppimisverkkteisolle mahdollisuus
vuorovaikutukseen. Kun opiskelijat saapuvat verkkake, he tulevat siten tietoisiksi
verkkoyhteison olemassaolosta ja itsestddn semgade ja voivat kommunikoida
muiden yhteison jasenten kanssa. Nain voidaan tsks#alista lasndoloa ja siten
parantaa opiskelijoiden kurssilla kokemaa oppimista

Tassa tutkimuksessa kaytiin aluksi l&api kirjalliiau ja tutkimuksia liittyen
verkkoyhteisdihin ja verkko-oppimiseen, siséltaeikaperkkoyhteison kasitteeseen
tutustumisen, oppimisyhteisdiden teorian ja perégt joihin oppimisen tukeminen
oppimisverkkoyhteisdiden avulla yliopiston opintcgailla perustuu. Taman jalkeen
tutustuttin ~ tarkemmin  pikaverkkoyhteisdiden  ommaiksiin. Teoriaan ja
ominaisuuksiin pohjautuen esiteltiin ajatus helposppimisverkkoyhteisostd ja sen
keskeisimmista ominaisuuksista. Opiskelijoiden keglessa tehtiin selvitys heidan
asenteista ja odotuksista siitd, miten tallainegaidoisi parantaa heiddn oppimista.
Selvityksen tulokset yhdistettiin aiemmin esitdtiyi ominaisuuksiin ja muodostettiin
ehdotus helpon oppimisverkkoyhteison tarkeimmistainaisuuksista ja sellaisen
kayttoonotosta. Lisaksi nostettiin esille tarkeitnpavoimia kysymyksia ja aiheita
tulevalle tutkimukselle.

Helpon oppimisverkkoyhteison keskeisimmiksi kagide todettiin tietoisuus
verkkoyhteisOsta, toisista opiskelijoista ja opjakson ohjaajista sek& vuorovaikutus
keskustelulla. Opintojakson ohjaajan lasnéolo htwakerityisen tarkeaksi. Myos tarve
seka synkroniselle ettd asynkroniselle keskustdhalmiéisuudelle nousi esiin.
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The Internet is increasingly used as a medium @nraunication. On the Internet,
communities are forming around shared ideas, irtrasnto former, location-based
communities. Transition towards these online comitrasmhas also affected learning
communities that are formed around learners sucimiaersity students.

In universities, online learning communities aredipoth for supporting traditional
courses and to offer courses that students can letmpnline, without the need to
physically go to the university campus. Howevenrrent solutions for online learning
do not fully utilize the potential of online commities. In many courses, there is only a
website that offers essential information. It isegsed by a large percent of the students,
but the website has minimal or no support for axdtéon.

Instant online communities offer a lightweight dau for establishing interaction
support for a group of visitors of a website. Tiisa can be used to enable interaction
support for online learning communities in a couveebsite. The students become
aware of the online learning community they beldagvhen they access the course
website, and they can communicate with other mesnbkthe community. This fosters
social presence among the students, and thus i@pribneir perceived learning in the
course.

In this study, first the literature and researchibe online communities and online
learning was briefly reviewed. This included studyithe concept of instant online
communities, learning communities, and how onleegrthing communities can support
learning in university courses. Secondly, featwksstant online communities were
more thoughtfully examined. Based on these, an ideanstant online learning
communities was described with the features it Ehaupport. Thirdly, a group of
students was inquired in order to find out thefitades and expectations on how the
idea could support them in learning. Finally, apmsal for features and establishment
of an instant online learning community was conged.

Central aspects of an instant online learning comipuvere found to be awareness
of other students and the instructor, and discasagoa form of interaction. Presence of
the instructor was found to have an important réllso a need for both synchronous
and asynchronous discussion was clear. With seisgaés still left open, a need for
further study is acknowledged.
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1. INTRODUCTION

Online communities are a form of social interacttbat is becoming more and more
important in numerous fields of science, busineshjcations and lifestyle. Unlike
traditional location-based communities, they forraumd common interests or shared
ideas of people around the globe, who interact guginservice that supports the
community. This is possible because of the Intepneviding us with means to break
the limits of physical proximity. With various prasnd cons, online communities
habiting the Internet have certainly become one tlné natural ways people
communicate today. This can be seen from the imetgmgowing popularity of social
network sites such as Facebook. These sites offfianeovisibility to the underlying
social network and ways to communicate and shdoenmation among communities.

Instant online communities are a new way to enhantaditional web page with a
functionality of an online community. The idea b®hithem is to transform an already
existing group of visitors into an online communily establishing awareness of the
community membership and by enabling communicatand visibility of the
community.

On the Internet, people are often given an oppdstuo share the content they
create in an online community or traditional websido another online community.
Instant online communities take this idea evenhirtand make it possible to bring
content into the community from outside the servigetomatically, employing
technique called content syndication. As the cdandéthe online community is no more
limited to what is created by the members usingecific service, this technique is
causing the boundaries of online communities t@bexfuzzy.

Besides social network sites that usually focus faend connections and
socialization, there is a wide range of other anl@@mmunities for various purposes.
One of these purposes is learning. For over twadkes;, there has been growing amount
of research on online learning communities that ldionake distant learning possible
and support traditional education. Online learniogmmunities support learning
through collaboration, social activities and peeapport. Successful use of online
learning communities calls for transition in tecloyy, teaching methods and policies
of educational institutes. Although the technolagyimproved fairly well, it is still
rarely used to its fullest.

Many different collaboration tools are used forioallearning, and nowadays most
of these use world-wide web as their platform. dnéing instant online community
into these websites used by learners, an onlinmitega community with support for



social activity could be created. Online presenfcbath other students and instructors
could improve students’ perceived learning ands&attion.

There is a large body of research on online legrand establishment of online
learning environments. This study does not attetmpiring all this research together,
but rather focus on the issues that are esseatiaktant online communities and their
usage in online learning. In particular, this stuzmbncentrates on the role of social
presence.

Aim of the literature review in chapter 2 is torfor very basic concept of instant
online learning communities (IOLC) and to defins iey factors in improving
perceived learning. Common features of instantnentommunities are examined in
chapter 3, after which the central features to etpthe key factors of IOLCs are
determined. In chapter 4, user data is gatheredyusie-playing method with students
of Tampere University of Technology. This inquisyused for acquiring data on how
the students would use the features of instannern&arning community if given the
possibility, and how the theory-based conclusioascmwith the ideas of the students

The thesis concludes with presenting the centiaiufes of IOLC, defined in the
third chapter and improved by the results of thelent inquiry in the fourth chapter.
This preliminary description of IOLC can be usedaastarting point for establishing
online learning communities. In particular, it da@ used in university courses that do
not yet have support for such communities but dointernet to deliver information in,
for example, a website. IOLC can also be used t@mece learning environments that
have inadequate support for community interactiime conclusion includes assesses
the study and suggest future research objectivesxtend and improve the idea of
instant online learning communities.



2. THEORETICAL BACKGROUND

Communityhas earlier been a term defining a group of irligls primarily based on
physical features such as location and size. Atbeglevelopment of transportation and
telecommunication, this kind of definitions of comnity has become less useful, and
emphasis in defining modern communities has mowvedo relationships between
individuals (Preece 2001). The Internet as a medmmtelecommunication provides
various ways to create and support these relatipaisiiherefore it is an ideal base for
communities not restricted to physical locationrh@es more importantly, it can be
used to support formerly location-based communlieenabling individuals to keep in
touch with the community when physically disconeedrom it (Ellison et al. 2007).

This chapter provides research background and dtieak justification for this
study. The reader is given necessary insight fatetstanding following chapters and
grounds for the conclusions and proposals presented

Section 2.1 of this chapter explains the concepiine community It includes
defining, developing and evaluating online commesitand their success factors.
Instant online communities as a way to supportneniommunities and the concepts of
awareness and social presence are also introdutedection 2.2,0nline learning
communitiesare investigated. Aspects that are discusseddactommunal aspect of
learning, combining definition of online learninghda online communities, online
learning software, factors that affect learning il and online community
establishment in educational environment. The sectlso explains the relation
between social presence and perceived learningchi@pter is summarized in section
2.3, which also clarifies the objectives of thigdst.

2.1. Internet as a Platform for Communities

In the early stages of online communities, it waaréd that using computers to
communicate would cause seclusion and alienatiom fthe “real” world (Rheingold
1993, p. 14; Wellman 1997, p. 8). Rheingold notitest virtual communities need
more than “words on a screen” to avoing being amsersatz, an inferior substitute for
communities communicating face-to-face, and atentnust also be paid to pitfalls
such as obsessive use of computer mediated comatiamic However, he points out
that people use the Net as a medium for genuineahumteraction too. Wellman
empasizes that communities are already sparselytegardless the way they
communicate, and also virtual communities sustaiparson encounters. The existense
of emotional support and the sense of belonging alss noted by Hilz and Wellman
(1997) in the context of online learning.



In 1985, a system called WELL (Whole Earth ‘Lecimohink) was established to
form a network of users using dial-in connectioW$ELL is a still active online
conferencing system and discussion forum (The WRDILO). At the early years of
WELL, the term online community was not yet estsiidid, but WELL can nevertheless
be considered to be the pioneering online commuattyording to current definitions.
Along with his experiences of WELL, Rheingold (19@@scribes the Net at the time as
“loosely interconnected computer networks that udeomputer-mediated
communication] technology to link people around therld into public discussion”
andvirtual communitiess“social aggregations that emerge from the Net waeough
people carry on those public discussions long ehdug] to form webs of personal
relationships in cyberspace¥WWhereas WELL had its influence on the developnoént
online communities, Rheingold’s definition acted asase for definitions that are
widely used today by for example Preece (2001) lagel et.al. (2003, according to
Iriberri & Leroy 2009).

In the first wave of online communities researchjolr was initiated by advances in
the availability and ease of use in communicatienhhology, the impacts of the
Internet use on individuals and society was studiltk research started from the
Rheingold’s introduction of the term ‘virtual commity’ in 1993. Focus of this first
wave of research was on social aggregations, igestbcial networks and social and
collective actions. (Iriberri & Leroy 2009, pp. 4)8

Since the Internet has become a part of everydeayofibillions of people, online
communities have drawn more attention among bo#@rsuand researchers. In the
following waves of online community research, foalsfted to analyzing value of
community-created content to business organizatiimsnembers’ relationships and
attachments, and most recently to members needslogpenent and implementation of
supporting tools, online communities’ new purposa&sd outcome assessment.
Disciplines liable for each shift were managemesearchers, psychology researchers
and information systems researchers, respectivehe last wave also integrated
previous perspectives, developed working defingicand initiated more controlled
empirical study of online communities. (lbid, pp75

The number of online communities is growing grabydut only a part of them
grows in number of members, while others have dittlg participation or eventually
die out completely (Boyd & Ellison 2007; Iriberri &eroy 2009). It is therefore
important to have tools to analyze and evaluatenconities, including definitions of
the factors of online community success, whichlvamsed to build and maintain lively
communities promote their purpose. This was algofticus in the latter years of the
fourth and last wave of online community reseatabérri & Leroy 2009, p. 7).

2.1.1. Definition of Online Communities

As seen from the previous paragraphs, scholarskiind online communities is
relatively young and involves many diverging pedpes. Focus can be for example in
social relations, roles and activities of indivitkiaor software that supports the



community. This has led to various definitions foe term online community, with
some differences according to the perspective.

One widely used definition of online communitieghe one from Lee et al. (2003,
according to Iriberri & Leroy 2009, p. 3). After mparing nine previous definitions,
they have produced their working definition thafleets the online communities’
complex nature and underline cyberspace, informadiod communication technology,
member-driven content, members’ interaction, andatimmship formation as
components of online communities that should bgestitfor further study. From each
of these components can be derived the disciplinasconcern online communities,
which are computer science, information systemshagement, sociology and
psychology, respectively. (Iriberri & Leroy 200R)though this definition is versatile
and takes into account the different perspectives,found to be too restrictive for this
study, as the aim is a more general view of ordm@munities.

De Souza and Preece (2004) define online communibadly as“a group of
people, who come together for a purpose online,\ahd are governed by norms and
polices.” This definition encourages considering both soara technological issues,
and applies to communities regardless of the engsteof physical presence of the
community. Focus of this definition is on the thoeenponents, namely

* people
* purpose
* policies.

Peopleare the users of the software, who form the ontim@munity. In other words,
they are the members of the commun®urposeis an interest, need, information,
service or support that is shared among the contsnarembers. It is the reason for the
members to belong to the communiBolicies consist of the language and protocols
that guide people’s interaction inside the communiPolicies also affect the
development of social norms and “folklore and Hgti@f the community. (de Souza &
Preece 2004, pp. 1-2; Preece 2001, pp. 4-5.) b ghidy, this definition of online
communities is applied since it suits well onlir@mnunities used in learning, as these
communities can be either based on physical apmitxior online-originated. It also
allows to examine both technological and socialiess and provides guidelines for
establishing successful online community.

In addition to the definition above, de Souza aneeBe (2004) and Preece (2001)
define two factors that affect the quality and ssscof online communities. People,
purpose and policies, and how they are supporteithddynline community, contribute
to thesociability factor. The other factor igsability that is dependent on the software
that the online community is supported by. Whileahibty is concerned with the
interface between single user and the computeralsitity has focus on user-to-user
social interaction. (De Souza & Preece 2004, ppré2ece 2001, p. 4.)



2.1.2. Online Community Software

Online communities build on software supporting thepose and policies of the
community. Software is not necessarily a singlegmm or website, but a collection of
programs and systems that members of the onlinenconty can use. Software defines
the human-computer interface for a single user,thedefore defines thesability of the
online community, which is the one of the two méactors in online community
quality. Software also shapes all human activityolwing people, purpose and policies.
This means that the activities are carried outgutiie software. It must therefore match
the sociability requirements of the whole communiipe policies devised inside the
community itself must also be represented by tlisvaoe, and therefore must be taken
into account when designing the software. Poli@és change as the community
evolves, which must also be considered in the desfgthe software. (de Souza and
Preece 2004, pp. 2-3.)

Although the policies of online communities are poiped by the software, it does
not define the policies. Software only enablesatemunity to define its own policies
in a best possible way. The decisions concernirigipe must be made prior to the
software design, so that the design is flexibleughoto support intended sociability.
(De Souza & Preece 2004.)

Social network sites (SNSs) are one type of sofivimiild to support online social
activity. According to definition by Boyd and Eltis (2007), social network site is a
web-based service that allows users to construgtitdic or semi-publicprofile of
oneself, articulate sociabnnectiondo other users of the site and provides users snean
to traverse through these connections. While thHmitden for online communities by
de Souza and Preece (2004) is about the peopleéhairdrelationships, Boyd’'s and
Ellison’s definition of social network sites contexte more on the software and how it
supports the community and actions of individu8scial network site is in a way a
representation of the online community or commesitit supports. While the word
‘networking’ is sometimes used instead of ‘netwaak’ in social networking sites, it is
in most cases somewhat misleading. ‘Networking’ leasizes creating new
relationships, while the primary practice on mahpugh not all, of the sites is more or
less maintaining relationships initiated elsewhé@eyd & Ellison 2007.)

There are some massively popular SNSs in the Witk Web today. Facebook
reports to have more than 400 million active us@th over 50 percent of the number
logging in each day (Facebook statistics 2010). pac® has approximately 200 million
users (Ribeiro et al. 2010). While these sitesnitefy have an impact on the social
activities in the Internet, there are some impdrtdifferences between them and
traditional online communities. Firstly, SNSs arenarily organized around the user,
and the user is positioned in the center of themsomty. More precisely, the emphasis
is on social connections of the individual, not doeenmunity, and there may or may not
be an actual community behind the site. Secondiblip profiles and publicly
articulated social connections, necessary to a ByN8efinition, are not in any way a



requirement for an online community according te ttefinition by de Souza and
Preece (2004). (cf. Boyd & Ellison 2007.)

Iriberri and Leroy (2009, p. 12), who describe abegietworking sites as online
communities with a single purpose of social relahup creation and maintenance,
point out that SNSs with their growing popularitgesned at one point to supersede
traditional online communities of interest. Howevercently developers of SNSs are
also promotingrertical social networkswhich are social networks concentrated around
similar personal interests of members within theciao networking service.
Resemblance to traditional online communities velfared interest is clear, with the
distinction of taking advantage of the improved htemlogy for interaction and
information exchange developed for the SNSs. (frild&Leroy 2009.)

The significance of Social network sites for thitudy is therefore more
technological than theoretical. Multimedia, Web 2drhnologies such as social
bookmarking and photo and video sharing, and aetaifofiles are some of the features
of SNSs (Iriberri & Leroy 2009) that users wouldlpably be expecting from any
modern online community software. This issue isn@k@d more closely in chapter 3,
where the features and technologies of online conities and SNSs are explained.

Another aspect of the online community softwarehis limitations it sets for the
community it functions online. No matter how sopicated the software is, it causes
subtle but crucial changes in the regulations ef tammunity. The software must be
able to, for example, identify who is a memberlad tommunity, whereas in face-to-
face communication this data might only exist i timemories of the community
members. While these technological issues mightaiveays be directly visible to the
members, they could be sensed by them as lackewibility or loss of spontaneity
when using the software. (Silva et al. 2003.)

2.1.3. Instant Online Communities

Instant online communities can be seen as a typalofe community software, but in a
more abstract level, they are an idea to suppdmemrommunities independent of a
single website, with considerable ease. In theanmoducing article, Kindsmuiller et al.
(2009) describe instant online communities (IOCkaservice thatinstantly enables
social interaction for online communitiesThis means that the community that already
exists as a group of visitors of a website is piedi with visibility, awareness and
means of interaction. In other words, it enables supports the community composed
of the page’s visitors as an online community. @&mdiller et al. 2009.)

Kindsmiuiller et al. define two classes of goals fiaduicer recipient interaction that
instant online communities tries to address. Predig the one providing the content
the website offers, while recipient is the visitdrthe site. Goals of content providers
are communicating with visitors, gathering feedb&dm them, provide support for
them, and increase loyalty and stickiness. Vismalg include knowing who others are
online, interacting and communicating with othemthwhe site content as a shared
interest, giving feedback to the producer, and esging loyalty. (Kindsmduller et al.



2009.) Although these goals show some basic nelettewommunity members, it is
obvious that more specific goals their emphasitedifonsiderably depending on the
type, domain and the purpose of the community @&©01, p. 11). In the section 2.2
of this chapter, the specific goals and needs dinenlearning communities are
examined, with the speculations of how instant r@icommunities could be used to
address them.

Defining feature of an instant online communitythat it establishes the awareness
of being a member of a community. A precondition tlois and therefore for using
instant online communities is that there alreadgtexa community. The community is
in a form of shared ‘virtual place’, a website, lwd number of visitors compromising
the community’s members. In fact, not just a wheebsite but any content on the web
that is consumed by a group of visitors can be ssea community (Marathe 1999).
However, visitors of a website may not know anygh@bout the other visitors or about
being involved in a community. Kindsmdller et &009) denote that such communities
exist only virtually and not in fact. Providing itsrs with awareness information
enables the community to become factual online conityn The awareness
information allows members to see other users’nenlctivity and content they have
contributed to the community. (Kindsmdller et &09.)

One technique associated with instant online conitiesnis content syndicatiaon
Hammersley (2003) describes content syndicationséying that it makessite’s
content available for use by other service§lie content is contained infeedthat can
consist of both content itsef and metadata abaictmtent. Services can offer feed of
desired part of the service’s content using commechnologies and allowing users to
experienece the site on devices of their choisetar notified of updates in multiple
services at once. (Hammersley 2003.)

Many online communities use content syndication #&eds, and some social
network sites use them as a central concept ofltlseggn of the software. This is an
issue of interface and functionality design ratthem technological solution. Users are
provided with a feed-like view to the actions ttates place in the social network, most
recent actions on the top. According to Kirkpatr{@007), this trend was initiated by
Facebook and it's News Feed in 2007, which alsoulfasjzed the concept of
syndication and feeds in general.

Content syndication in a form of a feed is avagainl instant online communities.
But more interestingly, content can also be agdesh&om different sources. Media
resources from remote content providers such akri-lYouTube and Twitter can be
made accessible through the instant online commubising matching tags, desired
content can be automatically fetched and displaged part of the content of the instant
online community. This kind afontent aggregatiogan be used to generate awareness
of the general web activity about any subjects timtrest the community. (Cf.
Kindsmiuiller et al. 2009.)

Instant online communities use content syndicaéint aggregation for sending and
receiving content in feeds, but they also provitko aa backchannelfor responses



members create to the syndicated content. Througtbackchannel a response that is
made to a syndicated content in the instant omoremunity is also shown to users in
the original context. This way the response carebegnized by the user that originally
created the content inspite of that the user maype@ware of the fact that the response
is created using a different service. (lbid.)

A fundamental aspect of IOC and content syndicasaiat they make community
boundaries fuzzy. Currently online communities liguzoncentrate on one service, be
it a multi interest platform like Facebook or Twitt or a special interest website that
supports the community in some way. Community mesibp is therefore defined by
identifying a specific group of people using thensatechnical carrier system. This is no
longer case if instant online communities and aanéggragation is used to gather the
content created by the members of the communtd.{

Online communities spreading beyond one specifitesy cause a paradigm shift in
online community services. As the system is no éonigmiting the reach of the
community, it can spread thorough the Internet gisinultiple services to support the
same community. This is even more encouraged byalckchannel feature of instant
online communities. The community is then truly centrated on the shared common
subject the purpose of the community. There can be anyben of websites supporting
the community, in addition to multi interest platfts that can be used to provide more
functionality and connections. Shared common stlijeielation to services supporting
it is described irFigure 2.1. (Ibid.)

Other multi interest
platforms / services

Shared common subject '

Facebook ’

Special interest websites
C% ’ : .

Figure 2.1. Shared common subject and system boundaries, edi&joim Kindsmduller
et al. 2009, p. 70.

One significant benefit of instant online commuastiis the ease of with what an
online community can be enabled, in other wordp|ajed into the website. This is due
the separation of IOC service and the hosting vieliisis used in. The service provides
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all the functionality for the community and all the needed to enable the community is
to integrate the service into the website (Kindderidt al. 2009).

How the integration is done depends on the I0Ciserihere are various ways for
providing integration, which are more closely dis®ed in the next chapter. However,
independent of the implementation, there is a oHd® be made between ease and
depth of the integration. If the integration of tmstant online community into the
hosting website is very basic, it may lack vistlyiland diminish the benefits of the
online community (Kindsmudller et al. 2009, p. 6Bgeper integration can be done if it
is supported by the service, but even in that dasguires at least a little more effort.

Although the term instant online community is imnced for the first time by
Kindsmudller, Milz and Schmidt in 2009, the ideapobviding similar service does have
some other implementations too. Similar ideas d¢sm lae found from the most popular
content management systems WordPress, Joomla! amoalD(Shreves 2008). The
implementations and their differences, including thnes offered with the content
management systems, are more closely examined wdtant online community
features in chapter 3.

2.1.4. Sociability and Usability in Online Communit  ies

Sociability of the online community is determine¢ Ihow well the three key
components, people, purpose and policies, are siguhd his considers development of
the software, but also the decisions that are npaide and during the establishment of
the online community. Decisions that are made byiroanity developers set the initial
sociability. Later the community itself graduallytablishes the social norms and
policies during its evolution. (Preece 2001, pp. 3-

Key issues of sociability that designers must askireclude keeping discussion on-
topic, encouraging reciprocity, enabling developmef peoples own identities,
supporting shared understanding, and protectingapyi Reciprocity means that
participants give back to the community in addittonadvantaging from it in order to
avoid social dilemmas. These issues are relevamittoindividuals and the community.
Their importance varies between communities acogrdd the community profile,
stage of the community’s development, the sizenefdommunity and the culture that
has developed in the community. (de Souza and €12@@4.)

Research on usability is more established and wtlized in system design
compared to sociability. Usability issues for orlicommunities are similar to any web-
based software (for usability in web, see e.g. $¢el1999). There are however some
particularly important usability components thahcern how the software works as a
medium between users and as a place for sociahatien. Also the development of
new technologies such as different kinds of onbaenmunity software has challenged
traditional usability paradigms. (Ibid.)

Usability design can affect the community impactiognviviality, efficiency,
effectiveness and the satisfaction that the membbeet about belonging to the
community. Conviviality includes how the memberstioé community communicate,
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how they react to each other and what kind of behanccurs. This can be affected by
usability for example in cases where bad desigudsle®m unintended or unwanted
behavior. Efficiency is the easiness and quicknelssachieving operational tasks
including communicating. It is essential to takécefncy into account as users will do
the task off-line if it is more efficient way to did. Effectiveness is how well the
activities of the community members are performed does the software support
working effectively. Satisfaction consists of maagtors and is related to how well the
purpose of the community is fulfilled. (de Souzd&ece 2004.)

De Souza and Preece (2004) propsseiability first as a design principle to
encourage designers to focus on the social neddeeleciding on the software design.
The decisions that define sociability must be méd#, and then decide on how to
communicate the developed policy to community memb8oftware and usability is
designed according to and after these decisions.Widy the sociability principles are
communicated to members brings usability and sditialmf the online community
together. (de Souza & Preece 2004.)

As there are numerous different types of online mamities, also the importance of
different sociability and usability aspects diffacscording to the type and domain of the
community. Educational communities tend to be ghedeted and more controlled,
putting more emphasis on collaborative working tlsacial chitchat. There is also
higher tolerance for argumentation and debatecatle@mic communities compared to
communities offering social support. These diffeesnhave direct impact on sociability
and usability requirements, and therefore meastweprovide information about
domain-specific needs are needed. While the existard different communities for
different purpose is somewhat obvious, there dferdnces between communities with
same purpose too. Also these differences mustdmgnézed to successfully determine
the community needs. (Preece 2001.)

2.1.5. Awareness and Social Presence

As the wordawarenesss highly elastic and ambiguous, also the conoéptwareness

in computer-supported cooperative work is beingduise contradicting ways among
researchers, to the extent that it is hardly a eph@nymore. The term becomes
meaningful only when referring to a person’s awassnof something. It is not a
category of mental state, independent of actiohahuntegrated aspect of practice. It is
therefore necessary to express the intended obfjext/areness when discussing about
the concept. (Schmidt 2002.)

In computer-supported collaboration, awarenesoisidered to comprise various
issues on the subject that the collaborators neée tassured that their counterparts are
‘there’. They need to know what tools and resourater collaborators can access;
what relevant information they know; what do thepect; what are their attitudes and
goals; how they evaluate joint outcomes; what &rtfocus of attention and action
during collaborative work; how their views evolveeo time. Considering these issues,
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awareness has been divided irgocial awarenessaction awarenessworkspace
awarenessandsituation awarenesgCarroll et al. 2006.)

Social presencanitially defined by Short, Williams and Christés the'degree of
salience of the other person in the (mediatedyaution and the consequent salience of
the interpersonal relationships(1976, according to Richardson & Swan 2003), acan b
interpreted more simply d%he degree to which a person is perceived as ‘réal
mediated communication(Richardson & Swan 2003, p. 70). It is found tonoé just
an attribute of the communication medium, but a@dactor of the communicators and
their presence in a sequence of interactions (Gardema & Zittle 1997, according to
Richardson & Swan, 2003). Social presence can &e ag a subconcept of awareness
of another person (Rettie 2003), which can in herseen as a part of social awareness.

In examination of interaction, social presence edsp be defined with more
simplicity. Especially in online learning, it caefer simply to sense of being and
belonging and the ability to interact. Althoughstldefinition has more emphasis on the
individual, it also takes into the account the daaif the medium, as the medium clearly
affects the ability to interact. It should also &ed that because social presence is a
perception, it varies between individuals and azitrme, and can also be situational.
(Picciano 2002.) In other words, social presencafiscted by factors such as the
individuals attributes and situation at given motnencluding used hardware, the
surrounding people and the place, time of the dalyyaar.

The definitions in this section are not a comprehen review of research on
awareness and social presence. There is a lacknskensus in literature considering
usage of the terms, with a bunch of related coscepth asonnectedneséRettie
2003),immediacy(e.g. Roivai 2002) angense of communiibid). It is therefore not a
simple task to combine results of various differstutdies on these concepts. For this
reason and for the sake of simplicity, social pneseis used in this study as a general
concept to refer immediacy, sense of belongingsemse of community, and ability to
interact considering the medium and the communisato

One form of social presence is self-presentatidrommunity members. In social
network sites, individuals in the social network @aresented by profiles. These profiles
are a public presentation of the member. Typic&drmation in a profile of a SNS
member contains personal data such as age, locatienest, and in most sites also a
profile photo. Some sites also allow modifying firefile’s look and feel by colors and
media elements. (cf. Boyd & Ellison 2007.) Profile a fundamental way to promote
social presence in almost any type of online comtyuaften enhanched with various
status indicators that in a very basic form shothéf member is online or not.

As mentioned earlier, a key component of instafihercommunities is to establish
awareness of being a member of a community (Kindemét al. 2009). This can be
seen as a part of social awareness. Assuminghdaither members of the community
are in any degree perceived as real through the 10&n be derived that the use of
IOC adds to social presence on the part of commatioic medium. It improves ability
to interact and fosters immediacy behavior. Basedhes, it is postulated in this study
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that instant online communities foster social pnesewhen compared to the website
with no support for social presence.

2.2.  Online Learning Communities

2.2.1. Online Learning

The Internet has been increasingly used to sugglurtation and learning. It is used
to support alternative teaching methods alongsiigitional classroom teaching, but it
also makes possible to create distinct learningesys that do not have certain physical
place or time for the class to assemble. Therefloeelnternet has an important role
especially in distant education, providing mediwundommunication when face-to-face
meetings are not an option. Nowadays online legrisnbecoming integrated part of
both distance and on-campus learning, with manwatges over traditional learning.
(cf. Quan-Haase 2005; Kazmer & Haythornthwaite 2005

Learning can be divided into three different typeéstmal learningis education in
an institution, leading to a diploma or other dfigdition. Non-formallearning takes
place alongside main education system and doesimdir a formalized certificate, but
it is however an activity which has a purpose @riéng. Informal learning on the
other hand, is not necessarily intentional. le&rhing as a natural part of everyday life,
which contributing to the increasing knowledge askdlls of individuals. (European
Comission 2000.) This study focuses on online egrcommunities in educational
institutes, and therefore clearly emphasizes forfeatning. Also the potential of
informal learning taking place in chat rooms antieotless formal communication
channels is worth noting.

It is important to see the difference between distéearning and hybrid,
supplemental online learning. Latter is also refgras mixed-mode or web-enhanced
(Picciano 2002). While much research that existpmmarily distant learning gives a
good idea of what is needed in both of the casesetare some major differences that
should be taken into account. The first and thetrmbsious one is the distance. As
online learning is used to enable learning evehefe is no possibility for the learners
to meet face-to-face, the online learning environimie supposedly the only place
where the members interact with each other. Thaf ourse not the case in all solely
online courses, as there may be an opportunitynieeting as a group, previous
relationships between members, or simply not thachmdistance. But in hybrid
courses, on the other hand, there are face-toAi@etings on more or less regular basis.
Therefore they have the existing classroom commueigardless of the existence of
online learning environment, although going onloetainly affects the community.
Most distant learning has to cope with the diffigudf forming new relationships using
computer-mediated communication, while the resealodicates that online
environments are more suitable for maintaining tha@tating relationships in both
latter (Ellison et al. 2007) and former (Koku et2001) half of the past decade.
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Online learning raises new questions and challerfgesboth technology and
methods of education. The teaching methods usedfline classes cannot and should
not be directly applied to online teaching. Whemgsnline learning and offline, on-
campus classes together, it affects the offlinehie® methods too. Distinguishing
learning and teaching is becoming less evident nhine learning, as the students
become active learners that are less dependemiacher or instructor. (cf. Quan-Haase
2005; Kazmer & Haythornthwaite 2005.)

Freedom of learning in any place any time bringffetBnt situations and
surroundings into the picture. There are much nobtiances for disturbance when the
location of learning can be about anything from kbdmwork, kitchens to coffee shops,
and buses in between (cf. Kazmer & Haythornthwa@@5). These issues are most
relevant when designing usability, but they may dlave some effects on sociability.
As a simle example, users could be more reluctasehd messages to the community
when accessing it in a public, crowded places sisdhuses.

2.2.2. Learning Communities

Learning communitys a concept based on the idea that all humamileahas a
social nature. This idea is commonly attribute®&wey (1938, according to Kilpatrick
et al. 2003), although there are studies that geceimilar philosophies from the first
century A.D. or as far as ancient Athens and Rllabmgworth 2002). Being one of the
most discussed concepts in higher education atetite of twentieth century, the
definition of learning communities has continuedetmlve along with the changing
needs of learners and new dilemmas in educatidipgiick et al. 2003, pp. 3-4.)

There are two main uses for the concept of learnorgmunities in literature. The
first focuses on the development of the commuritypugh synergy of individuals,
where the community is based on geographical logair shared interests. The second
has focus on learning of a pre-determined curricatatent, and it is more used in
educational settings (e.g. Hiltz & Wellman 1997g8td 2004; Quan-Haase 2005). The
second use also emphasizes individual learning colégctive benefits and knowledge
sharing. It could be described as ‘learning in mwnity’, in contrast to ‘learning as a
community’. Common themes in both of the uses melicommon or shared purpose,
interests or location; collaboration and learningspect for diversity; and enhanced
potential and outcomes. (lbid, pp. 3-5.)

According to the definition of learning communitipsoposed by Kilpatrick et al.
(2003), “[llearning communities are made up of people whbake a common
purpose.” Furthermore, these communiti¢sollaborate to draw on individual
strengths, respect a variety of perspectives, ardively promote learning
opportunities.” As an outcome of collaboration, a vibrant, syngrgienvironment is
created, members’ potentials are enhanced andsgbpidg to create new knowledge is
formed. This definition is adopted in this study fs suitability with the definition for
online communities, making it straightforward tdfide online learning communities.
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Moreover, it is well suited for but not restrictemlthe educational context used in this
study.

Collaborating, working together (co-labor) is thasits of learning communities.
Whipple (1987, according to Hiltz 1988), for examptmphasizes that education is not
just “pouring” information from teachers to studenKnowledge is built through
interaction between the contributors when they argle information and understand
each other, he specifies. Many different namesbleas used for collaborative learning,
including the terms ‘team learning’, ‘peer-grouri@ing’ and ‘syndicates’. They all
have the same pedagocical approach that learnuajves presenting ideas to others
and receiving feedback. (Hiltz 1988.)

It should be noted that the definition for learnocgmmunities is independent of the
instance or instances of the community. In paréigut can be applied to traditional or
online communities, to different levels of educafi@and to formal and non-formal
learning. As it is stated in the definition thatadtively promotes learning, a community
with informal learning as the only form of learnidges not fit the definition. This does
not, however, cancel out the possibility of infoirtearning taking place in a learning
community. In fact, it is most likely that informdkarning occurs in learning
communities as it rather inseparable part of Harppean Comission 2000).

2.2.3. Defining Online Learning Communities

Having defined online communities, online learngxgd learning communities, a
definition for online learning communitiegan be derived from them in a very
straightforward way. Thus, in this study the terntiree learning community stands for
an _online community that is also a learning comrynitilizing online learning
according to the definitions presented. Althougtreéhare existing definitions for online
learning communities, they are relatively new antyet widely established. Therefore,
using one would diminish the value of defining aelicommunities and learning
communities separately. The benefit of these twiinidiens is the ability to address
issues from both of these aspects. Online comnasgnitiring forth, as previously
examined, the basic needs of any community thaupported by software utilizing
telecommunication; namely sociability and usabilibearning communities, on the
other hand, focus on the educational and sociaégss learning as a community. These
issues are more closely discussed in this lattgiogeof the theoretical background.

Another perspective in online learning communiteesomputer supported learning
in general. It brings a third aspect to the conceptphasizing the usage of computers
and computer networks to assist learners in thaileg process. While the previous two
aspects focus on the community, the third one gurates on how the Internet and
going online affects learning. Although this aspeatith no doubt a major factor in the
guality of online learning communities, it is ouksithe main focus of this study that has
emphasis on the effects of community awareneseamihg.

Cuthell (2002, according to Sheard 2004) states, dhline learning communities
are both dependent on the online technology anekaltrof it. He defines an online
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learning community as s social structure providstigdents with opportunities to meet
and interact with others that share the same siter&upporting interaction between
students is based on the concept of learning contypand to the assumption that it
will ultimately lead to better learning resultsu8ies show that social presence has a
positive impact on perceived learning in onlinerhéag communities (e.g. Richardson
& Swan 2003; Picciano 2002).

Online learning takes place in an online learnimyimnment, a collection of
software that is built for or adopted to the fuantiof learning. Although these
environments usually include some cooperative fanatity, in which case they are
often called CSCL (computer supported collaboratime cooperative learning)
environments, they also include individual side le@rning in a form of learning
materials, exercises, links to external materiaid such. In this study, online learning
environments offer a basis for comparison andfaation of the main issues that exists
in current environments. One of the goals of thiglg is to offer such environments a
lightweight but decent support for learning comntymot just cooperation.

2.2.4. Online Learning Community Software

The function of online learning community softwaseto provide interface for online
learning individually and as a community, and tpart sociability of the underlying
community. It has to consider usability issues athlthe community and learning tools
it offers. These issues are partly distinct, and tteerefore be developed separately.
However, the cooperative functionality of the saftes does concern both community
issues and learning issues, as cooperation meahsatnumber of learners, that is
members of the community, do some task working tteagre The software must then
support both the task functionality and the intecercthat can be anything between
task-relevant and formal to social chitchat.

One of the first online systems for communal edooatpurpose was Virtual
Classroom, a piece of software fasynchronous group-oriented learning process for
distance education’used in New Jersey Institute of Technology frora ylear 1986
(Hiltz & Turoff 1990). It enabled students of thaiversity to participate in several
courses fully or partially online, using dial-in rotections. Computer-mediated
communication systems had been used for learnimgopas previously, but Virtual
Classroom differed from these by specifically desig the software to support group-
oriented educational process and by evaluatingetir@ing outcomes. (Hiltz 1988; Hiltz
& Turoff 1990.)

The key aspect of Virtual Classroom was asynchrenmxmmunication. Unlike
traditional classes, participants could use théesysat any time and at the pace that was
the most convenient for them. This different kirfdrderaction took some time to get
used to by students, but was recognized as thdesingst important factor in the
environment. In addition to enabling students tdip@ate regardless of their schedule,
it gave students possibility to take just the tiimey needed to read the material without
having to adapt to pace of others. (Hiltz & Turd®90.)
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Interaction support can be seen as the most rdleaspect of online learning
community software in the context of awareness smocial presence. The software
provides community members the medium to interadtich directly affects social
presence.

2.2.5. Interaction and Social Presence in Online Le  arning Communities

Interaction is evidently an important componenboilding a learning community (e.g.
Picciano 2002; Roivai 2002; Richardson & Swan 2003 et al. 2005). This leads to
the fact that support for interaction is a key deatin online learning community
software. But interaction is a very broad concepiy it must be further examined to
identify the most relevant types of interactiorthese communities and how they can be
supported.

The terms interaction and communication are vetgrolised interchangeably in
literature. The difference, if any, is that comnuation refers to a tangible instance of
interaction, which is more abstract concept. Thislg refers to communication as some
action of verbal or non-verbal discussion betweew r more members of the
community, and interaction as all the intended anmhtended meanings passed on to
other members through the interface of the software

Interaction can be divided into task-driven intéiat and socio-emotional-driven
interaction. The former has a functional role atsdobjective is completing assigned
tasks, while the latter, also referred as sociadiziis directed towards building and
maintaining social relationships among the comnyubth types of interaction rely on
instructors, as facilitating productive interactioan be seen as the most important
responsibility of the instructor in online learnicgmmunities. Task-driven interaction
is often initiated by the instructor by creatingaission topics for students to respond.
Socializing, on the other hand, also depends onntteuctor to create an environment
for discussion, but the interaction itself is ma@tedent-originated. Environment that
promotes socio-emotional-driven interaction andsthelps in forming of a feeling of
mutual interdependency among learners nurtureg sgreommunity. (Roivai 2002.)

Asynchronous communication is one of the main diffiees between forms of
interaction in traditional face-to-face in-clasar@ng and online learning communities.
In a classroom, discussion takes place in turnsthat same time and place,
synchronously. Discussions in online learning comities are often asynchronous, as
the instructor and students need not to be onlinth@ same time. This is called
asynchronous learning network (ALN) model of onliearning communities. There is,
however, also a synchronous model of communicatoonline learning, which uses
technologies such as video and audio teleconfargn(ibid.)

As the time people spend online is still growinghna decent pace, precisely by 24
percent between september 2008 and september 2088¢ore, Inc. 2009b), and
people are using online services more and more tighr mobile devices (comScore,
Inc. 2009a), there is a better chance of membeasl@drning community to be online at
the same time. This makes it more beneficial toehawsynchronous mode of online
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interaction. Traditional chatting technologies s@aHRC and private communication
applications such a$kype and Windows Live Messengaise more synchronous
discussion mode. These applications have featw&s @& showing participants when
someone is writing a message before it is sentshoding who is online, offline, away
from computer or not wanting any disturbance. Thesg basic features promote social
presence in a simple but effective way. Synchrongissussion could have positive
effects on interaction in online learning commuestioo, as people are nowadays more
used to such discussion.

When using CMC to channel the discussion, commtioitas limited by the
software and medium it uses. Although learningatifeness is primarily a result of
course design and pedagogy, the medium that is peges limitations that must be
compensated. Compared to traditional face-to-faaening, more attention and effort
on the part of both learners and instructors isiired for equal amount of interaction to
take place. (Roivai 2002.)

Social presence in online learning communities flecteed by the quality and
quantity of interaction, which can both strengtlaerd weaken the sense of community
(Roivai 2002). Communicators’ perceptions of thenowunication medium can also be
seen as a factor of social presence, in additidhdaactual limitations of the medium.
According to Short, Williams, & Christie, who irally investigated social presence,
communicators tend to avoid interactions that neghigher sense of social presence
than the medium offers (1976, according to Richamd& Swan 2003). But this view
has been critisized by more recent studies, whigplyi that communicators in fact
compensate for the lack of non-verbal cues by angpheir textual language to convey
expressions of emotions, feelings and such (Swé@g)2® is nevertheless important to
consider not just impoving the means of interacgtibat to present the possibilities
clearly so that members of the community can feehfortable to interact in a manner
that requires and utilizes higher social preseremijcing the needed effort.

Studies on online learning communities also supg@tnotion that social presence
is not just a factor of the medium, but is in sowey cultured by the communicators.
Since there are differences in social presence gmihe users of the same
communication media, there is something more tham media that affects it.
(Richardson & Swan 2003.)

Social presence has a vital role in perceived legrof students in online learning
communities. It has been found to affect studesdasisfaction with the course and their
perception of the quality of instruction and vahfethe course. Richardson and Swan
also found that social presence fosters not ontyasactivities but also individual
activities. This supports the literature that idegg interaction among students to be
critical in learning and cognitive development.idlp

The level and type of interaction varies from stude student. In her study on the
use of asynchronous discussion forum in univerghyironment, Sheard (2004)
identified differences in types of forum postingrespect to the student’s year level of
studies. I year undergraduate students used the forum mostigk questions directed
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at the instructor. Similar type of posting was fduamong 2 year undergraduate
students, but some questions were also answeredth®y students instead of the
instructor. At the level of "8 year undergraduate students a change in the lehass
observed, as there were many student responsesanohents to other students’
questions. Discussion in this level resembled nerkearning community and was
claimed better manageable by the teaching stdiévieg the pressure from instructors.
But again in I year postgraduate level, behavior similar Yojéar undergraduates was
observed, with less interaction among studentsmaork instructor directed questions.
(Sheard 2004.)

The findings of Sheard (2004) are consistent wlhih literature that indicates that
online communities are more suitable for maintgniexisting connections than
establishing new ones (Ellison et al. 2007). As tiie year students of both
undergraduate and postgraduate level are moressrnew to each other, there is no
significant signs of sense of community in the désion. On the other hand® gear
students who have already established relationshipen studying in the same
university for two years have more community-likecdission.

2.2.6. Perceived Learning

Student performance can be measured by variougsraieh as successful completion
of a course, grades, added knowledge, and skillibgi It is understood to be a
multivariable phenomenon affected by the studdm,ibstructor, course design, prior
knowledge and various other factors. As such, itaisvery difficult to evaluate
objectively. Student perception of their learningyntherefore be ultimately as good as
any other measure, because it acts as a catalystofdinuing to pursue learning
opportunities. (Picciano 2002.)

Perceived learning is a term used to describe he@l and how much students
consider to have learned (ibid). This is a veryjaciive measure, but as shown above,
relatively valid as such. Perceived learning canmmsasured by asking the students
questions about their learning. They can be askedté the quality and quantity of their
learning experience (Picciano 2002), or the qualitiheir learning in a course and how
well it met their expectations (Richardson & Sw&032).

Various studies have found that there is a sigmficlirect relation between how the
students perceive social presence and their p@&delgarning. Using correlation
analysis of a student questionnaire, Richardson Swdn (2003) found that students
who reported higher social presence also perceigedave learned more from the
course than students who reported lower socialepaes Picciano (2002) examined a
student satisfaction survey and found that stugergeption of social presence and their
perception of their learning had a highly positicerrelation. In addition, he
summarized thatthere is a definite, consistent and strong relagimp among student
perception of interaction, social presence and h&ag’ (Picciano 2002, p. 30). This is
consistent with the statement that all learning dascial nature, which is the basis of
the idea of learning communities.
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To improve perceived learning of the students,sittherefore important that
mechanisms and behavior that support social presémctaken into account by
instructors and designers in order to have goodlteesn perceived learning. This is
both a matter of course design and pedagogy, aedsdftware that is used for
supporting the online learning community.

2.2.7. Role of the Students and the Instructor

Pedagogic science has an important role in learoamgmunities. It is crucial to take
into account the pedagogic aspect so that effectseeof new technology is possible.
Teaching in online learning communities has diffiiéreequirements for teaching
methods when compared to traditional on-class tegclt causes changes in the roles
of teachers or instructors and stude@gidents become active learners, meaning that
some amount of teaching takes place among therdtids they interact. In a sense, the
students become teachers. In order to this teactinbe accurate and effective,
instructors should support the interaction by pidowg appropriate amount of guidance
and restrictions. (Sheard 2004.)

The presence of an instructor in an online commyusialso important factor in how
the students experience the benefits of the commiShih & Swan 2005). In fact,
studies have showed that instructor immediacy amdadl instructor satisfaction affects
perceived learning even more than social preseneeepped by the students
(Richardson & Swan 2003). This indicates that altfopresence of other learners does
improve perceived learning, presence of the ingbrus even more important.

Students’ presentation of themselves is also imapbih supporting social presence.
One way to support student presentations is theopeofiles that can be modified by
the students. In additions, students should benddaiin the importance of social
presence and how to present themselves and disclis®. This way students can
better adapt to the medium and make use of itphitntial. (cf. Shih & Swan 2005.)

2.2.8. Establishing OLC in Educational Settings

In her article on establishing electronic learnicgmmunities in university
environment using asynchronous discussion forurhga®l (2004) presents a set of
strategies how to establish and maintain such s&on to best promote the online
learning community. Adapted from these strategreslderature review above, a set of
guidelines for course planning and instructor béraYor establishing an online
learning environment is identified:

» Explain the purpose and basic rules of the onkaening community.

* Promote instructor presence in the community anpdaéx how it is used by
the teaching staff. Participate in communicatioa &vel appropriate for the
current level of students and provide role modethem.

* Promote the importance of students identifying pressenting themselves.

* Monitor discussion and promptly deal with inappiafe messages.
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» Discuss popular topics of online learning commuirityace-to-face classes
too.

* Involve tutorial staff in the community. (cf. Shd&2004.)
These guidelines provide instructors with some Ielpstablishing and maintaining the
online community. This is important, as instrucaoid faculty support has an essential
part in building such a community even with statéhe-art software (e.g. Roivai
2002). It is, however, important for the softwa to get in the way and cause extra
distance among community members.

In educational institutions that inhabit studemtisdeveral years, there is also a long-
term aspect for online learning communities. Forstwent’s point of view more or
less same community accompanies him or her from tgegear, usually for a four or
six year period in a university. From the institstpoint of view, the community is
ongoing and develops when students join to andrtépan it.

Firpo and others discuss establishing of a commuhit supports conversation,
knowledge sharing, student and practitioner netimgrkand social learning in a
graduate university (2009). They use a concepbrdine intellectual communityo
describe what they are striving for. On their ekpent, the establishment is
implemented in three phases, accordingly from isgrain online community, to
encouraging early online interaction, and further rhoving to a self-sustaining
environment. They discover in the study that thdinen community requires
administrator presence to get and maintain theretb$evel of interaction. Using four
different interventions, active and passive pgration was significantly boosted along
with strengthening a sense of community. (Firpale2009.)

Kazmer (2005) examines what kind of effects theesitve reliance on technology
has when students have to departure from the oréaening community upon
graduation. The study reveals that students deelaghment to technologies that are
used by the community, and this can be a caustesfssif students do not know which
technological resources they have access afterugtiati. As an implication, she
proposes that administrators clarify the deparpnecedures and support students in
making technology transitions that are necessatioAgh Kazmer’s study centers on a
distant education program where students meet ionipitial two-week on-campus
session, these findings are presumably applicable dducation where online
communities support traditional on-campus learnirgs is especially true as the use of
online communities in such environments is expetbtethcrease, causing reliance on
technology to increase. (Kazmer 2005.)

The importance of these long term aspects of onl@@ning communities is
acknowledged. It is seen as a desirable future fgoalktablish an online intellectual
community, where instant online communities cefyairave potential as a tool to help
to achieve this goal. However, the focus of thigdgtis on supporting learning in
independent courses. For this purpose, the stadiege are used as general examples
of how online learning communities form and developniversities.
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In addition to the actual members of the learninoghmunity, the facilities of the
surrounding institution also have a major role miree learning communities (Kazmer
& Haythornthwaite 2005). This also affects how thiline learning community is
established and maintained. To be successful ipatipg students, the online learning
community requires faculty support. Instructors tibe given proper resources and
time to cherish the community by following the gelides above. Technical issues such
as implementing, customizing, deploying and mamiite the online learning
community software is a matter requiring facultypgaort. Effective use of online
learning communities may also require changes aulfya processes. Together these
issues can be summarized as acceptability of thei@o Acceptability is as much an
issue of opinions and politics as it is of resoarckhis study does not go into details of
acceptability, but aims to take it into account witkscussing solutions and proposals
for future.

2.2.9. Online Learning Environments In TUT

Many universities use the Internet to support teachmethods and to provide
students with additional sources for informationd atwols for learning. Tampere
University of Technology (TUT) is used as an examplut the situation is assumed to
be very similar in many post-secondary educatiorsitutes.

There are several environments used in varioussesum TUT. These include
general environment such adloodle, A&O and ldle, and subject-specialized
environments such aavala. In addition, almost every course has its own ypate. In
many cases this is just a channel for deliveringre® information from instructors to
students, but some courses use also blogs and Biéiee of the courses organized by
the hypermedia laboratory use a specialized enwiem containing blog-like
information delivery, course material in HTML forand user profiles of students and
instructors.

Two main issues are recognized in using of onliearding environments for
individual courses. Firstly, not nearly all the cees have any support for student
interaction. A fairly static web page is still @lat is offered online in many courses.
Secondly, the variety of different environments dussauses students a need to
familiarize themselves in all of them and to becamare of their differences. It could
be assumed that this extra work impairs the benafid prevents forming of a vibrant
online learning community.

2.2.10. Instant Online Learning Community

The goal of this study is to provide a basis fomgsthe idea of instant online
communities to establish an online learning comityurithis concept is referred as
instant online learning communiffOLC). In principle, it is a learning community
solution that can be instantly enabled for a webdihe website can be a static website
of a single course, teacher’s blog, online lear@ngironment or any other website that
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is used for learning purpose. Enabling learning momity means that the website is
enhanced with support for interaction that is benaf for learning purpose. This
interaction, in turn, promotes social presence aadse of community, improving
perceived learning of the students.

Users of these online communities are the membfetiseocorresponding learning
communities. Under the focus of this study, therlge community is a group of
people that participates in a university coursertWaothing is the fact that this is not
restricted to only students, but also instructeesan important part of the community.
Although their role is less a role of a teacher amate of a facilitator of discussion, the
presence of the instructor is one of the most ingmbifactors in perceived learning. The
course can, and in many cases should, also invoteeial staff (Sheard 2004). Tutors
can help to manage large volumes of questionsiHayt should also be a part of the
community (ibid).

Currently, there are no well-known implementatiaofsinstant online learning
communities. For this study, no learning-purposgant online community software or
studies on usage of such technology could be disedv There can be several reasons
for this. Firstly, the concept of instant onlinemomunity is relatively new, and although
there are services that provide the technologig ot yet common or widespread in
specific domains such as education. As the teclgyolsecomes more mature, it is
expected to become more common and applied toitgpcommunities too.

Secondly, online learning communities that are useghiversities are not usually
open for public. As a rule, universities have thaiwn information systems and their
usage is restricted to the students and staff af timiversity. This includes online
learning communities that are used in individualrses. One of the implications of
universities’ internal information systems is thhey use integrated authentication
system. Using an open service that requires autiadion through registration to that
service is therefore not an option in many casks iEsue is discussed in more detail in
chapter 3. Also, observing is limited to what isaigable in public, leaving out any
possible implementations that might exist in closgstems used in universities.

Finally, there are the reasons that this studyrgite to address. First and foremost,
there is little or no knowledge of the benefitssteplution has to offer. Therefore this
study seeks to answer the following questions: vanatthe benefits that instant online
learning communities offer over existing solutidos online learning? How can they
improve learning? What kind of technological andestissues are related to them? The
answers to these questions are sought in the fiolpohapters.

2.3. Summary and Study Objectives

Proliferation of the Internet has initiated a tiéioe from location-based communities
into communities that form and evolve around shaméetests. People from any place
that has access to the Internet can become merabéte community. The members
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obey common policies and use software to supptetantion that is shaped by these
policies.

These online communities can be supported by vatigpes of software. While it is
common that the software concentrates on a singlesite that is offered by a service
provider, this restricts the interaction of the coomity to that specific website.
Kindsmdller et al. (2009) introduce an idea of amtonline communities that easily
enables online community in any desired websitestablishes awareness of an online
community that concentrates around common subgpceading to multiple websites,
services and platforms.

Online learning communities support learners thhoggcial interaction, which is
found to be an important factor in learning. Intgadar, social presence of other
students and instructors is found to support peecklearning of the students. Instant
online communities could be used to establish awem® and support interaction in
online learning communities, and that way improweia presence. This would in turn
improve perceived learning.

The purpose of this study is to examine how the ieinstant online communities
can be used to improve perceived learniAg explained previously in this chapter,
awareness and social presence are the key consepp®rting perceived learning.
Another important point is discussion, as it issatcal feature in supporting interaction.
Concentrating on these aspects, this study aimdefme an idea of instant online
learning communities.

Instant online learning communities (IOLC) are ata@ation of instant online
communities in the context of learning communiti@dis study concentrates on
learning communities that exists in a universiturse, but further studies could extend
this idea to more persistent learning communitresiniversities and distant learning.
The goal of this study is to define IOLC to theaktthat the reader could understand
the reason why they would be useful, and what feecentral features that make them
useful. Furthermore, the reader is given knowlealgehat are the common features in
instant online communities today and how well tlseypport the central features of
IOLC. The reader is able to use the results of shusly as a basis for establishing an
IOLC in a university course.

The study is conducted in three phases, describedih chapters 2, 3 and 4. As the
first phase, this chapter examined the literatoredtermine the key factors of instant
online communities that would improve perceivedné@ay. This is based on previous
research on instant online communities and onliearning communities. Both
theoretical articles and results of empirical stgdire utilized to form a reliable base for
the later phases.

In the second phase, these key factors are tradslato central features of an
IOLC. This is based on both the theoretical backgdofrom the first phase and the
features that are offered by current instant ontioemunities. Two different services
for creating an instant online community are exadiby actually using the service and
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analyzing the features they have. As a result@sttond phase, the central features are
listed with the theoretical ground for why they areluded.

The third phase includes a student inquiry thatsaiondetermine how the students
perceive the benefits of these central featuremdJd®le-playing method, attitudes and
opinions of the students towards such featuresnaestigated. The goal of this inquiry
is to determine how students would utilize thesduiees, and whether their opinions are
in line with the theory.

After these three phases, the study is concludegresenting the idea of instant
online learning communities, constructed and impdbthrough the three phases. This
gives the reader a basis for starting to utilize tlea in university courses. The
conclusion also includes assessments of the staally, some open issues and
subjects for further study are proposed as a maamnsprove this basic idea and its
usage.
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3. FEATURES OF INSTANT ONLINE LEARNING
COMMUNITIES

Instant online communities have a potential to roffenefits of online learning
communities with a very affordable deployment. Tleisapter first examines the
features of instant online communities, what kifidechnologies they use, and how are
they implemented in existing I0C services. Secontigxplains which of these features
are the most relevant in learning, that is, whattae central features of instant online
learning communities. Before the features, howewgeguick look is taken to some
alternatives to instant online communities.

Using an 10C service is not the only way to easitable awareness of an online
community in a website. If the site is using a eotmanagement system (CMS) that
offers functionality for communities, these canused in a similar way. If the website
is using Drupal, it can enable social network fesguusing a number of community
building and social networking modules that arelfyeavailable (for a list of modules
see Community building and social networking modu®®09; for building a social
network site using Drupal see e.g. Peacock 20a8relare also similar functionalities
for Joomla! offered as extensions. Although in gk website this type of “instant”
online community can be very similar to the solatibat uses IOC, it does not offer the
benefits that IOC services offer when integratingbaline community into a number of
different websites. These solutions also forcewbsite to use the specific CMS to
create the whole website. When using a separatedé€y@ce to provide support for
online community, there are virtually no restricisofor technologies that can be used to
create the website. This also makes possible tmgehahe implementation of the
website with minimal effort and no loss of datatle online community, as only the
integration of the service might have to be dorarag

3.1. Features of Instant Online Communities

This section explains the features that are esddntiinstant online communities. The
description of Livecommunity as an instant onlimenenunity service in the article by
Kindsmdller et al. (2009) is used as a basis tadgewhich features are the most
essential. Also the features that are offered kg hovecommunity and Friend Connect
but that are not common in traditional online comity software are included. It
should be noted that the Licecommunity serviceldeen under constantly development
also after the release of the article. For thiseeathe article is not used as a source of
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information about the service itself, but merely asdefinition for essential 10C
features.

The features are divided into six subsections, ieiach explain a separate aspect
of instant online communities and common featuhes &re provided by IOC services.
These aspects are: creating and managing a conyminside the I0OC service;
integration of the community into a website; featuthat enable awareness; features
that enable communication; content aggregatiorufeat and authentication solutions.
The sections below explain what the function ofsthdeatures is and what are the
technical solutions and limitations with them.

3.1.1. Creating and Managing a Community

First phase in establishing an instant online comiguis to create the community
inside the IOC service. From technical point ofai¢his must in some form include the
procedure to create the community identifier, whichised to link the community with
its data. As the website does not host any of #ta df the community, the 10C service
must provide a storage space and procedures fessiog the data. As this is highly
technical issue with a host of different possilat for implementation, it is not
examined further in this study.

A community creation procedure is usually very dempAdvanced settings are
accessible through community management. Availtddeures and settings depend on
the 10C service, and there are very few that arailade in both of the services
examined here. Setting the name of the communibylg feature that is expected to be
found from any service. Another common featuredading a newsletter to all the
members of the community.

3.1.2. Integration

Integration is the procedure that the website admator is required to do in order to
get the online community visible in the site. Altlgin there are several techniques, this
is in almost all the cases done witlidgets W3C provides a following definition for
widgets:“A widget is an interactive single purpose applicat for displaying and/or
updating local data or data on the Web, packaged way to allow a single download
and installation on a user's machine or mobile devVi(Caceres & Priestley 2009).

A common way to implement a widget in a websita short piece of code,cde
snippet containing HTML and JavaScript. Administrator adtie code snippet to the
HTML code of the website, which causes the widgebé shown to a visitor of the
page. This is also the case with IOC services. Aecsnippet provided by the 10C
service is copied to the hosting website.

There is usually a set of different widgets that & used in online community
integration. Judged by the few services that wesamgned for this study, the most
commonly provided widgets are a widget to displdigtaof members, a widget to read
and write messages and other content, and a witigetcombines all the essential
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features of the instant online community in a sngbmposite widget hereafter referred
as community-widget. The different widgets are akpd in more detail in the
following sections according to the features theyvle.

The actual integration of the interface of the vieeband the online community is
carried out by a JavaScript code provided by th@ &ervice, separate from the widget
code. This code, usually referred as API (applicaprogramming interface) by service
providers, must also be integrated to the hostiefsite. Similarly to the integration of
widgets, the API is also integrated by linking &alacript code into the HTML of the
website. Unlike the widget, however, the code igallg linked as an external code file
using script -tag and itssrc -attribute. Examples of integration code used in
Livecommunity and Friend Connect are shown in tleetisns 3.2.1 and 3.2.2,
respectively.

Kindsmdiller et al. mention a lack of visibility asne of the issues of the
Livecommunity service (Kindsmuiller et al. 2009,68). At the time, the only available
widget was a widget with all the functionality ime page that covered the hosting
website when used. When covered, the hosting pagkel eot be accessed, and thus
there was no joint interaction. Users either useddommunity features of features of
the website. Improving integration and interconioecof the contents was mentioned
as one of the core objectives in further develogroéhivecommunity (ibid).

Deeper level of integration is now achieved by gsindgets that offer just a small
part of the online community functionality. Thesedgets can be integrated to the
website into desired place, better serving the @eepof the functionality and
simultaneous use of the widget and the hosting ieeldsers can now use the hosting
website as they would without the community enabketd they can simultaneously
interact with the community without interruptingetinteraction with the website.

3.1.3. Awareness

Awareness is the most essential feature of ingtalithe communities, in particular the
awareness of being a member of a community (Kindlemét al. 2009, p. 64). The
most straightforward way to promote awareness igigplay a list of members in the
hosting website. This provides the visitor with iba@wareness of the fact that there
exists a community that is somehow related to tkbsite he or she is watching. It is
also common to display a number of members in anonity.

A little more sophisticated way for awareness infation includes also a status of
each member, usually simply a piece of informatidrether the member is currently
watching the website (online) or not (offline). bigithis information, a number of
members that are online can also be displayed. Gdnisbe seen as a way to improve
social presence of the members of the communitye\isers are aware of other users
that are currently somehow interacting with the oamity, a discussion could be
emerged more easily as there would more likely besponse within a short period of
time.
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Promoting social presence could be taken evendury providing information
such as the last time each member was online. taldmiques like radar view could be
used to promote social presence and awarenesski ttaat require collaboration inside
the community. Radar view is used to provide infation about where the other
collaborators are currently working, for exampleuasor position. (Carroll et al. 2006,
p. 36.) Awareness information of this much detailniot always necessary, and is
significantly more difficult to implement. In ingia online communities, detailed
awareness information could be for example a siripleto the page that the user is
currently viewing on the website.

A list of members is not a requirement for awarenedthough it emphasizes it.
Awareness can be achieved by just providing waysifraction. Stating the actor
alongside the message, comment, photo or any foinmteyaction can be used to form
community awareness. But with only interaction $pal depends on the user whether
awareness of being a member emerges. A simple ssigcu or chat is much more
common feature in web pages than a full scale entommunity. The issue of
community awareness in discussion was studied usimges gathered from students.
This method and the results are explained in detaihapters 4 and 5.

Social presence can also be fostered by providingss to member profiles. This is
a common feature in 10C services. A link to usesfifg is usually attached to user
name in the member list, and to any content suahessages or comments that might
be created by that user. Profile pages includechraeimber information such as name
and profile picture, recent actions of the memtmls to interact with the member, and
list of the members connections. The last featarkst of connections, does actually
broaden the view outside current community. Thes®ections also make the profile
page not a member profile but a user profile, wheser is an actual user who have
joined this and maybe some other communities. 8ynlj also other communities that
the user is member of, the view of the profile pagédroaden outside the current
community. This is also the casefiirend-connections that are in some cases a part of
profile pages in IOC services. Friends can be uaas are members of the current
community, but they can also be members of othemaonities.

Another feature that promotes awareness is a gispfarecent action in the
community. It is a list of events such as userijmgrthe community and messages sent
by community members. These events are displayéd hiks to related pieces of
information. Related information can be for examible profile of the subject of the
action or the original source of the action in cabaggregated content.

3.1.4. Communication

The most common form of communication provided hg 1OC services was
synchronized chat. In both of the services thatewexamined, some form of
synchronized chat was provided both as a separalgetvand as a part of the
community-widget. However, the type of communicatand how the service supports
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it was significantly different between the two dees. For this reason, communication
features are examined in more detail for the twuises separately.

3.1.5. Content Aggregation

One of the significant new features of instant ma&licommunities is content

aggregation. It can be used to make the online aamtyn a combined source of

information about the subjects that interest thanivers of the community. Using

content aggregation, any content from designatedces can be automatically fetched
and displayed in the instant online community. @ahtcan be fetched according to
tags. In a content provider such Rl$ckr or Twitter, users can attach tags to their
content to describe it. In the instant online comityy tags that interest the community
can be defined and content that has matching sagkein automatically fetched by
scanning these services.

Content aggregation can be used to fetch integestintent from the web, but it can
also be used as a technique to enable differenticesr as a part of the online
community. If the members are aware that by usipgcific tags their content is
displayed in the instant online community, they cheliberately attach these tags to
their content. This means, that community membars use the service that they are
accustomed to use, and the content they createboeaseen by the members of the
community even when they do not use the same serViais is especially beneficial
when using large, multi-interest services such a&ttdr, YouTube and Flickr that
concentrate on one type of content. In other wastrs can create content using the
service that is made to create that specific tyjpgoatent, but also gain the benefits of
integrating many different types of content int@gace, the instant online community.

There may be a problem with the use of matching tagontent aggregation. If the
system is using popular services such as Flicketth content according to the tags
associated with it, there is a possibility of tlagg overlapping. If there are a great
number of instant online communities that use tagechieve content aggregation, there
is a possibility that two completely different comnities have decided to use the same
tag. This leads to undesirable consequences, wlah bf the instant online
communities display all the content that uses g tegardless of which it was
intended to be displayed on.

Another issue of fetching content simply using tagsthe significant ease of
spamming. If all the content from Flickr, for exaepis fetched to a specific instant
online community that is integrated into a websatepalicious user can add undesirable
content to Flickr and use the tag of the commumiy/the procedure of fetching content
iIs completely automatic, this leads to the undb&raontent to be displayed in the
website. This is more serious problem than usuainsping because the user that wants
to send spam does not have to do anything in thesiteethat the spam is displayed in.
The malicious user does not have to have any Kimdembership of the community or
access to it.



31

3.1.6. Authentication

One of the major hindrances for any new servicihas users are required to undergo
registration procedure in order to gain full ben&fom the service. A new user can
easily turn the service down simply because héherdoes not want another username
and password to remember. There are some solubortsis under development. This
study does not go into details of various issuésed, but simply presents the current
state of the solutions and how they are used tam®nline communities.

One of the solutions is an open authenticationgoatcalled OpenlD. OpenID 2.0
is a platform that provides a way for service pdaevs to receive proof that user controls
an identifier (OpenID Foundation 2007). This id&atican be used to uniquely identify
the user, and thus used to create a unique uséleprad to link the user with this
profile when receiving the proof. As a result, Ofienan be used to log in the user and
to identify the user profile, communities, frierasd all the content related to the user.

OpenlD has become a popular way to make the ratimir process if not
unnecessary then remarkably easier. Upon theusestof the service, user is required to
fill in the data that is used by the service, wHidgging in can be done using the
OpenlID service. It is also common that user carirlagsing one of the popular services
such as Google, Twitter or Facebook. These serypmmsgde an authentication method
similar to OpenID. User can then use his or hernsee and password for those
services and log in to the 10C service.

Due to OpenID and other services providing simiflarctionality, the user is no
more to undergo whole registration procedure wiwenirjg to a community in 10C
service. But this solution does not always solve pinoblem. As the community is
integrated into a website, there is a possibihigt the website already has some kind of
user database. In such case, it is not desirableutters are forced to register again,
even if the registration and logging in could usens popular authentication service
that user most probably already has registered Tite issue there is that the user of the
IOC service cannot be linked to the user of thdihgsvebsite. This forces the user to
log in to both of them when using the website areldcommunity integrated into it. It
also prevents linking the content that is creatgdhe user in the community to the
content that is created in the hosting website.

To solve the problem of duplicate user identit@sanges must be made to the user
authentication procedure in the hosting websiter Emample, it could accept
registration and logging in using OpenID, so thaerg could log in to the hosting
website and to the community using the same Opearid,the data could be linked to
the identifier received through the OpenlID protocol

3.2. 10C Services

In this section, two systems implementing the idéanstant online communities are
examined. First one is the reference implementatidnthe IOC service called
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Sixgroups.comLivecommunity (http://sixgroups.con)/ described in the article by
Kindsmiller et al. (2009). Second one is Googleriend Connect
(http://www.google.fi/friendconnegt/a similar widget-based 10C service from the web
giant Google. The service by Google is included tmmparing the reference
implementation to a similar service that has aed#ht background. Livecommunity
was included in the study as it is a service thahtientionally following the principles
of the idea if IOC. On the other hand, Friend Caniseipposedly does not intentionally
aim to provide an I0C service, but clearly has mi@aures in common. It was chosen
for this study because of its availability, and dese of the fact that a service that is
provided by Google clearly has a large group okptial users. If such service could
provide equally good support for the communitywvduld be a very attractive option.
The main purpose of including Friend Connect, haveis the comparison between
“intentional” and “unintentional” I0C service.

Because of the lack of any information about cotines between Friend Connect
and Livecommunity, it is assumed that they havenbeeveloped separately. Some
basic differences between the two also supporsvibiv, but due to lack of a source of
information, this is nevertheless just a assumption

There are actually a number of other similar sesjowvith lot of them based in
Germany, as is the Livecommunity. Some of the oslkeevices that were noticed but not
examined for this study include MyBlogLog by Yahdeww.mybloglog.con), Groops
(www.groops.ngt and mixxt (vww.mixxt.dg. As the concept of instant online
communities is very new, the high number of implatagons existing already today
was surprising. This might implicate that therati$east some markets for the idea. The
services based on Germany could be assumed toslbave kind of connection to the
Livecommunity. This study does not attempt to pdeviany precise or large-scale
comparison results, but a more complete reviewwailable implementations could
prove useful as a future research subject.

Both of the services examined here were launchelag 2008 (sixgroups.com,
2008; Shore 2008). They are both free to use withay fee. In Livecommunity, there
are some advertisements that are shown to theunsker the messages sent by users,
whereas Google’s Friend Connect does not have rgagrated advertisements. As an
interesting detail, these advertisements are affetlerough Google’s AdWords
advertising platform.

The features were examined by reading the instmstoffered with the service and
testing the integration by actually integrating @menunity that was created for the
testing purpose in both services. The testing e dn order to get a feeling of how
the services actually work, instead of relying tve documentation alone. Also the
documentation provided for Livecommunity was venyiled.

For both of these services, a community called iosekai’ was created. A title
‘Mii no Sekai’ was also given if giving a title wagquired. The hosting website, a
simple blog, was located in the addrefip://miinosekai.blogspot.confror the purpose
of this simple testing of features, the websité¢ tha communities were integrated into
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made no difference, as there was no direct interadtetween the hosting website and
the widgets. The code examples that are examindéowbare available for any
community administrator. After registration and atreg a community in an 10C
service, the creator becomes the administratdreotteated community.

3.2.1. Livecommunity

Sixgroups.com Livecommunity is the instant onlinemenunity service that is
introduced and studied by Kindsmudller et al. inti@roducing article on instant online
communities (2009). In the article, the basic cphagf IOC is actually very briefly
described, while more emphasis is on the featurédsed.ivecommunity service located
in Sixgroups.com. The service is also studied uainige cas8upport for Conferences
which is used to take a deeper look into the serdnd its usefulness in fostering
conferences.

In Livecommunity, the instant online community thatcreated gets also its own
community website hosted in Sixgroups.com. Forammmunity, a website was given
the addreséittp://miinosekai.sixgroups.cantf there is no website that the community
could be integrated into, this address can be bgecommunity members to interact
with the online community. Functionality provided this website is identical to the
Livecommunity-widget described later in this seatidhe website is also the only place
where the discussion forum and administrative taoésaccessible.

Livecommunity offers a basic set of widgets foregrating the community into the
website. The number of different widgets does rmhgare to Friend Connect, and
there is not a possibility to create a new kindwoiget. All the widgets of the
community use the same JavaScript Widget API. hatagg the Widget API is done by
inserting the following code snippet to the hosbsite.

<scri pt type="text/javascript"
sr c="http://miinosekai.sixgroups.com/widgets/api/json/ v/3/">
</script>

This integrates the Widget API that is availabldhe URI location defined by the
src -tag. It can then be used by the different widgetecsnippets. By examining the
URI, it can be noted that the API is fetched fromaaldress defined by the name that is
given to the community. This means that the API ¢ customized for each
community.

By examining the code in the address above, arclosé& can be taken into the
Widget API. By the time of writing, it is a littleess than 1000 lines of JavaScript code.
As the service develops, the Widget APl most probahdergoes some changes, and
therefore the code itself is not examined in thisgdg. However, the fact that it is
customizable for each community has some intergataplications.

In all I0C services, the API needs to somehow kimowhich community on which
website the user of a widget is. This can be sinmjylemented by sending pre-decided
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parameters with the API function calls. Detailstlis technique are omitted for the
reason that they are very basic procedures in esyrgmming environment and not of
a special interest considering this study. Howetrer fact that Livecommunity does not
just use parameters but customizes the API codH issan interesting choice. It makes
possible to customize the functionality of the wvatdlgepending on which community it
is used for. For example, color themes can be dathrgjmultaneously for all the

widgets in all websites that have integrated thamanity. This way the community is

uniform in every website and easy for the usergetmgnize as the same community.
On the other hand, this makes it more difficulirttegrate the widget consistently into
each website, because they might use differentrs@lod layout. Sometimes it is more
desirable to be able to integrate the widget ihtowebsite than to provide widget with
same kind of layout in different websites. In faaso Kindsmiuller et al. (200968) set
one of the objectives for further development af thivecommunity to be a deeper
integration of the community into the hosting wébsAccordingly, this would increase

the visibility of the community and the intercontien of the community and the

contents of the website. Visibility in this caseolpably refers to the fact that the
community would be recognized by more users ifould be naturally integrated into

the website’s content that the user is interesigal it is therefore a rather odd decision
to make it possible to choose color themes fortlal widgets of the community

together, but not for a single widget or widgeta@ingle website.

Currently, the Livecommunity service has four diffiet widgets that the
administrators can use to integrate the online comiyinto the hosting website. These
are:

» Livecommunitya full featured widget that contains all the flimgality of
the IOC in one page that can be displayed ovehtiséing website, in other
words, it contains all the other widgets. By defatihe Livecommunity-
widget is a small bar at the top of the websitel &rcan be opened by the
user.

» Livecontenta widget that shows the content that is addeédda@ommunity.
Content can be for example a message, a pictueevinteo. A closer look
into different types of content in Licecommunitylaser in this section.

* Membersa list of members of the community and statuscatdrs showing
which of them is online. This is a very central gedl considering awareness
in online communities. Also hyperlinks to the pledi of the members are
provided in this widget.

* Dynamic badge a small widget showing community statistics suah
number of members, number of websites it is integranto, and number of
different content that has been added into the confy

These widgets can all be integrated by simply si@lgthe desired widget and copying
the code snippet that is displayed in a text box.aA example, a code snippet that is
used for the Members-widget is shown below. Spaes indentation is added for
clarity.
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<di v i d="sgMembers" cl ass="sgContainer">
< span styl e="font: 9px Arial, sans-serif; color: #ccc;">
< a styl e="font: 9px Arial, sans-serif; color: #ccc;"
hr ef ="http://miinosekai.sixgroups.com"
titl e="Miino Sekai">Mii no Sekai</ a>
powered by
< a hr ef ="http://instantcommunities.com/"
ti tl e="Social Software by Instant Communities">Instant
Communities</ a>
</ span>
</ di v>

<scri pt type="text/javascript">
if(sg){sg.addWidget({type: "sgMembers", count: 6,

partnercodeld: 11741});}

</script>

Program 3.1. Code snippet for Members-widget in Livecommunity.

The most of the code lines in the Members-widgeiecenippet in Program 3.1 are used
to display a static link to the community websiteSixgroups.com and to the website of
the company that provides the IOC service. If fmme reason the user of the website
does not allow execution of JavaScript in the wiebdhe static content is all that is
displayed. The JavaScript code inside #oeipt -tag makes a function call to the
widget APl with some parameters. The code or tipasameters are not examined here
in any more detail, as the code is included onlypravide some insight on how the
integration is done in Livecommunity.

There are various forms of awareness informatian d@he offered by the widgets for
the users of Livecommunity. First of all, the Menmseiidget that is used as an example
above shows the list of members of the communitg, \&hether each user is online or
offline. A profile page, accessible through the @&t contains information about a
specific user. The most recent time the user wéseis also available, which can also
be considered to be information that promotes $pogsence.

Communication in Livecommunity concentrates arotimel Livestream, which is
available as a separate widget and as a part ofLiecommunity-widget. The
Livestream includes all the messages and othevitgcthat takes place inside the
community. The Livestream is in a way one form wichronous chat, but the fact that
it is not real-time but seems to update with a ifiggnt delay makes it less
synchronous. A separate discussion forum is alyenf in the website that is created
for the community under the sixgroups.com domalnis Dffers a more traditional form
of communication for the community. In additiongablic Livestream and discussion
forum, Livecommunity also enables private messagetgveen members.

Livecommunity offers content aggregation from wktown services including
Twitter, YouTube and Flickr, and few less populares too. Content can be fetched
from these services by defining a set of tags. Aalklly, any feed can be aggregated
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into the Livestream by giving the address of tlieasn, but this there are no techniques
for filtering the content of a generic stream aneréfore all the content of the stream is
included in the Livestream.

Authentication methods supported by the Livestreaohude Facebook, Twitter,
Google, Yahoo, OpenID and yiid. Registering a n@soant for the Livecommunity
service is also possible on the sixgroups.com web8he support for OpenID makes it
possible, in theory, to integrate the service iato existing service such as online
learning environment, but as discussed earliergthee several issues with this.

As a whole, the Livecommunity offers an impressse¢ of features, some of which
are arguably pioneering in the development of mstaline communities. That said,
the service seems still to be somewhat incompleith some issues in the user
interface, translations and functions. When comsideusing this service in a university
environment, this might be a considerably majoness

3.2.2. Friend Connect

Google’s Friend Connect service offers many featuteat are very similar to the
Livecommunity 10C service. Although it seems to d@ionthe same goal of making
visitors aware of each other and able to commumjdatacks some of the features that
Livecommunity has. In this study, Friend Connecilso referred as an 10C service as
the definition for an instant online community &her vague, but the lack of some of
the central features indicates that it is a plampsfication of the idea.

In Friend Connect, components that are used fargmting the service into a
website are calledadgetsnstead of widgets. In the scope of this studgséhtwo terms
are interchangeable, but the word gadget is useBriend Connect widgets as it is the
term that the service itself uses. Friend Connfferoa comparatively large collection
of different gadgets. Google also offers develogechance to build their own gadgets
and make them available for other users of theismnhis is done by providing
developers with a comprehensive documentationefitidlget API that Friend Connect
uses (Google 2010). All the gadgets use the sangiddependent of the community
they present or the website they are integrated. ihere are several ways for
developers to access the API. Although further eration of them is out of the scope
of this study, they offer an interesting option fitgveloping an IOLC service with a
different approach.

A basic set of the most common gadgets offered dygle is displayed as featured
gadgets for website administrators. In the timeofing, featured gadgets include:

» Social bar a composite gadget with multiple functionalitisgnilar to the
Livecommunity-widget. It contains a list of membensembers’ comments
and recent activities in the community. As the kmammunity widget, social
bar is by default a small bar at the top or bottothe page. Unlike
Livecommuinty, however, it does not open to coves tvhole page, but
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individual functionalities can be opened and closeparately to cover just a
small part of the hosting website.

* Members a simple list of small profile pictures of the migers and their
names as a tooltip text that pops up while the mosi©ver the picture. A
significant difference to the Livecommunity’'s membavidget is that Friend
Connect has no online status of the members disglay this or any other
gadget.

 Commentsenables members to comment on the website, agage or a
piece of content identified by a unique id. Comnreptcan be used as
synchronous chat, but without the online statusormfbtion of other
members.

» Ratings and reviews very similar to the comments-gadget, but wifiva
star rating attached to the comment.

* Interests poll a gadget to ask members questions about therresit Each
member’'s answers are displayed as additional irdton in the members
profile page. Interests are also used to persangkigets such dsatured
content and to filter newsletter receivers.

» Recommendatigmwhich is actually a set of two gadgets. First displays a
button that allows members to recommend a speciiatent inside the
website. Second one is a list of those pieces otetw that have most
recommendations.

» Featured contentwhich shows the member a list of links to spegiages in
the website that match the interest of the member.

* Newsletter subscriptigra simple button that members can use to subscribe
to receive a newsletter. Newsletters can be contbbgehe administrator,
and they can also be directed to only specific mesiaccording to their
interests.

These gadgets are integrated to the hosting websitey similar HTML and
JavaScript code snippets than in Livecommunity.afissexample, a code snippet for
integrating a members-gadget is presented beloRragram 3.2. Lines similar to the
skin[BORDER_COLOR'] are omitted for brevity.

<!I-- Include the Google Friend Connect javascript | ibrary. -->
<scri pt type="text/javascript"
sr c="http://www.google.com/friendconnect/script/friend connect.

js"></ script>

<!I-- Define the div tag where the gadget will be in serted. -->
<di v i d="div-4353562725162881036"
st yl e="width:276px;border:1px solid #cccccc;"></ di v>

<!-- Render the gadget into a div. -->
<scri pt type="text/javascript">
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var skin = {};
skin[BORDER_COLOR'] = '#cccccc';
/l Eleven lines similar to above are omitted
google.friendconnect.container.setParentUrl('/");
google.friendconnect.container.renderMembersGadget(
{id: 'div-4353562725162881036",

site: '03931344432651320865' },

skin);
</script>

Program 3.2. Code snippet for Members-gadget in Friend Connect.

The code in Program 3.2 reveals that Friend Conhast more conventional
approach for connecting the gadget to the correctneunity. As the API code for all
the communities is the same, the code that caflsAiAl must include parameters to
identify the community. Additionally, parameters foustomizing the interface of the
gadget are included in the integration code. Thakes it possible to customize each
widget separately, allowing also integration of thadgets outlook to the hosting
website.

Compared to Livecommunity, Friend Connect has salravbacks concerning
awareness, but it also offers some features tleatmassing from Livecommunity. The
most significant is the lack of online status oé tnembers. This might have drastic
effects on the social presence, as the membemnsadrable to choose to communicate
with the members that are currently online and #mesmore probably going to answer
with less delay. On the other hand, Frien Connffet®a feature to gather the interest
of the members and display them to other membdmnss {potentially improving
awareness.

The most basic form of communication among the camity members in Friend
Connect is using the comments-gadget. The admatistcan integrate a comments-
gadget with comments on the whole website, so diidhe comments are part of the
same conversation. This is similar to a synchrornzheg, although the delay between
sending a message and others receiving it is ggnily longer than in usual chat
rooms. The newsletter is also a form of commuracatbut it can only be sent by the
administrator, and does not offer anything for tbemmunication between the
community members. For private messaging betweenbaes, Friend Connect offers a
possibility to send an e-mail using a form accdssilom a members profile page, but
no private conversation using only the websiteoissible.

Friend Connect does not have the content aggregigaiures that Livecommunity
has. The social bar —gadget, which shows recemtitgctn the community, only
displays events that take place inside the hosteigsite and its gadgets.

Another drawback is that the community cannot btegrated into multiple
websites. When creating the community using theiaidtmative tools, administrator
must insert the address of the website that thenmoamty uses. When integrating
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gadgets into the hosting website, they only workhdé address of the website is the
same or a subpage of the address that administrasanserted.

Authentication is supported using several servineaddition to the Google’s own
sign-on system. The supported services are Twittainoo, OpenID, AIM and Netlog.
There is no significant difference between Livecamity and Friend Connect
considering authentication. Both have the suppmrtOpenID, which makes it possible
to integrate authentication to the one that theihgsvebsite might use.

Instead of providing a fixed service for websitemanistrators to use, Friend
Connect offers a social platform. The featured glgffer a basic set of features that
can be used to integrate a community into a singlesite. However, the fact that API
is documented and open for developers makes vezp ddegration to the hosting
website possible, although it requires expertise smme of the supported web
development techniques. As a IOC service readyusw, it does lack some of the
essential features. However, as gadgets can be mad@ble for other community
administrators to use, there are a number of gadgeated by others that can be used.
Some of these gadgets might offer, for exampletebetupport for awareness and
synchronous communication. For this study, onlyfdaured gadgets were examined.

3.3. Building an Instant Online Learning Community

This section brings forth the most important feasuthat instant online learning
communities offer in comparison to traditional smos for online learning. These
features are not features of any existing seraaean ideal set of desirable but feasible
features that could be offered by such servicet $hal, much of this section is still
based on the features that the Livecommunity offera reference implementation of
the IOC idea. Combined with the theoretical backgo of online learning
communities and compared with other existing 10Qvises, an IOLC service is
described. Each subsection contains a list of featthat are related to the aspect in that
subsection. Thus some of the features are includeabre than one place, as they are
related to more than one of the aspects.

Features in this section describe the serviceabumportant aspect is also how the
community is established and how the service lzatl. The features in this section are
built to support establishment of an online leagnaommunity in university settings.
These guidelines are described in section 2.2.8.

3.3.1. Awareness and Social Presence

Features concerning awareness and social presempegticular are the most important
features in IOLC service. This argument is basedvem main findings. Firstly, as a
defining feature of I0C, awareness information fsatvenables the community and the
interaction. In many courses in universities, stuslehave no awareness of the
community they are part of when they are online.l@C and thus in IOLC too,
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awareness information is clearly displayed to tadent so that he or she can interact as
a member of the online community.

Secondly, the awareness information, and sociabgmee it promotes, is an
important factor in how the students experiencer tlearning. The literature review
showed that improving social presence improves gied learning in an online
learning community. Therefore it is justified toat that awareness information is
essential when improving perceived learnin.

Features promoting awareness and social preseh®& @ service include:

* Members list displaying a list of community members and theital
number. The listing can use the names of the mesnbweeir profile picture,
or any composition of information available, cho$eneach instance of the
list separately.

* Online statusan indicator of whether a specific member is entlly online
or not. This indicator is attached to all the pkeehere any information
about the member is displayed. The member is cereidto be online if he
or she is viewing the hosting website. If there randtiple websites hosting
the same community, the indicator also shows whiehsite the member is
viewing. If the member is not online, the last titme or she was online is
displayed.

 Member profile a collection of information about a member th#teo
members can see. Information can include anythiagthe member would
like to show to others. Instructors can encourdgdents to include more
relevant information to further promote social @rese.

Using these features, the members are aware of @heh and the existence of the
community. They also know the members that areeatly online, which also acts as a
support to initiate discussion that is the nexeaspf IOLC explained.

3.3.2. Discussion

The support for discussion is also an importantofam IOLC as a primary form of
interaction. Both synchronous and asynchronous maodealiscussion can be used to
promote interaction among the community membergnélsronous discussion features
are more traditional in online learning, but esplgiwith the online status feature that
gives the members information on who is onlinep adgnchronous discussion can
promote interaction and also social presence vigegtevely.

Features to support discussion are chosen basethatns available in current IOC
services and how they could be improved accordinghe literature review in this
study. The discussion features include:

* Synchronous chatoffering members that are currently online wags t
communicate with minimal delay.
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» Discussion foruma form of asynchronous discussion that enabtesaation
between members that are not simultaneously onbne, offers a more
permanent storage of conversations.

* Private messagingwhich offers a discussion channel where usersfean
more comfortable to discuss privately or ask qoestifrom a specific
member.

Only the basic requirements for the discussionufeat are set here, and the actual
implementation can vary according to what is mpgtrapriate and feasible.

3.3.3. Supporting Features

In addition to the central features that form awass and enable discussion, there are
some features that are necessary to the online corynio function. The most central
ones are the integration features and authenticédi@mures. They are necessary for any
IOLC service to exist in some form.

Additionally, some supporting features can effithgimmprove the functionality of
the service with little effort needed from the adisirator. Content aggregation as one
is included in the set of IOLC features. When cohtggregation is used, members are
not restricted to the websites that the online comity is integrated into, but they can
interact by using other services too.

Supporting features does not define a specifictfancbut rather describe how the
service operates as a whole. The features include:

» Simple integrationoffering a simple way for the administrator taeigrate
the community into the hosting website without adhé&r expertise on web
development.

» Deep integrationwhich offers a possibility for integrating theerface and
the functionality of the hosting website into then€tionality offered by the
IOLC service, if a decent level of expertise is imde. An open and
documented API to access the service is a decgpiementation of this
feature.

* Versatile authenticationso that members may sign on to the IOLC service
without a need to undergo a registration procedure.

* Authentication integrationwhich makes it possible to integrate the identity
of a member in an existing authentication servite the IOLC service and
to enable the member to sign on using that ser@oe. promising technique
for this is the OpeniD.

» Content aggregatiarenabling the use of services such as Flickr, twdnd
YouTube to create content into the community.

With these features, the IOLC service can be iategr into a website with good
usability and visibility of the online community.
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3.3.4. Summary of the Features

As a conclusion of the IOLC service described dredtivo IOC services examined, the
features Livecommunity and Friend Connect are sumzed in relation to the features
that an ideal IOLC service should have. Table Bdws which features are supported
by each service.

L ivecommunity Friend Connect

Members list yed yes?

Online status yes -

Member profile yes yes

Synchronous chat yes yes

Discussion forum yes -

Private messaging yes using e-mail

Simple integration yes yes

Deep integration - yes

Versatile authentication Facebook, Twitter, Googlewitter, Google, Yahoo,
Yahoo, OpeniID, vyiid, OpenID, AIM, Netlog
sixgroups.com

Authentication integration - using OpenID

content aggregation yes -

Table 3.1. Features of the Livecommunity and Fri@mhnect services in relation to
IOLC features.

Notions about how a feature is implemented in #m@ise are attached to some of the
features:
1) The member list feature is available in both of $keevices, but they do not
support selecting which information is displayedha list.
2) Online status only has the indicator whether thenber is online or not. It
does not show which website the user is watching.

This chapter described the features that defineingtant online community and
examined two services that can be used to creath sommunity. Using the
information gathered, it then described an instentine learning community service by
defining some of the most central features. Inftllewing chapters, this set of features
and the service that has been defined is eval@atédmproved to better match with the
students opinions on using such service.



43

4. STUDEN INQUIRY

After reviewing the literature on online commurstiand exploring the features of
instant online community services, an inquiry amshglents was conducted to get an
idea of how students would respond to possibilitedsIOLC. This chapter first
describes the goals of the inquiry and then explaindetail the research methods that
were used and how they were applied in this stiigally there are the results,
observations from them and the inquiry, and somsesassnents of relevance and
reliability of the student inquiry. The results peated in this chapter are used to
improve the IOLC service defined in chapter 4. THiscussion is included in the
conclusion in chapter 5.

4.1. Goal

In the second chapter, a concept of instant omdiaming communities was constructed
based on literature on instant online communities$ anline learning communities. In
the third chapter, the features that are offeredsyent IOC services were examined in
the light of how they would work as instant onlilearning communities. This gives a
good understanding of what an IOLC could be and Itoweould support perceived
learning, in theory.

The purpose of this study is to provide informatibat is needed to build a starting
point in using IOLC in university settings. It ieerefore essential to investigate also
users’ opinions on how they see IOLC could providprovements for their activities,
and what kind of attitude they have towards suchrelogy. The primary users of a
learning community are the students and the tegcsiaff, including instructors and
tutors. The information on their opinions could fheéb determine, what the most
important features and propertied of an instantnenlearning community are in
supporting perceived learning in a university ceur§his inquiry includes only the
students. Including the instructors in the inquirguld require a different approach to
some of the issues. As the study concentrates meiged learning of the students, this
inquiry concentrates on the opinions of the stuslent

To narrow down the scope of the inquiry, some & thost essential issues
considering perceived learning were identified. d&gbsn the literature review in chapter
2, social presence and awareness in general waghirap as the most central concept.
Additionally, based on the literature and the feaduthat I0C services offer, discussion
as a fundamental part of interaction was emphasized

The goal of the student inquiry was finally sumrmead in few questions, which
were settled in the context of a university coutsay do students utilize presence of
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other students, or do they utilize it at all? Whatd of expectations they have
considering social presence information? How dy fhexceive other students’ presence
in discussion?

A secondary goal of the inquiry was to determinbetlier students’ opinions were
consistent with the conclusions that were madedasditerature. Particular issues that
were investigated were the importance of sociasgmee and the roles of students and
instructors. Answers to the following questions eveought: do students emphasize
social presence of others as a factor of learnd@3tudents emphasize social presence
of the instructor? Do they rely on support of othand do they support others in
questions about the object of learning? The armlgs§ithe results considering these
questions is done in this chapter, and comparieditérature and this study is done in
the conclusion of the study in chapter 5.

The inquiry is also used to gather ideas that stisdenight have on creating,
establishing or using instant online learning comitiels. These ideas are not gathered
by any formal method, but they are picked up frowividual answers and discussed
separately.

4.2. Method

As the goal of the inquiry was to get informatiom students’ opinions and attitudes,
role-playing methodvas selected for gathering qualitative data on dihieject. This
method was selected for its suitability for studyithinking and attitudes towards a
solution that does not exist yet. The method was Bfhtweight and simple enough to
be completed with the resources available.

The inquiry aims to gather data from individualdsats. The size of the sample was
kept small in order to be able to concentrate arh eadividual answer. The inquiry
does not and is not meant to provide statisticgitipificant data on student opinions in
general, but to find out the ways that the studemsld utilize the given features. For
this reason, the results should not be used as asuree of student opinions.
Furthermore, they should not be interpreted asotilg opinions that exist in student
body. The inquiry reveals some of the opinionshaf students in the sample, and it is
likely that also different opinions exist. Throughe analysis, the results express
examples of the opinions and ideas that the stadee.

4.2.1. Role-Playing Method

Role-playing method is a method for gathering aatahe research subject. In the
method, the respondent is asked to write based @towy frame given by the
researchers. The form in which the response igemritan be freely decided by the
respondent, although a narrative story is a comman to react on the story frame.
(Saaranen-Kauppinen & Puusniekka 2006, 6.5.)

The story frame is a central component in roledpigymethod. The respondents
does not all respond to same story frame. Usingnhthod includes creating several



45

variations of the story frame, usually from twoftar. These variations are similar on
the most parts, but they have one thing that isemift in each variation. Each
respondent is given a single story frame. Sepayatgps of respondents are selected to
respond to each variation. (lbid.)

Central in using the method is to observe the diffees in the responses when
different respondents are given slightly differemiriations of the story frame. The
purpose is to analyze the changes that occur betivee answers when one thing is
changed, and also the similarities that each vetsas. (Ibid.)

The fact that the respondents are not familiar wWithexact research problem of the
study is a source of some risks that using theptalging method has. The respondents
do not answer to any specific question, but wiiteirt own story based on the story
frame. Other risks involved in using this methodlude: a failure in constructing the
story frame or the different variations; answers/rba very shallow or stereotyped; as
with all qualitative research, a caution must bel pa avoid over-analyzing or leaving
the analysis too light. (Ibid.)

Compared to other methods, role-playing and empatito a situation were seen
as a possibility to gather genuine opinions of shedents. The system does not exist
yet, as the goal of this study is to determine kaeh system should be created. For this
reason, a questionnaire with assumptions on therayand its usage could easily lead
to biased information. It would have been veryidifit to create a questionnaire with
explicit questions, but without any assumptionsvigj the students only the situation
where the system is supposed to be used, they émdly express their opinions and
thoughts. In particular, they could bring out issubat were not detected by the
researcher. Furthermore, the role-playing methtmval the inquiry to concentrate on a
specific issue, in this study it being the role sufcial presence and discussion in
perceived learning. This is because of the diffevamiations of the story frames, which
are described in the next section.

4.2.2. Story Frames

The story frames of the inquiry were constructesildeon the goals described in section
4.1. A course website in Tampere University of Tedbgy (TUT) was used as a basic
background, as the inquiry was conducted amongttidents of TUT. All story frames
also mentioned course material as a concrete exatmielp respondents empathize to
the situation. The two central concepts, socias@mee and discussion, were chosen to
be the variables in the stories. Below are the wawations in whole, translated into
English, as the inquiry was conducted in Finnish.

Variation A:

“Student of TUT enters the website of a course shatiending to read
course material. In the site he sees others readirg same material.
Empathize with the situation and tell what he does.
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Variation B:

"Student of TUT enters the website of a course shatiending to read
course material. In the site he sees a discussibautathe material.
Empathize with the situation and tell what he does.

The variation A mentions others who read the samaenal, so that the respondent
is led to think about presence of others in theasibn. However, it does not mention
any form of interaction. The purpose is to getrisgpondent to write about the ways he
or she actually sees the others, and what kindtefaction would occur.

In the variation B, the word ‘discussion’ is useddaacentral term in the story that is
otherwise identical. The respondent is led to ttabkut precise form of interaction, but
the presence of others is not mentioned at all. plrpose of this version was to find
out whether the respondent would expect some kirebcial presence information of
others that participate in the discussion. Anotjiegstion was about the content of the
discussion; would it concentrate only on the cohtenwould the respondent mention
some form of informal socializing also.

The difference between the two story frames wasstcocted to help determine
what the respondents think about social presenteeimgiven situation. Changes in the
responses when varying from mentioning others totimeing discussion was expected
to let light on questions that were set in the priyngoals of the inquiry; how does the
perception of social presence change when the $tanye changes from mentioning
other students explicitly to mentioning only dissios. Also the contents of the
responses themselves were used to answer questipnigary and secondary goals, as
well as to gather ideas from the students.

4.2.3. Execution

The candidate respondents for the study were ligitgathered using e-mail inside
TUT. The selection of the students was based omdty@irement of being a currently
present student in TUT. This requirement was sethab the respondents could, as
current students, empathize with the given stoaynf as well as possible. Because of
using solely e-mail, the candidates were alsoiotstl to students who had previously
shared their student e-mail address with the reBearAn e-mail to enquire willingness
to voluntarily participate in an inquiry about séuid opinions was sent to all of these
students. The e-mails were sent during April 204.@otal of eight students accepted to
participate in the inquiry.

At the end of April, an e-mail containing the enguivas send to the eight students
that had responded to be willing to participatee Thessage that was sent contained a
very short and general explanation of the purpdsaenstudy, without mentioning any
precise goals of it. To four students, a messagedbntained story frame A was used.
To the other four, a message containing story frBmeas used. Before the story frame,
there were three simple questions to gather somkgbaund information from the
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respondents; student’s year level, degree programmntk major was asked. These
questions were primarily included for analyzing #tedy, and they were not designed
to be used as results. Students were advised tal $p@m 15 to 20 minutes to write the
answer. Also a simple instruction on how to anstwethe story frame was included, as
recommended by Saaranen-Kauppinen and Puusnie@R&,(8.5). The precise content
of the message including story frame variation Bcantained in appendix 1 (in

Finnish). The message for story frame variationffeds only by the story frame.

In early May, a remainder e-mail was sent to tlielestits that had not yet sent their
response, mentioning a time limit in four days. iUthte time limit, six responses out of
the eight were received. Among the received regmribree were for variation A and
three were for variation B. Thus the number of nes responses maintained the
balance between the two variations. The six regsngre copied from the e-mails to a
single text document, with one response in eaclk.pag the top of the page, the degree
program, major and year level was included, alonip whe information that which
story frame variation the respondent used. All itifermation that could identify the
student was removed from the responses. As noiatmimation was in the responses
themselves, this concerned only the e-mail addrbtige student and possible signature
at the end of the e-mail. The text document wasl @sethe data for the analysis. This
document is included in appendix 2 (in Finnish).

As all the respondents were native Finnish speakeesstory frames and questions
were sent in Finnish to avoid misinterpretationssea by foreign language. Thus the
responses were also originally in Finnish. The gtiobs from the responses below are
all translated into English by the author.

4.2.4. Analysis

The responses were analyzed using a qualitatiegrykoriginated content analysis
(Saaranen-Kauppinen & Puusniekka 2006, 7.2.3). dtfesed a reasonably simple and
reliable analysis for the very limited amount oftajawhich was originally ready in
transcribed form due to using e-mail. Theory-oraged analysis was a natural choice as
the goals of the inquiry was to compare the respomgth the theory. Thus the theory
from chapter 2 was used as a basis for dividing dbecepts identified from the
responses into three categories: social presencthef students, social presence of the
instructor, and discussion.

The division was conducted by highlighting the velet words and sentences
related to each of the category. Analyst interpi@awas used to determine the
relevance of a word or sentence for in categorys Was done for each of the responses
separately, as they were received individuallyesponses to the e-mail that contained
the questions. Using the highlighted responsed eategory was analyzed by going
through the highlights relevant to that category.

In addition to the theory-originated analysis, tegponses were used to gather ideas
from the students. These were extracted from thporeses as they are, and presented
without revising them. As they are received dingdtbm the students, they have a
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potential to improve students’ perceived learnidgwever, to be included as features
of IOLC, their actual benefits and other influenoasst be examined further.

4.3. Results

4.3.1. Social Presence of Other Students

None of the respondents brought up the presencthef students when given the story
frame variation B, which mentioned only the dis@oissand not the presence of others.
Emphasis was on content-centered discussion arsgrite cases student opinions or
comments on the content. Discussion as a way talszecwas not mentioned in any of
those responses. This partly answers the questigreiceiving other students’ presence
in discussion; most important was the content eckdiy other students, not their
presence. Respondent 4 stated thit checks out what the conversation is about and
continues reading if it is interesting’and “[the student] could participate to the
conversation if he had something to ask or somgttarsay about the course material.”
On the other hand, when the presence of otherisés g@s a presumption using the
variation A story frame, the respondents explaid atilize the presence information in
various ways. The responses also reveal what kinekpectations respondents have
considering social presence, and in what kindtobsions and how they would use it.
The three respondents of variation A expect preseémrmation such as online

status, attendance to events, name of the stuaedtdetailed profiles. Two out of the
three mention that the student would look for faemilstudents who are online or
attending the course, and also two of them mentames of the students being visible.
Again two of them mention the word profile, and #iiee responses include a set of
student information that could be described as afilpr Altogether, presence
information that the respondents brought up inalude

» attendance to the course or to a specific upcoiciass

» attendance to the current lecture

* online status.
Several usages of social presence information vdergified from the responses, most
of which was initiating some form of discussion wgtudents who were online. These
include starting a chat about sports with a frievitb is online, forming a group of
students to do an exercise, asking questions abeutourse material, and chatting
among the students who are attending to the sartuaMecture.

4.3.2. Social Presence of the Instructor

Instructors’ presence in discussion was given emsipha the variation B of the story
frame, unlike social presence of other studentds T& very consistent with the
literature, where presence (Shih and Swan 2005)irmntediacy (Richardson ja Swan
2003) of the instructor have been proved to haueeyrole in perceived learning.
Respondent 5 states thiat the instructor of the course would participate the
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discussion, even educational conversation couldsedii This indicates that the
respondents sees instructor presence as an impfatéor in learning.

From the responses to variation A story frame, eheould not be found any
references to instructors. However, this is mosbgably because of the choice of the
words in the story frame. Even though it did natedily mention presence of other
student but ‘others’ in general, it very stronghglicated that the others were students,
as they were reading the course material. Thedackentions of instructor presence in
variation A cannot therefore be used as a basismtlusions.

4.3.3. Discussion

Firstly, topic of the discussion was seen by moktthe respondents as strictly
concentrated on the course subject. Most commomgtioned use of the discussion
was asking questions about the material. Possilmlitwriting and reading opinions
about the material was also mentioned by some.r&jpondent 3, on the contrary,
mentioned that it would not be that interesting“tead random comments of other
students’ stressing the importance of being connected ¢octburse instructors and
staff instead.

The respondents of both story frame variations ¢ginbup some aspects of how the
other students could provide support for learnimgthe variation A, one respondent
mentioned the possibility to ask questions whenething was unclear in the material.
In the variation B, one respondent mentioned thatstudent could ask for information
about a lesson he did not attend. This indicategtssibility of students searching for
and providing support for each other, in other wgprédecoming active learners.
However, the instructor's role in teaching was sesnmore than just a facilitator.
Respondent 6 for variation B stated ttihithe course staff would clearly participate in
the discussion, some unclear points in the mateaal be asked.”

Only one of the six respondents brought up sodiatkat. This could in some level
indicate that socializing does not play an impdrtanle in online learning
environments, but more likely explanation is tha tmethod and the story frames led
respondents to concentrate solely on studying. fioissible that students do not wish to
socialize in a learning environment, but rather adeer channels to it. However, the
fact that one respondent out of six did delibeyateéntion social chitchat also indicates
that some users might use a system such as I0Lsbé&malizing too.

Various forms of conversation were mentioned inrsponses, mainly in the story
frame variation B. The responses assumed avathabiliboth asynchronous discussion
forum and synchronous chat. They utilized both gievchats between two or more
students, and open chats visible to all studenmt®gtly online. In addition, a forum-like
threaded discussion was brought up in the syncluombat too, when respondent 1
described that[they] decided to look for the third person foreglgroup by starting an
open conversation that can be seen by other stadmentently reading the website.”
The same respondent later mentioned discussiomf@s a separate function, clearly
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implying that both asynchronous and synchronous ewoodf discussion would be
available.

4.3.4. ldeas for IOLC Implementation

In addition to opinions and attitudes towards atesyssuch as IOLC, the responses
offered a wide range of ideas for implementing acessful system. These ideas,
extracted directly from individual responses, maigbnsider the functionality and
usage of the system.

In two out of the three responses for the variatibrstory frame, respondents
brought up that the system should enable formiggoap for an assignment, if one was
included in the course. Depending on availabilityaogroup work environment, this
could be either a functionality of the IOLC or andétionality of the group work
environment integrated into the IOLC. In eitheresabe implementation should support
forming of a group based on interaction insidel®C.

Giving feedback and comments and critique about dberse and the course
material was also brought up by some respondehes.|OJLC could then be used as a
channel for feedback during and after the courgspBndent 5 stated that discussion
where the instructor is preséicbuld help to understand possible abstruse pantshie
course material; and the discussion could then be used for impgpthe material.

4.3.5. Other Relevant Notions

Anonymity is usually an issue with both advantages disadvantages in an online
community. None of the respondents mentioned andgyand in fact two out of three
respondents for the variation B suggest that theeasaof the other students should be
displayed.

4.4. Assessments and Reliability of the Results

Using the role-playing method to achieve goals feetthe inquiry was considered

successful. The method offered a possibility tadgtatudent opinions and attitudes
within strict schedule and limited resources, gtiibviding useful results. No major

problems were encountered during the inquiry, amel rtesults can be considered
reliable and valid in the given context. Some miissues in story frames and selection
of the respondents are discussed below.

Some difficulties were encountered while gatheniagpondents for the study. In
addition to using e-mail to enquire about willingado participate in the study, some
public chat rooms inside TUT were used, but no ntalty respondents could be found
from them. In addition, responses were receivethfomly 6 out f 8 students that had
accepted to participate. This was not predicted, sm further reduced the number of
responses for the analysis. Regardless of theeutties, however, a decent amount of
responses was received.
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4.41. Story Frames

The role-playing method and the success of usidgpend heavily on the story frames.
In this study, the story frames can be considevedessful in most parts. Some issues,
however, were identified when analyzing the respens

Most of the respondents of the variation A undedtdhe discussion as an
asynchronous discussion forum, although it wasnohed to refer to any type of
discussion, including both asynchronous and symdus forms such as chat and
instant messaging.

Some respondents also understood the referenaiteecmaterial differently from
what it was intended to refer. As the purpose veaddscribe a website that was the
course material itself, some of the respondentgjineal the website as a page that
included information about the actual course makesuch as books. But this is not a
major issue, as it could be assumed not to affecahalysis considering the goals of the
inquiry.

4.4.2. Respondents Background

Few questions on the background of the student iweheded in the inquiry. Answers
to these questions were used for a simply analgbishe study and respondent
selections.

Among the received responses, 100 percent of tUnests were year level 5 or
more. Also 5 out of 6 students were studying urtgree programme of information
technology Majors of the students were also rather homogenéwf the respondents
were majoringsoftware systemstwo others beingsoftware scienceand usability.
Although this sample belongs to target user gratup,not comprehensive as the lower
year level students and students from other degregrammes were not equally
represented. This is not a serious problem coriagleeliability of this type of method,
but it must be taken into account when drawing keions about the results. More
comprehensive sample could also provide richersidiean the students.

Another shortcoming of this inquiry was the lackimstructors as respondents. As
the instructor presence was confirmed to have amnaje in how the students perceive
the online community, it would be even more impottéo include opinions of the
instructors in this study. Along students, instoustare also members of the learning
community and users of the online community sofevdn addition, the instructor
might in many cases be the administrator of thenentommunity and the one that
creates and integrates the community into the welbs$ithe course that he or she might
be responsible for. Further study is required tolude these new aspects into the
concept of IOLC.
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4.5. Summary of the Student Inquiry

This chapter explained the inquiry that was coneldichamong students using role-
playing method. This allowed an affordable examamatof student opinions and
attitudes towards the features in an IOLC. The inyowas conducted using six students
of Tampere University of Technology, who responttethe inquiry by writing a short
story based on the given story frame. Two variatiohthe story frame were used, and
three students responded to each.

The responses were analyzed using three conceptd ban the theory: social
presence of other students, social presence oingtieictor, and discussion. Students
utilized the information about social presence tifecs, but only if the story frame
directly implied that such information existed. @ other hand, social presence of the
instructor was more strongly present in the respsnand it was seen as a key factor in
their learning. Discussion was assumed to be alailaoth as a synchronous chat and
as an asynchronous discussion forum. Asking questimm other students and from
the instructor was common use for the discussidso forming a group was brought up
by many students, implying that such function wobbkéduseful in an IOLC. Socializing
was mentioned by only one of the students.

The findings of this chapter can be utilized to ioye and prioritize the features
that are included in the IOLC. The results were thgas line with what was concluded
by the literature review, but other students raiemproving their learning was not
equally emphasized by the students.
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5. CONCLUSION

This study has examined the idea of instant ondim@munities, and how it could be
used in university courses to improve perceivedieg. This chapter first summarizes
the findings in previous chapters to answer thestioies of improving perceived
learning. Next it presents the idea of instant reliearning communities and the
changes that are made based on the student induthen briefly assesses the study
and relevance and significance of its results. Glna@pter concludes with some issues
left unsolved and other needs for further study.

5.1. Improving Perceived Learning

According to the literature, there is a significgusitive relation between students’
perceived social presence and their perceived ilgaricciano 2002; Richardson &
Swan 2003). By providing visibility and awarenedsttte community, instant online
communities can improve social presence of therathelents in a university course
website. Therefore, it is presumed that the idemstant online communities can be
used to improve learning by fostering social presen

Based on this, the concept of instant online comtesnwas adopted to online
learning communities with a goal of fostering sbg@esence and thus improving
students’ perceived learning. The features thatefosocial presence were further
specified to include various social presence inftiiom presented to the students and
discussion features to support interaction. Inclgdiliscussion to features supporting
social presence was based on the presumptionrttesfiction is a key factor in social
presence. This is because discussion clearly affaetability to interact, which further
affects social presence (Picciano 2002). Consetyevith these features the perceived
learning could be improved using instant online namities.

The student inquiry showed that when the studergsgaven the social presence
information, they find various ways to utilize it their learning. On the other hand,
when students were asked about discussion, thegadibring up anything about other
students besides the content of the discussios. dduld be interpreted as an indication
of the need to bring up the social presence soth®atstudents can utilize it. These
results are very similar with the results of thedgt by Richardson and Swan, which
indicates that the social presence perceived bgests is directly related to their
perceived learning (2003, p. 79). Thus, using imstmline communities that provide
awareness of other students could significantlyrowe perceived learning. This is,
however, based on the assumption that the answénge students would be consistent
with their perception of learning and social preseii measured after actually using the
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system. This assumption is supported by previoudiest on online learning and social
presence by for example Shih and Swan (2005).

Besides the social presence of other students,paés®ence of the instructor is an
aspect that can be improved using instant onlimansonities. This is achieved by
features similar to when supporting the studentsiad presence, although the precise
functions these features provide is not coveredthly study. The presence of an
instructor, especially in discussion, was given imnecore emphasis by the students
compared to presence of other students in the mtuidguiry of this study. The
importance of instructor presence is similarly higfted by previous studies (e.qg.
Richardson & Swan 2003).

On the other hand, previous studies imply thatnenlearning communities would
cause changes in the roles of instructors and steid8heard 2004). In the inquiry in
this study, the students still valued the direetifeack from the instructor, in some cases
clearly over the feedback from other students. Etreough students did in some
situations suggest supporting each other and sgekipport from each other in
learning, the role of the instructor is still pexves crucial. No clear implications of
students’ transition into active learners, sucBwgested by the theoretical background
(e.g. Richardson & Swan 2003), was found by thiglywt Considering the research
method and the limited sample, this cannot be pnéted as there would be no need for
peer support or peer feedback, but rather an iatjpdic of the importance of instructor
presence. By promoting social presence of the uo&ir in an online learning
community, instant online communities could deéhjitimprove perceived learning,
but this is as much an issue of instructional desigd pedagogy as it is a technological
issue. Furthermore, how the instructor presencelldhioe supported is an important
subject of further study.

5.2. Instant Online Learning Community

A concrete explanation of how instant online cominies can be used to improve
perceived learning was constructed in this studhys Explanation was made in a form
of a service that would best support learning comitres. This service was referred as
an instant online community service.

An instant online learning community (IOLC) servicea service that enables a
learning community in a website that is used byetis of a specific university course.
It is used by integrating the service into one evesal websites using simple code
shippets that are available from the IOLC serviceviger. After the integration,
students can access the community and its features using one of those websites.
Two central aspects of IOLC are awareness and shgmu

Awareness is supported by features includingh@mbers listonline statusand
member profile When a user signs on to the website, the lighembers shows the
names of the students and instructors in the courdeating who is currently online,
viewing the same page or attending the same leclure names of the students are
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displayed because, according to the student ingiting common for the students to
look for familiar names among the members and atahat or form a group based on a
the name. Also added to the online status, atteredtima lecture is displayed so that the
student could initiate discussion with other studein the same lecture. A member
profile is a page with information about a speciftudent. The profile includes
information about the interests of the studenttaedcourses he or she has completed, if
the student has chosen to allow other studentgw the information. This information

is used for finding a compatible member to for egbniorm a group for an assignment.

Discussion is supported by offering botiynchronous chaeand asynchronous
discussion forumA chat can be initiated with the members that @rkne, with the
members on the same lecture, or with the selecesdbars. It can then be used to ask
questions or to just socialize, and it can be usetbrm a group of members. The
student inquiry showed that forming a group is y\ammon way to use the presence
information on other students. Similarly, a diseoissforum is used for asking
questions, but it can also be used to store thevexssso that they are more easily
accessible later. It also enables interaction betten the participants of the discussion
are not simultaneously online.

The student inquiry confirmed the fact that thesprece of the instructor is very
important in online learning communities. The 10k@n promote this by displaying
online status of the instructor, so that the stiglean see if an instructor is online and
participating to the discussion. Messages senhébyirtstructor are also clearly marked
as instructors messages, separating them fromnée foom students. This helps the
instructors to facilitate discussion, potentiallaking it more educational. On the other
hand, social chitchat in the community is also emnaged, although the student inquiry
indicated that it might not have that significaoier.

Content aggregatiorcan be used to enable usage of external serviceseate
content into the community. This works by attachépgcific tags to the content that is
created in services such as Twitter or YouTube. MIeC services uses the tags to
fetch the content and shows it in the website whbee IOLC is integrated into.
Although this is an interesting feature, no leagrialated use to it was found in this
study. This feature and its uses in learning comtiagnis one of the areas that need
further studying.

The software that supports the learning commuasitynly a part of the solution for
supporting learners online. Although the focusho$ study is more on the capabilities
and restrictions of the software and how they camiproved, the importance of proper
establishment of the community cannot be disreghrdéis includes explaining the
purpose of the community to the students; promogpiresence of the instructors and
participating in the discussion; encouraging sttsleo present themselves online;
dealing with inappropriate messages; discussing tojponline discussions in face-to-
face lectures; and involving tutorial staff in tbemmunity. Using these guidelines to
establish the community and proper software to sttpp a viral learning community
that benefits its members can be created.
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5.3.  Assessment of the Study

The study offered a many-sided view to instantr@tommunities and online learning
communities. It spans from very theoretical view arsfline communities to a very
technical and practical view of instant online coamity services. This approach made
it possible to make a rather practical proposahwaitso strong theoretical grounding,
although it forced to take a rather exploratory rapph when examining currently
available services.

Research on online communities and especially enéarning communities is still
very sparse. There are many competing definitidneven the most central concepts
such asonline communitieand online learning In fact, the ternonline is far from
universal consistency, with also several adjacemhs$ such asirtual or electronic
This poses a challenge when employing a wide rarfigesearch in order to provide
strong theoretical basis for studies in this field.

In the more technical view to the features of the sample services in the third
chapter, a very experimental approach was takeis. Was forced by the fact that there
was no documentation of the features, and only t@agiccess them was to create a
community that uses the service. Neverthelesdfaterl a good look to what is offered
by such services today.

Surprisingly lot of information could be gatheredhathe student inquiry compared
to its size. It offered a good insight to the thiotsgof the students, and many new ideas
for the service. The sample of students that wad wsas rather homogenous. Although
the results can still be considered reliable, aenvmmprehensive sample could certainly
give more information.

5.4. Unsolved Issues and Proposals for Future Study

A preliminary proposal of an IOLC service is presehabove, but a few issues still
remain, including some theoretical and technicaliés. One aspect of online learning
communities that was left out from this study wilas temporal aspect of long-lasting
communities. This study concentrated on supporiafeingle course. But the students
usually take many courses, and the same coursddshch year. This could affect how
the IOLC service should work. Students also havedisengage from the online
community, and the student should be properly stpgan this transition.

How social presence supports perceived learning bmyalso affected by the
learning styles of an individual student. Pohjotsiret al. (2006) suggests that not all
the learning styles benefit from the presence bémst This should also be taken into
account in the service, but further study is rezpiito examine the issue. Another aspect
concerning different target users is the instrigctitvat have a major role in online
learning communities. Further study is also reqlite@ determine their opinions and
needs in an IOLC. This is especially importantjretructor presence was noticeed to
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be one of the major factors in supporting perceivearning in online learning
communities.

From the technical issues identified along the ystudaybe the most significant is
the authentication issue. Using all the featurethefservice described above requires
the service to be able to have access to the duiddata, his or her name at the very
least. It is very complicated to achieve this whising an external service for sign on.
One technique that could offer some answers is [Dpeim any case, the issue of
authentication requires further study.

A need to form groups among the students was btaygly many students in the
inquiry. Support for groups is usually far fromistdctory in current online community
software, including 10C services examined in thisdg. Although some support for
forming groups could be provided by enabling staslén form private chats among
desired students, the students’ answers to tharynguggest that the feature could be
taken much further. This is, however, a difficitclhinical issue, especially with the
difficulties in authentication, and requires monedy on possible solutions.

Finally, the idea of instant online learning comitieés examined in this study
concentrates on universities as an environmenietoning communities. Further study
is required for extending this idea to online |eagnn general.
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APPENDIX 1: STUDENT INQUIRY EXAMPLE

Hei,

teen DI-tyota varten tutkimusta, jossa toivon saavanyos opiskelijoiden &anen
kuuluviin. Ensin pari alustavaa kysymysta tulostéeralyysin helpottamiseksi. Nimeasi
ei kayteta tuloksissa missaan vaiheessa.

1. Koulutusohjelma

2. Paaaine

3. Vuosikurssi

Seuraavassa on lyhyt alustus, jonka pohjalta \apbwsti kirjoittaa mita se tuo mieleesi.
Kayta vastaamiseen 15 - 20 minuuttia.

"TTY:n opiskelija menee kdymansa kurssin kotisigullkemaan kurssimateriaalia. Han
nakee materiaalisivulla materiaaliin liittyvan keskelun. Elaydy tilanteeseen ja kerro
mita han tekee."

Kiitos vastauksistasi!

Ystavallisin terveisin,
-Mikko Vuorinen-
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APPENDIX 2: STUDEN INQUIRY RESPONSES

Student 1

Degree programme of information technology / maisoftware systems / year level 5
Story frame variation A

Opiskelija nékee tutun henkilon ja aloittaa ch&#imén kanssa. Aluksi he keskustelevat
paivan jaakiekkotuloksista ja taman jalkeen huorabaatta kurssilla on 3 hengen
harjoitusty6. He sopivat olevansa samassa ryhmaspaattavat hankkia kolmannen
henkilon pistamélla avoimen keskustelunavauksera jokkyy muille silla hetkellda
sivuja lukeville opiskelijoille. 3 Opiskelijaa vast 5 melkein heti ilmoitukseen ja he
paattavat valita heistd yhden joka on tuttu nimeguesd@steella. He myds katsovat etta
kyseinen henkild on sallinut nayttda profiilinsadoissa kdymansa kurssit, ja nayttaa
siltd etta opiskelija on kaynyt paljon aiheeseettylia kursseja. Taméan jalkeen he
iimoittavat ryhman kurssinhallintajarjestelméaéanesitettd yksi opiskelija ilmoittaa
ryhmaan kuuluvat henkil6t ja muut hyvaksyvat toipiggen heille saapuvan pikaviestin
valityksella.

Opiskelija paattdd myos kayda vilkaisemassa savwolevaa keskustelupalstaa jonne
onkin jo tullut hyodyllisia kysymksia. Yhteen miglaskarruttavaan kysymykseen siella
ei kuitenkaan vield ole vastausta joten han paitggittaa pikaviestin ja lahettdd sen
kurssin sahkopostiosoitteeseen seka keskustelalbalst

Taman jalkeen opiskelija muistaa ettei kaynyt t&ii&olla viikkoharjoituksissa. Han
menee katsomaan olisiko muita kiinnostuneita opiisia osallistumaan tana iltana
virtuaalisiin  viikkoharjoituksiin.  Illan  harjoituksn on tullutkin jo paljon
iImoittautumisia ja han paattdd myos menna mukBanjoitusten aluksi tehdaan lyhyt
henkilokohtainen teoria osuus jonka jalkeen si#@yt ryhméatehtaviin, joita tehd&an
kayttamalla yhteista piirtopyotaa, chattia ja hadsa myos puheyhteytta.

Opiskelija paattad myos osallistua virtuaaliselleninolle ja samalla chéattailee muiden
lasnaolijoidan kannssa luennolla esitettavista kRygisista.

Muita hulluja ideoita:

-sivuille my6s kurssia sponsoroivan yrityksen fourujossa esim kesatoita, kilpailuja,
tehtavia joista voi voittaa palkintoja

-linkkeja vastaavien kurssien sivuille, esim muiksaluissa

-arvostelu ominaisuus jossa voia arvoida kurssiakea arvioita

-vapaa-ajan chat/yhteis6 kurssin opiskelijoillel @staa/myyda tavaraa, hakea opiskelu
seuraa yms...
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Student 2

Degree programme of information technology / majgisoftware systems / year level 7
Story frame variation A

TTY:n opiskelija ndkee sivuilla muita materiaaligkévia opiskelijoita, joista naytetaan
nimi (etunimi + sukunimi) ja kuva, mikali opiskaijon lisannyt kuvansa palveluun.
Opiskelijat luetellaan sivun vasemmassa laidasseasbka palkissa listana ja sukunimen
mukaan aakkostettuna.

Opiskelija tuli sivuille lukemaan kurssimateriaalieska han ei ehtinyt kdyda kyseisen
viikkon luennoilla. N&dhdessdan sivuilla muita sanmaateriaalia lukevia opiskelijoita,
han paattaa kysya loytyisikd joltain luentomuigiamoja, jotka han voisi kopioida.
Opiskelija lahettdd kaikille samaa materiaalia ke viestin, jossa han kysyy
luentomuistiinpanoja. Vastausta ei kuuluu, joten iskgija paattaa kysya
luentomuistiinpanoja myos kurssin yleiselld kesklugialstalla. Kaikki kurssille
osallistuvat ndkevat yleiselle keskustelualuedtetyt viestit. Mahdolliset vastausviestit
tulevat sitten aikanaan lahetetyn viestin alle ja Khetetddn myds opiskelijan
sahkopostiin.

Viestien lahettdmisen jalkeen opiskelija avaa mpdbdossa olevat luentokalvot ja lataa
ja tallentaa ne myods omalle tietokoneelleen. Miké@honkin opiskelijan lahettam&an
viestiin tulee vastausviesti silloin, kun opiskalipn kirjautuneena kurssin sivuille,
naytetdan opiskelijalle pop-up ikkuna "'Vastaustriesmapunut™, jota klikkaamalla

opiskelija paasee lukemaan viestia. Kalvot luettuagiskelija sulkee selainikkunan (ja
samalla hanet kirjataan ulos sivuilta).

Student 3

Degree programme of information technology / majgisoftware systems / year level 6
Story frame variation A

Opiskelija tarkastaa, onko samalla kurssilla h&nalttuja ihmisid. Jos kurssilla on
ryhmassa tehtava harjoitustyd, han ottaa yhteytttiuibin henkildihin ryhman
perustamiseksi. Jos tuttuja ihmisid ei 10ydy, keiga alkaa tutkia muiden
opiskelijoiden profilleja 16ytddkseen harjoitustyimaan mielenkiintoisia tai
motivoituneita ihmisia.
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Student 4

Degree programme of information technology / masoftware science / year level 5
Story frame variation B

Han vilkaisee mitd keskustelu koskee ja jatkaarhik&a jos se on hanta kiinnostava.
Sen jalkeen han rupeaa lukemaan sivuilta [oytywi&smateriaalia. Han saattaa palata
lukemaan keskustelua mydhemmin uudelleen jos n&é&aetarpeelliseksi, tai han voi
jopa itse osallistua keskusteluun jos hénella otaino kysyttavad tai sanottavaa
kurssimateriaaliin liittyen.

Student 5

Degree programme of automation science / majomfigvare systems / year level 5
Story frame variation B

Yksi vaihtoehto on tietenkin etté laiskana opigkela héan ei tee mitaan. :) Jos kuitenkin
oletetaan ettd kyseessd on asiasta jonkin verramndstunut opiskelija, han
mahdollisesti ensin tutustuu siihen mitd muut owanoneet materiaalista. Jos
materiaalisivulla on lueteltu esim. useita kursaihepiiriin liittyvia kirjoja, opiskelija
voi lukea keskustelun viesteja loytaakseen vinklsjt mika kirja olisi lukemisen
arvoinen. Lisdksi han voi etsid viesteista vinkkejfien 10ytyykd materiaalista tietoa
johonkin tiettyyn kurssin aihealueeseen.

Jos opiskelija on itse tutustunut materiaaliin, Rénesittaa siita mielipiteitd. Oliko se
hyodyllista jne. Parhaimmillaan keskustelua voigntga myds itse aiheista. Mikali
keskusteluun osallistuisi myds esim. kurssin vetdjaisi syntyd opettavaistakin
keskustelua. Tallainen keskustelu voisi auttaa yrtam#@an materiaalissa mahdollisesti
esiintyvia vaikeaselkoisia kohtia. Myo6s kaikenlainasiaa taustoittava, laajemmin
valaiseva tai kaytant6on soveltava keskustelu adigiparhaimmillaan mahdollista.
Yhtena vaihtoehtona voisi olla myods ettd opiskedigttadd vaihtoehtoista materiaalia,
mikali h&n on itse tutustunut tallaiseen. Keskudtahava voisi mahdollistaa myo6s
kritiikin esittAmisen materiaalia kohtaan. Jos ma#din joukossa on esim. kurssin
vetdjan itse tuottamaa materiaalia, keskustelukanenisi olla parhaimmillaan myds
mahdollisuus taman materiaalin kehittdmiseen.
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Student 6

Degree programme of information technology / majusability / year level 5
Story frame variation B

Ensinnakin keskustelusta voisi tarkistaa onko neéssa virheitd, kirjoitusvirheita tai
muuten, ja miten niihin on reagoitu. Onko esimeskikorjattu jo jakeluss olevaan
versioon.

Toisaalta jos kurssin hekilostd selvasti on mukkeskustelussa voi kysya jos jonkin
kohta materiaalissa jaa epéaselvaksi.

Ellei keskustelun kautta pideta jonkinlaisia vidiligia harjoitusryhmid pitaisin

tarkeimpand ominaisuutena juuri yhteytta kurssi@ g$iten todenn&kdisimmin

materiaalin tekijoihin. En pitéisi kovinkaan miekeéintoisena lukea satunnaisia toisten
opiskelijoiden kommentteja materiaalista.

Toisaalta riippuu hyvin pitkélle aiheesta voiko t&iisyntyd muuten mielekésta
keskustelua. Joistakin vaikkapa fysiikan kaavoigiakin riittdd kovinkaan paljon
pohdittavaa. Mutta jos materiaalissa esitetaan tekipoiden ndkemyksia kasiteltavasta
aiheesta saattaisi siihen saada mielekkaitakin kemtteya ja keskustelua aikaan.

Mutta takaisin kysymykseen mitd han tekee. Matéria@a kuitenkin tenttimateriaali
sellaisenaan, joten ensimmadainen kohta lienee térkai keskustelusta tarkastaisin
l&hinna sisallén mahdollisiin virheisiin tai puusien liittyvat kommentit, en niinkaan
etsisi toisten opiskelijoiden kommentteja.



