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Abstract. This paper presents and outlines the demonstration of DojoIBL, a
web-based platform that aims at nurturing communities of inquiry by support-
ing communication and collaboration with emerging technological affordances.
The manuscript briefly elaborates on the theoretical underpinning of DojoIBL
and describes the functionalities supported. It concludes anticipating the follow
up implementation which will consist on the integration of role support in Do-
joIBL.
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1 Introduction

The study [1] emphasized the collaborative nature of learning, arguing that the crea-
tion of knowledge can be explained as products of social interactions. Inquiry-based
learning (IBL) [2] is certainly this, a collaborative process where students engage in
social interactions to co-create knowledge around shared essential questions. Nowa-
days, these processes are supported by technology, which offers a whole new range of
possibilities for learning. Yet, not all have been explored in the context of IBL.
Hence, based on existing initiatives [3,4,5] and studies, this demo paper presents Do-
joIBL, a platform to nurture communities of inquires [6,7], which combine essential
inquiry elements with emerging technological affordances to support collaboration.

Inquiry-based learning is a methodology that often is characterized as a collabora-
tive process where participants co-create knowledge by engaging in social interac-
tions [8,9,10]. This was adequately coined in [6] with the term Community of Inquiry
(Col) [6,7], which emphasizes that the creation of knowledge occurs within a social
context and it requires social interactions among participants with different back-
ground information.

2 DojoIBL affordances

DojoIBL is a Learning Content Management System, where students construct
knowledge collaboratively using afomic inquiry elements to structure the inquiry
processes. In DojoIBL, users design blueprints or templates of inquiries, meaning that
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different groups of students can work with the same inquiry structure in different
topics. Those inquiry structures are organized in phases, which represents the steps
that the students need to follow in the inquiry. Figure 1 shows how the inquiry phases
are represented in DojoIBL.
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Fig. 1. Visualization of the inquiry process on the Colony on Mars activity

Within the inquiry phases, users can add specific atomic inquiry elements that are
defined as the smallest re-usable type of resource available in DojoIBL to support
specific pedagogical affordance. Currently, DojoIBL provides six type of elements:

* Discussion: forms the simplest type of activity which is based on plain text.
Students can find a description, a story or a definition that inspire them about
the specific topic.

* Research question: is an essential part of IBL where students collaboratively
work around a shared question or topic.

* Data collection: enables the visualization and upload of data to DojoIBL.

* Concept map: concept mapping helps students to represent and organize
knowledge and concepts around a topic.

* External plugin: enables the integration of external widgets repositories like
GoLabs [5]. Those widgets provide the possibility to conduct scientific exper-
iments in a virtual environment.

*  Multimedia: similar to discussion activity but it adds the possibility to incorpo-
rate a multimedia element to inspire students.

Every atomic inquiry element is supported by a discussion functionality that the
students can used to reflect, share and discuss about the activity itself.

Comparing DojoIBL with other existing platform, it adds value to the students’ ex-
perience by integrating emerging technological affordances to support collaborative
inquiries. The instant messaging system offers a contextualized communication chan-
nel to enable just in time text-based communications. It addressed, the three essential
components of any educational transaction [11,12,13]; cognitive, social and teacher
presence. In addition, DojoIBL implements an inquiry timeline and a notification



system. They complement the support of collaboration by offering functionality to
enable collaborative awareness. Two, social and action awareness, out of three types
of awareness described in [14] are supported in DojoIBL. The third one, activity
awareness will be addressed in future development cycles.

Additionally, DojoIBL implements a notification system and an inquiry timeline.
Both the timeline and the notification system, promote collaboration awareness based
on social, action and activity awareness described in [15]. Inspired by patterns found
in current existing social networks, DojoIBL integrates several functionalities to facil-
itate students’ collaboration and communication combined with atomic inquiry ele-
ments.

3 Conclusions and future work

This manuscript presented DojoIBL, a Learning Content Management System that
aims at nurturing ‘Community of Inquiry’ (Col), by helping students to co-create
knowledge through social interactions. It combined essential elements to support in-
quiry-based learning (IBL) with social collaborative tools in order to facilitate better
collaborative processes. In short, DojoIBL focused on adding value to teachers and
students’ IBL experiences by providing a simple, intuitive and flexible tool.

As a future work, DojoIBL will implement the integration of role support [16] to
enable testing the role taking strategy in Col.

To conclude, this manuscript contributed DojoIBL, an open source platform that
aims at fostering communities of inquiry for driving students’ success facilitating the
acquisition of the so called 21 century skills, e.g. communication and collaboration.

References

1. Vygotsky, Lev (1978). Mind in Society. London: Harvard University Press.

2. Bruder, R., Prescott, A.: Research evidence on the benefits of IBL. ZDM. 45, 811-822
(2013)

3. Mikroyannidis, A., Okada, A., Scott, P., Rusman, E., Specht, M., Stefanov, K., Boytchev,
P.: weSPOT: A Personal and Social Approach to Inquiry-Based Learning. Journal of Uni-
versal Computer Science, 19(14), 2093-2111 (2013)

4. Mulholland, P., Anastopoulou, S., Collins, T., Feisst, M., Gaved, M., Kerawalla, L., Pax-
ton, M., Scanlon, E., Sharples, M., Wright, M.: nQuire: Technological Support for Person-
al Inquiry Learning. IEEE Trans. Learn. Technol. 5, 157-169 (2012)

5. Gillet, D., de Jong, T., Sotirou, S., Salzmann, C.: Personalized learning spaces and federat-
ed online labs for STEM Education at School. 2013 IEEE Global Engineering Education
Conference (EDUCON). s. 769-773. IEEE (2013)

6. Peirce, C., Buchler, J.: Philosophical Writings of Peirce: Selected and Edited, with and In-
troduction, by Justus Buchler. (1955)

7. Pardales, M.J., Girod, M.: Community of Inquiry: Its past and present future. Educ. Philos.
Theory. 38, 299-309 (2006)



10.

11.

12.

13.

14.

15.

16.

Scardamalia, M., Bereiter, C.: Higher Levels of Agency for Children in Knowledge Build-
ing: A Challenge for the Design of New Knowledge Media. Journal of Learning Science 1,
37-68 (1991)

Dillenbourg, P.: What do you mean by collaborative learning. Collaborative-learning:
Cognitive and computational approaches 1, 1-15 (1999)

Bell, T., Urhahne, D.: Collaborative inquiry learning: Models, tools, and challenges. Inter-
national Journal of Science Education, 32(3), 349-377 (2010)

Garrison, D., Anderson, T., Archer, W.: Critical thinking, cognitive presence, and comput-
er conferencing in distance education. Am. J. Distance Educ. 15, 7-23 (2001)

Rourke, L., Anderson, T.: Assessing social presence in asynchronous text-based computer
conferencing. Int. J. Distance Education 14(3), 51-70 (2007)

Anderson, T., Rourke, L., Garrison, D., Archer, W.: Assessing teaching presence in a
computer conferencing context. (2001)

Carroll, J., Neale, D., Isenhour, P., Rosson, M., McCrickard, D.: Notification and aware-
ness: synchronizing task-oriented collaborative activity. Int. J. Hum. Comput. Stud. 58,
605-632 (2003)

Carroll, J., Rosson, M., Convertino, G., Ganoe, C.: Awareness and teamwork in computer-
supported collaborations. Interact. Comput. 18, 21-46 (2006)

Strijbos, J.-W., De Laat, M.F.: Developing the role concept for computer-supported col-
laborative learning: An explorative synthesis. Comput. Human Behav. 26, 495-505 (2010)



DojoIBL presentation

Angel Suarez, Stefaan Ternier, Fleur Prinsen & Marcus Specht

Welten Institute, Open University of the Netherlands, Heerlen, The Netherlands
{angel.suarez,stefaan.ternier, fleur.prinsen,marcus.specht}@ou.nl

DojoIBL is a web-based platform, thus only a laptop/smartphone/tablet with internet
connection is needed to use it. DojoIBL has been designed and developed to nurture
and foster collaborative inquiry-based learning process. However, the inquiries can
also be used for other purposes. For example, to facilitate a shared common ground
around a specific topic e.g. 11™ European conference on Technology Enhanced
Learning, in which participants can leave their comments, ideas, opinions about
presentations of session of the conference.

Having this in mind, the idea is to have an inquiry for the EC-TEL 2016, in which
all the presentations could have an individual place (in DojoIBL terminology an activ-
ity) to let the people ask questions, discuss or just give feedback to the presenters. In
order to facilitate things, the inquiry will have a code. Visitors will only need to have
the link to DojoIBL, register (less than 1 minute) and paste the code that will give
them immediate access to the inquiry.

The practical issues like, creating the inquiry, creating the activities for each of the
presentations at the conference will be less than 10 minutes of work as soon as I have
access to the conference program.



