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3. Introduction / Overview

E-Learning aims to enrich learning by blending traditional and innovative learning models; conceptualizing courseware in multiple media; standardizing interoperable content representation; personalizing learning experiences to custom learning devices; integrating administrative functionalities with other academic units; and not the least, ensuring expected quality of learning. An underlying theme that pervades all of these technological, sociological, and cognitive aspirations is e-Pedagogy. This tutorial will focus introduce recent advances in e-Pedagogy, with real-world, hands-on examples from a number of toolkits. The toolkits include a metacognition-enabled study environment (gStudy), a theory-centric discussion tool (TextWeaver), a knowledge engineering toolkit for instructors (Semnet+gChat), and a real-time ontological knowledge dissemination environment (MI-EDNA & MICE). The goal for the tutorial is to introduce the audience to recent advances in educational technologies pertaining to pedagogy. Specifically, the audience will be given hands-on exposure to these toolkits to take home the idea that e-Pedagogy is real and is ready for the real world. 
4. Audience Profile

· Educators, 

· Technologists, and

· Administrators, interested in implementing eLearning 

The target audience for this tutorial would be people interested in learning about e-Pedagogy models and how these models have been implemented using a variety of toolkits. Those with prior knowledge of other models may also wish to attend in order to compare models. We can assist participants with determining their own e-Pedagogy infrastructure requirements. 
5. Session Objectives

· To provide an extensive overview of multi-faceted e-Pedagogy models in the context of a post-secondary institution

· To examine the necessary components of e-Pedagogy

· To demonstrate select artifacts which support e-Pedagogy

· To highlight research and development in next-generation e-Pedagogy
6. Description

Infusion of technology in educational contexts must underlie reliable pedagogical assumptions to ensure quality of application of the technology. This tutorial will introduce a range of technological applications and present how each technology is enhanced with e-Pedagogy. 

As the principal form of computer supported human interaction, discussion plays a vital role. Text-based asynchronous communication provides a powerful means for collaborating with others, for wider participation, and for facilitating reflective thinking. However, after so many years of online education, improvements to discussion forums are still modest. The fairly primitive discourse structures underlying most systems limit the state of art of computer-mediated communication. We propose that e-Pedagogy interventions and design structures must be implemented for group communication so that ideas and knowledge generated through discussion can be recaptured, enhanced, and represented to the participants rather than simply being stored on the server and regurgitated to the participants.

Self-regulation refers to how learners are able to define tasks, set goals for learning, articulate plans to reach task goals, enact tactics and strategies to direct learning, and adapt learning approaches based on monitoring and evaluating learning processes and outcomes. When learners are given a task, information they gather while working on a task provides an opportunity for feedback both about products that are generated through studying (notes or highlights) or task products resulting from studying (i.e, a response to a question from a fellow learner). In this context, this tutorial will introduce gStudy, a software toolkit designed to support learners in their use of self-regulated learning strategies. 

Educational technology necessitates different degrees of adaptation from learners with different amounts of expertise. Therefore, learning tools must emphasize built-in help facilities to handle such impasses, at real time. Here, we present a discussion on the need for pedagogy-oriented support for learners when they seek help. Also, we present how learners’ online interactions have been captured in an ontology at real time and how interpretations of the ontological structures have helped us provide timely feedback to learners. 
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