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Collaboration in a Multi-media School 

Introduction     

Techniques used to enhance motivation in students occurred from the beginning of 

education to improve the transference of knowledge to students. Some of the more traditional 

means included using stories to enhance a student’s ability to learn English as a foreign language 

(Li & Seedhouse, 2010) or using inquiry techniques to democratically promote student 

participation in class activities (Wilhelm & Wilhelm, 2010). As technology has progressed, new 

means for increasing motivation have been explored. When trying to engage students, Hoffman 

and Nadelson (2010) showed that the framework of multi-level simulation games had a 

beneficial effect with regards to learning. The social aspect of these games allowed student to 

discover the knowledge on their own terms.  

Constructivism and Student Learning      

Constructivism as a learning theory can be traced back to Piaget, although there have 

been many thinkers, writers and teachers that have influenced it. The premise behind 

constructivism was that to know something was not the result of passive intake of information, 

but rather the active involvement of an individual with a specific activity led to increased 

knowledge about that activity (Glasersveld, 1981). The author did not state what constructivism 

was not, a method of teaching, but rather what it was, a theory about how the mind operated. 

Although constructivism was not pedagogy, it shaped philosophies towards teaching. Since 

constructivism stressed the importance of the knowledge, beliefs and skills that each student 

brought to the learning experience, a teacher tailored the activity to ensure that each participant 

contributed to the learning experience (Garbett, 2011). 



MOTIVATION 
	  

3	  

This idea broke down the concept of constructivism from a predominantly singular 

activity to an immersive learning event done as a group, which was known as social 

constructivism. This specific facet of constructivism stated that it was the collaboration of 

individuals that allowed meaningful learning to take place (Kim, 2006). Every participant 

theoretically had their own strengths and weaknesses and that the culture and background was at 

least partially responsible for this. As each student brought something unique to the table, 

collaboration allowed for a deeper learning experience for all involved (Kim, 2006). This was an 

idea that was also examined by Bose (2010) in an attempt to determine whether students 

preferred teamwork or individualized activities involving Web 2.0 learning. The author found 

that although the New Delhi school system did not have a plan in place for collaborative 

learning, the students actually preferred work. This lead to a recommendation that they start 

implementing Web 2.0 learning, with an emphasis on collaborative work.  

Another sub-genre of constructivism, with similarities to social constructivism, was 

situated learning, a pedagogical strategy that used a community of participants that engaged in 

the learning process together (Lave & Wenger, 1991). Goel, Johnson, Junglas and Ives (2010) 

identified and measured four components to situated learning. The first component to situated 

learning was thematic focus. The authors noted that whenever individuals interacted with each 

other, the discussion usually focused on a particular theme.  This emphasis on specificity allowed 

for a greater comprehension of a particular subject. The second factor was cognitive absorption. 

Goel et al. (2010) stated that this occurred when individuals submerged themselves into a subject 

in order to learn without distraction, which resulted in pleasure from the information and 

gratification from the act of learning it. The third, social structure, developed naturally between 

the individuals of a group, which was unlike an imposed group structure. The authors found that 
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through this structure, member’s strengths and weaknesses emerged allowing for roles to become 

clearer and the level of participation, the final component, increased from person to person. The 

authors contended that if one was to use situated learning, all four components needed to be 

addressed together, rather than tackled individually. These four models brought forth the idea 

that one should not look at the outcome of learning, but rather the process of learning.  

Techniques to Enhance Motivation 

The techniques used to enhance motivation are many, and the reasons these techniques 

worked are just as varied.  Hoffman and Nadelson (2010) found that the social aspect of 

simulation games allowed students to discover the knowledge on their own terms while engaging 

and being engaged with the learning process. Dalgano and Lee (2010) found that there were 

many features to 3-D virtual environments that were beneficial to students, the most important 

being that the interface was easy to use and that the student was able to interact with objects and 

people within the virtual realm. Dreher and Dreher (2010) used this ability to their advantage and 

were able to have their students actually record themselves interacting with these objects and 

each other to create machinima productions. Li and Seedhouse (2010) attempted to make their 

story based approach more viable by assigning to it several features, including creating pre, in 

and post-story stages and carefully controlling the target language to maximize efficiency. 

Wilhelm and Wilhelm (2010) supported Li and Seedhouse by developing the three steps that 

framed the inquiry curricula to fit in to; identifying a driving question, identifying projects that 

allowed students to demonstrate different aspects of expertise and sequencing activities in such a 

way that guided students from the known to the unknown. 

Li and Seedhouse (2010) found that while students took a more active role in learning the new 

language, this was tempered by the fact that most of the discourse occurred in the first language. 
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However, Dreher and Dreher (2010) discovered that although there were some improvements that needed 

to be made, the use of virtual environments and machinima was a sufficient combination of tools that 

helped maintain their enthusiasm through the conclusion of their program. Hoffman and Nadelson (2010) 

noted that socialization needs were met through the act of video gaming, aspects of control and different 

challenges went hand in hand with engagement and subjects that used these methods to learn developed a 

sense of satisfaction, contentment and accomplishment. In addition to Hoffman and Nadelson (2010) 

Dalgano and Lee (2010) showed some of the distinctive attributes of 3-D virtual learning environments 

and how these benefit the people trying to learn using this particular medium. Wilhelm and Wilhelm 

(2010) found that students often found more intrinsic motivation in subjects approached outside of 

traditional learning environments.  This was in part because it was easier for them to achieve a sense of 

flow, Goel, Johnson, Junglas and Ives (2010) called Cognitive Absorption, an immersive experience that 

gave the individual a clear purpose, a challenge, a sense of control, focus and social interaction. This 

process maximized the students learning efficiency and allowed them to deal with less frivolous 

information while learning more than they would in a traditional learning environment. 

Learning Through Collaboration 

Although collaborative learning was gaining traction with regards to learning contexts, 

there were several problems that needed to be addressed (Järvelä & Häkkinen, 2005).  Järvelä 

and Häkkinen (2005) noted that the complexities of collaborative learning could have a hard time 

being implemented into traditional institutions of learning that already had systems in place. A 

group of students that Rozenszayn and Assaraf (2011) concentrated their discussions on a 

concept called knowledge construction. The authors grouped students together who had similar 

learning abilities. The teacher also had an important part to play, guiding the students through 



MOTIVATION 
	  

6	  

problems, dispelling misconceptions and acted as a conduit between low-ability and high-ability 

students. Online students have found it difficult to collaborate effectively as well.  

Iqbal, Kousar and Rahman (2011) found that early development of collaborative systems 

helped students and teachers for a positive interdependence on one another while it promoted 

group discussion and honed teamwork skills. The authors also noted that when successful 

collaborative strategies are applied, self-esteem and confidence increased.  When self-esteem and 

confidence are increased, the student’s ability to retain the relevant information increased 

considerably. Bose (2010) stated that for collaboration to be implemented correctly, intervention 

from the teacher is imperative. Bose (2010) theorized that students, when left to their own 

devices, would contribute equally to the discussion was idealistic. Huang-Yao (2011) took 

collaboration a step further and introduced 2 types of collaboration. The author’s first method 

was more traditional; group based collaboration. The second, idea-centered collaboration proved 

that different pedagogies could cross boundaries, as this was very similar to what Goel, Johnson, 

Junglas and Ives (2010) described as thematic focus. 

Conclusion 
 

Some of the techniques used needed a few improvements and not all techniques would 

work on all students, but all of these produced overall positive results with regards to motivation. 

Although differed in application, the core of the message was the same. This message was 

alternative means of teaching could be a useful tool to engage otherwise unmotivated students. 

This could not be done without a plan however. Collaboration to be implemented correctly, 

intervention from the teacher was imperative. Students, when left to their own devices, would 

contribute equally to the discussion was idealistic. Students would usually have to be motivated 

to collaborate, either intrinsically or extrinsically and the teacher could implement methods to aid 
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with the latter. Motivation through collaboration was not new, the changes that technology made 

to this method was acknowledged. There was success integrating technology with collaboration. 

As pedagogies advanced, so to did technology. It was discovered that technology, when 

implemented well could serve as a catalyst for motivation. 
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