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In the current educational environment, there has been a shift towards online learning
as a replacement for the traditional in-person classroom experience. With this new
environment comes new technologies, benefits, and challenges for providing courses to
students through an entirely digital environment. With this shift comes the necessary
research on how to utilize these online courses and how to develop effective online
educational materials that fit student needs and encourage student learning, motivation,
and success. The optimization of these online tools requires a deeper look into
curriculum, instructional design, teaching techniques, and new models for student
assessment and evaluation. Information on how to create valuable online course
content, engaging lesson plans for the digital space, and meaningful student activities
online are only a few of many current topics of interest for promoting student
achievement through online learning. The Research Anthology on Developing Effective
Online Learning Courses provides multiple perspectives on how to develop engaging
and effective online learning courses in the wake of the rapid digitalization of education.
This book includes topics focused on online learners, online course content, effective
online instruction strategies, and instructional design for the online environment. This
reference work is ideal for curriculum developers, instructional designers, IT
consultants, deans, chairs, teachers, administrators, academicians, researchers, and
students interested in the latest research on how to create online learning courses that
promote student success.
The papers in this volume comprise the refereed proceedings of the conference Articial Intelligence in Theory and Practice (IFIP AI 2010), which formed part of the 21st
World Computer Congress of IFIP, the International Federation for Information Pressing (WCC-2010), in Brisbane, Australia in September 2010. The conference was
organized by the IFIP Technical Committee on Artificial Int- ligence (Technical
Committee 12) and its Working Group 12.5 (Artificial Intelligence Applications). All
papers were reviewed by at least two members of our Program Committee. - nal
decisions were made by the Executive Program Committee, which comprised John
Debenham (University of Technology, Sydney, Australia), Ilias Maglogiannis (University
of Central Greece, Lamia, Greece), Eunika Mercier-Laurent (KIM, France) and myself.
The best papers were selected for the conference, either as long papers (maximum 10
pages) or as short papers (maximum 5 pages) and are included in this volume. The
international nature of IFIP is amply reflected in the large number of countries
represented here. I should like to thank the Conference Chair, Tharam Dillon, for all his
efforts and the members of our Program Committee for reviewing papers under a very
tight de- line.
With the ongoing development of algorithmic composition programs and communities of
practice expanding, algorithmic music faces a turning point. Joining dozens of emerging
and established scholars alongside leading practitioners in the field, chapters in this
Handbook both describe the state of algorithmic composition and also set the agenda
for critical research on and analysis of algorithmic music. Organized into four sections,
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chapters explore the music's history, utility, community, politics, and potential for mass
consumption. Contributors address such issues as the role of algorithms as coperformers, live coding practices, and discussions of the algorithmic culture as it
currently exists and what it can potentially contribute society, education, and
ecommerce. Chapters engage particularly with post-human perspectives - what new
musics are now being found through algorithmic means which humans could not
otherwise have made - and, in reciprocation, how algorithmic music is being assimilated
back into human culture and what meanings it subsequently takes. Blending technical,
artistic, cultural, and scientific viewpoints, this Handbook positions algorithmic music
making as an essentially human activity.
A systematic presentation of activity theory, its application to interaction design, and an
argument for the development of activity theory as a basis for understanding how
people interact with technology. Activity theory holds that the human mind is the
product of our interaction with people and artifacts in the context of everyday activity.
Acting with Technology makes the case for activity theory as a basis for understanding
our relationship with technology. Victor Kaptelinin and Bonnie Nardi describe activity
theory's principles, history, relationship to other theoretical approaches, and application
to the analysis and design of technologies. The book provides the first systematic entrylevel introduction to the major principles of activity theory. It describes the accumulating
body of work in interaction design informed by activity theory, drawing on work from an
international community of scholars and designers. Kaptelinin and Nardi examine the
notion of the object of activity, describe its use in an empirical study, and discuss key
debates in the development of activity theory. Finally, they outline current and future
issues in activity theory, providing a comparative analysis of the theory and its leading
theoretical competitors within interaction design: distributed cognition, actor-network
theory, and phenomenologically inspired approaches.
"This multiple-volume publication advances the emergent field of mobile computing
offering research on approaches, observations and models pertaining to mobile devices
and wireless communications from over 400 leading researchers"--Provided by
publisher.
Provides an overview of international developments in urban ecology, with many
examples from cities worldwide. In addition, this book presents a unique exchange of
experiences and ideas, with a focus on cooperation between researchers and those
involved in putting ideas into practice. Topics include: aims and standards for ecological
cities; the integration of ecologial, economic, social and cultural aspects; land use as a
controlling factor; ecologically responsible mobility; and the integration of nature and
landscape into urban development.
This book highlights cutting-edge ecodesign research, covering product and service
design, smart manufacturing, and social perspectives in ecodesign. Featuring selected
papers presented at EcoDesign 2019: 11th International Symposium on
Environmentally Conscious Design and Inverse Manufacturing, it also includes diverse,
interdisciplinary approaches to foster ecodesign research and activities. In the context
of Sustainable Development Goals (SDGs), it addresses the need for the
manufacturing industry to design innovations for sustainable value creation, taking into
account technological developments, legislation, and consumer lifestyles. Further, the
book discusses the concept of circular economy, which originated in Europe and aims
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to increase resource efficiency by shifting away from the linear economy. Focusing on
product life cycle design and management, smart manufacturing, circular economy, and
business strategies, and providing useful approaches and solutions to these emerging
concepts, this book is intended for both researchers and practitioners working in the
broad field of ecodesign and sustainability.
Activity-Centered DesignAn Ecological Approach to Designing Smart Tools and Usable
SystemsMIT Press
An analysis of the occupational factors that shape the technology choices made by
people who perform the same type of work. Why do people who perform largely the
same type of work make different technology choices in the workplace? An automotive
design engineer working in India, for example, finds advanced information and
communication technologies essential, allowing him to work with far-flung colleagues; a
structural engineer in California relies more on paper-based technologies for her
everyday work; and a software engineer in Silicon Valley operates on multiple digital
levels simultaneously all day, continuing after hours on a company-supplied home
computer and network connection. In Technology Choices, Diane Bailey and Paul
Leonardi argue that occupational factors—rather than personal preference or purely
technological concerns—strongly shape workers' technology choices. Drawing on
extensive field work—a decade's worth of observations and interviews in seven
engineering firms in eight countries—Bailey and Leonardi challenge the traditional views
of technology choices: technological determinism and social constructivism. Their
innovative occupational perspective allows them to explore how external forces shape
ideas, beliefs, and norms in ways that steer individuals to particular technology
choices—albeit in somewhat predictable and generalizable ways. They examine three
relationships at the heart of technology choices: human to technology, technology to
technology, and human to human. An occupational perspective, they argue, helps us
not only to understand past technology choices, but also to predict future ones.
Learner-centered teaching is a pedagogical approach that emphasizes the roles of
students as participants in and drivers of their own learning. Learner-centered teaching
activities go beyond traditional lecturing by helping students construct their own
understanding of information, develop skills via hands-on engagement, and encourage
personal reflection through metacognitive tasks. In addition, learner-centered classroom
approaches may challenge students’ preconceived notions and expand their thinking
by confronting them with thought-provoking statements, tasks or scenarios that cause
them to pay closer attention and cognitively “see” a topic from new perspectives. Many
types of pedagogy fall under the umbrella of learner-centered teaching including
laboratory work, group discussions, service and project-based learning, and student-led
research, among others. Unfortunately, it is often not possible to use some of these
valuable methods in all course situations given constraints of money, space, instructor
expertise, class-meeting and instructor preparation time, and the availability of prepared
lesson plans and material. Thus, a major challenge for many instructors is how to
integrate learner-centered activities widely into their courses. The broad goal of this
volume is to help advance environmental education practices that help increase
students’ environmental literacy. Having a diverse collection of learner-centered
teaching activities is especially useful for helping students develop their environmental
literacy because such approaches can help them connect more personally with the
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material thus increasing the chances for altering the affective and behavioral
dimensions of their environmental literacy. This volume differentiates itself from others
by providing a unique and diverse collection of classroom activities that can help
students develop their knowledge, skills and personal views about many contemporary
environmental and sustainability issues. ? ? ?
This state-of-the-art book explores the implications of contemporary trends that are
shaping the future of museum experiences. In four separate sections, it looks into how
museums are developing dialogical relationships with their audiences, reaching out
beyond their local communities to involve more diverse and broader audiences. It
examines current practices in involving crowds, not as passive audiences but as active
users, co-designers and co-creators; it looks critically and reflectively at the design
implications raised by the application of novel technologies, and by museums becoming
parts of connected museum systems and large institutional ecosystems. Overall, the
book chapters deal with aspects such as sociality, creation and sharing as ways of
enhancing dialogical engagement with museum collections. They address designing
experiences – including participatory exhibits, crowd sourcing and crowd mining – that
are meaningful and rewarding for all categories of audiences involved. Museum
Experience Design reflects on different approaches to designing with novel
technologies and discusses illustrative and diverse roles of technology, both in the
design process as well as in the experiences designed through those processes. The
trend of museums becoming embedded in ecosystems of organisations and people is
dealt with in chapters that theoretically reflect on what it means to design for
ecosystems, illustrated by design cases that exemplify practical and methodological
issues in doing so. Written by an interdisciplinary group of design researchers, this
book is an invaluable source of inspiration for researchers, students and professionals
working in this dynamic field of designing experiences for and around museums.
The Internet has transformed higher education by changing the way universities and
colleges teach students. As a result, many institutions are struggling to understand how
the next generation of Internet technologies, including Web 2.0, multimedia, virtual
presence, gaming, and the proliferation of mobile devices, will impact their students and
infrastructures. .edu: Technology and Learning Environments in Higher Education
discusses how higher education institutions can use these technologies to enable
learning environments. In the future, students will have complete access to any higher
education resource, including expert scholars, lectures, content, courseware,
collaborative dialogues, information exchanges, hands-on learning, and research - no
matter where they are located. If fully enabled, this new learning environment will blur
the lines between on- and off-campus experiences and remove barriers to learning and
research - greatly improving the quality of education for students globally.
Design is changing, and to educate the next generation of designers, these changes
need to be addressed. In light of the growing role research and interdisciplinary
collaboration play in contemporary design performance, Design Integrations calls for an
innovative shake up in design education. Poggenpohl asserts that design research is
developed through a typology within academic and business contexts, and follows
different research theories and strategies. Such issues in design collaboration are
explored in-depth, with essays on an inter-institutional academic project, cross-cultural
learning.
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An examination of the shift to context-based human-computer interaction design
practice, illuminated by the concepts of Activity Theory and related methods. The shift
in the practice of human-computer interaction (HCI) Design from user-centered to
context-based design marks a significant change in focus. With context-based design,
designers start not with a preconceived idea of what users should do, but with an
understanding of what users actually do. Context-based design focuses on the situation
in which the technology will be used—the activities relating to it and their social contexts.
Designers must also realize that introduction of the technology itself changes the
situation; in order to design workable systems, the design process must become
flexible and adaptive. In Activity-Centered Design, Geri Gay and Helene Hembrooke
argue that it is time to develop new models for HCI design that support not only
research and development but also investigations into the context and motivation of
user behavior.Gay and Hembrooke examine the ongoing interaction of computer
systems use, design practice, and design evaluation, using the concepts of activity
theory and related methods as a theoretical framework. Among the topics they discuss
are the reciprocal relationship between the tool and the task, how activities shape the
requirements of particular tools and how the application of the tools begins to reshape
the activity; differing needs and expectations of participants when new technology is
introduced, examining in particular the integration of wireless handheld devices into
museums and learning environments; and the effect of the layout of the computing
space on movement, function, and social interaction. Gay and Hembrooke then apply
their findings on the use of technology in everyday contexts to inform future HCI design
practice.
With the increasingly complex and ubiquitous data available through modern
technology, digital information is being utilized daily by academics and professionals of
all disciplines and career paths. Information Seeking Behavior and Technology
Adoption: Theories and Trends brings together the many theories and meta-theories
that make information science relevant across different disciplines. Highlighting theories
that had their base in the early days of text-based information and expanding to the
digitization of the Internet, this book is an essential reference source for those involved
in the education and training of the next-generation of information science
professionals, as well as those who are currently working on the design and
development of our current information products, systems, and services.
Why employees of pioneering Internet companies chose to invest their time, energy,
hopes, and human capital in start-up ventures. In the dot-com boom of the late 1990s,
employees of Internet startups took risks—left well-paying jobs for the chance of striking
it rich through stock options (only to end up unemployed a year later), relocated to
areas that were epicenters of a booming industry (that shortly went bust), chose the
opportunity to be creative over the stability of a set schedule. In Venture Labor, Gina
Neff investigates choices like these made by high-tech workers in New York City's
“Silicon Alley” in the 1990s. Why did these workers exhibit entrepreneurial behavior in
their jobs—investing time, energy, and other personal resources that Neff terms
“venture labor”—when they themselves were employees and not entrepreneurs? Neff
argues that this behavior was part of a broader shift in society in which economic risk
shifted away from collective responsibility toward individual responsibility. In the new
economy, risk and reward took the place of job loyalty, and the dot-com boom helped
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glorify risks. Company flexibility was gained at the expense of employee security.
Through extensive interviews, Neff finds not the triumph of the entrepreneurial spirit but
a mixture of motivations and strategies, informed variously by bravado, naïveté, and
cold calculation. She connects these individual choices with larger social and economic
structures, making it clear that understanding venture labor is of paramount importance
for encouraging innovation and, even more important, for creating sustainable work
environments that support workers.
"This book provides a comprehensive understanding and coverage of the various
theories, models and related research approaches used within IS research"--Provided
by publisher.
An exploration of a new division of labor between machines and humans, in which
people provide value to the economy with little or no compensation. The
computerization of the economy—and everyday life—has transformed the division of
labor between humans and machines, shifting many people into work that is hidden,
poorly compensated, or accepted as part of being a “user” of digital technology.
Through our clicks and swipes, logins and profiles, emails and posts, we are, more or
less willingly, participating in digital activities that yield economic value to others but
little or no return to us. Hamid Ekbia and Bonnie Nardi call this kind of participation—the
extraction of economic value from low-cost or free labor in computer-mediated
networks—“heteromation.” In this book, they explore the social and technological
processes through which economic value is extracted from digitally mediated work, the
nature of the value created, and what prompts people to participate in the process.
Arguing that heteromation is a new logic of capital accumulation, Ekbia and Nardi
consider different kinds of heteromated labor: communicative labor, seen in usergenerated content on social media; cognitive labor, including microwork and selfservice; creative labor, from gaming environments to literary productions; emotional
labor, often hidden within paid jobs; and organizing labor, made up of collaborative
groups such as citizen scientists. Ekbia and Nardi then offer a utopian vision:
heteromation refigured to bring end users more fully into the prosperity of capitalism.
How the shift toward "technical copy protection" in the battle over digital copyright depends on
changing political and commercial alignments that are profoundly shaping the future of cultural
expression in a digital age. While the public and the media have been distracted by the story of
Napster, warnings about the evils of "piracy," and lawsuits by the recording and film industries,
the enforcement of copyright law in the digital world has quietly shifted from regulating copying
to regulating the design of technology. Lawmakers and commercial interests are pursuing what
might be called a technical fix: instead of specifying what can and cannot be done legally with
a copyrighted work, this new approach calls for the strategic use of encryption technologies to
build standards of copyright directly into digital devices so that some uses are possible and
others rendered impossible. In Wired Shut, Tarleton Gillespie examines this shift to "technical
copy protection" and its profound political, economic, and cultural implications. Gillespie
reveals that the real story is not the technological controls themselves but the political,
economic, and cultural arrangements being put in place to make them work. He shows that this
approach to digital copyright depends on new kinds of alliances among content and technology
industries, legislators, regulators, and the courts, and is changing the relationship between law
and technology in the process. The film and music industries, he claims, are deploying
copyright in order to funnel digital culture into increasingly commercial patterns that threaten to
undermine the democratic potential of a network society. In this broad context, Gillespie
examines three recent controversies over digital copyright: the failed effort to develop copy
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protection for portable music players with the Strategic Digital Music Initiative (SDMI); the
encryption system used in DVDs, and the film industry's legal response to the tools that
challenged them; and the attempt by the FCC to mandate the "broadcast flag" copy protection
system for digital television. In each, he argues that whether or not such technical constraints
ever succeed, the political alignments required will profoundly shape the future of cultural
expression in a digital age.
Experts discuss the potential for open education tools, resources, and knowledge to transform
the economics and ecology of education.
An account of how young people in Ghana's capital city adopt and adapt digital technology in
the margins of the global economy. The urban youth frequenting the Internet cafés of Accra,
Ghana, who are decidedly not members of their country's elite, use the Internet largely as a
way to orchestrate encounters across distance and amass foreign ties—activities once limited to
the wealthy, university-educated classes. The Internet, accessed on second-hand computers
(castoffs from the United States and Europe), has become for these youths a means of
enacting a more cosmopolitan self. In Invisible Users, Jenna Burrell offers a richly observed
account of how these Internet enthusiasts have adopted, and adapted to their own priorities, a
technological system that was not designed with them in mind. Burrell describes the material
space of the urban Internet café and the virtual space of push and pull between young
Ghanaians and the foreigners they encounter online; the region's famous 419 scam strategies
and the rumors of “big gains” that fuel them; the influential role of churches and theories about
how the supernatural operates through the network; and development rhetoric about digital
technologies and the future viability of African Internet cafés in the region. Burrell, integrating
concepts from science and technology studies and African studies with empirical findings from
her own field work in Ghana, captures the interpretive flexibility of technology by users in the
margins but also highlights how their invisibility puts limits on their full inclusion into a global
network society.
How disruptions and discontinuities caused by the introduction of new technologies often
reveal aspects of practice not previously observed.
An examination of software practice in Brazil that reveals both the globalization and the
localization of software development. Software development would seem to be a quintessential
example of today's Internet-enabled “knowledge work”—a global profession not bound by the
constraints of geography. In Coding Places, Yuri Takhteyev looks at the work of software
developers who inhabit two contexts: a geographical area—in this case, greater Rio de
Janeiro—and a “world of practice,” a global system of activities linked by shared meanings and
joint practice. The work of the Brazilian developers, Takhteyev discovers, reveals a paradox of
the world of software: it is both diffuse and sharply centralized. The world of software revolves
around a handful of places—in particular, the San Francisco Bay area—that exercise substantial
control over both the material and cultural elements of software production. Takhteyev shows
how in this context Brazilian software developers work to find their place in the world of
software and to bring its benefits to their city. Takhteyev's study closely examines Lua, an open
source programming language developed in Rio but used in such internationally popular
products as World of Warcraft and Angry Birds. He shows that Lua had to be separated from
its local origins on the periphery in order to achieve success abroad. The developers,
Portuguese speakers, used English in much of their work on Lua. By bringing to light the work
that peripheral practitioners must do to give software its seeming universality, Takhteyev offers
a revealing perspective on the not-so-flat world of globalization.
"This book investigates the technology of ubiquitous computing, emerging applications and
services, and social issues vital for the successful deployment of a ubiquitous computing
application. Providing high quality, authoritative content on such topics as device design,
wireless communication, location sensing, privacy concerns, attention focus, multi-person
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interaction, and direct interaction, work patterns, it is a must-have in library
collections"--Provided by publisher.
How small-scale drones, satellites, kites, and balloons are used by social movements for the
greater good. Drones are famous for doing bad things: weaponized, they implement remotecontrol war; used for surveillance, they threaten civil liberties and violate privacy. In The Good
Drone, Austin Choi-Fitzpatrick examines a different range of uses: the deployment of drones
for the greater good. Choi-Fitzpatrick analyzes the way small-scale drones—as well as
satellites, kites, and balloons—are used for a great many things, including documenting human
rights abuses, estimating demonstration crowd size, supporting anti-poaching advocacy, and
advancing climate change research. In fact, he finds, small drones are used disproportionately
for good; nonviolent prosocial uses predominate. Choi-Fitzpatrick's broader point is that the
use of technology by social movements goes beyond social media—and began before social
media. From the barricades in Les Misérables to hacking attacks on corporate servers to the
spread of the #MeToo hashtag on Twitter, technology is used to raise awareness, but is also
crucial in raising the cost of the status quo. New technology in the air changes politics on the
ground, and raises provocative questions along the way. What is the nature and future of the
camera, when it is taken out of human hands? How will our ideas about privacy evolve when
the altitude of a penthouse suite no longer guarantees it? Working at the leading edge of an
emerging technology, Choi-Fitzpatrick takes a broad view, suggesting social change efforts
rely on technology in new and unexpected ways.
Cases on Successful E-Learning Practices in the Developed and Developing World: Methods
for the Global Information Economy provides eclectic accounts of case studies in different
contexts of e-learning.
This book is intended to help practitioners in adult education become better informed about
assessment, evaluation, and accountability as these are critical functions of administering and
running adult education programs. The book is for adult educators who have been asked to
serve on assessment committees, produce detailed reports for funders and accreditors, create
a culture of assessment within their program and organization, and/or develop reports for
accountability purposes. Section one presents an introductory overview of assessment and
evaluation in adult education. Section two gives guidance on practices for specific areas of
adult education practice, such as army military education, human resource development, and
continuing professional education. Section three provides assessment practices for adults in
higher education, with chapters dedicated to distance learning, health professions education,
and graduate education.
National efforts have been made to encourage technology integration in teacher preparation
with expectations for frequent and successful applications with K-12 learners. While online
learning has become pervasive in many fields in education, it has been somewhat slow to
catch on in K-12 settings. The Handbook of Research on Emerging Practices and Methods for
K-12 Online and Blended Learning is a collection of innovative research on the applications of
technology in online and blended learning environments in order to develop quality courses,
explore how content is delivered across disciplines and settings, and support the formation of
relationships and enrichment opportunities. While highlighting topics including learning
initiatives, institutional policies, and program structures, this book is ideally designed for
teachers, principals, early childhood development centers, university faculty, administrators,
policymakers, researchers, and practitioners.
This book explores the different ways in which human-factors engineering influences
organizations’ and enterprises’ well-being and competitiveness. It covers a wealth of
interrelated topics such as service engineering, service science, human-computer interaction,
service usability, attitude and opinion assessment, servicescape design and evaluation, and
training for service delivery. Further topics include service systems modeling, anthropology in
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service science, and customer experience, as well as ethical issues and the impact of an aging
society. Based on the AHFE 2016 International Conference on The Human Side of Service
Engineering, held on July 27-31, 2016, in Walt Disney World®, Florida, USA, the book
provides readers with a comprehensive, general view of current research and challenges in the
important field of service engineering. It also provides practical insights into the development of
services for different kinds of organizations, including health care organizations, aviation
providers, manpower allocation, hospitality and entertainment, as well as banking and financial
institutions.
The four-volume set LNCS 8513-8516 constitutes the refereed proceedings of the 8th
International Conference on Universal Access in Human-Computer Interaction, UAHCI 2014,
held as part of the 16th International Conference on Human-Computer Interaction, HCII 2014,
held in Heraklion, Crete, Greece in June 2014, jointly with 14 other thematically similar
conferences. The total of 1476 papers and 220 posters presented at the HCII 2014
conferences was carefully reviewed and selected from 4766 submissions. These papers
address the latest research and development efforts and highlight the human aspects of
design and use of computing systems. The papers thoroughly cover the entire field of humancomputer interaction, addressing major advances in knowledge and effective use of computers
in a variety of application areas. The total of 251 contributions included in the UAHCI
proceedings were carefully reviewed and selected for inclusion in this four-volume set. The 65
papers included in this volume are organized in the following topical sections: access to mobile
interaction; access to text, documents and media; access to education and learning; access to
games and ludic engagement and access to culture.
A novel theory of organizational and technological change, illustrated by an account of the
development and implementation of a computer-based simulation technology. Every workday
we wrestle with cumbersome and unintuitive technologies. Our response is usually “That's just
the way it is.” Even technology designers and workplace managers believe that certain
technological changes are inevitable and that they will bring specific, unavoidable
organizational changes. In this book, Paul Leonardi offers a new conceptual framework for
understanding why technologies and organizations change as they do and why people think
those changes had to occur as they did. He argues that technologies and the organizations in
which they are developed and used are not separate entities; rather, they are made up of the
same building blocks: social agency and material agency. Over time, social agency and
material agency become imbricated—gradually interlocked—in ways that produce some changes
we call “technological” and others we call “organizational.” Drawing on a detailed field study
of engineers at a U.S. auto company, Leonardi shows that as the engineers developed and
used a a new computer-based simulation technology for automotive design, they chose to
change how their work was organized, which then brought new changes to the
technology.Each imbrication of the social and the material obscured the actors' previous
choices, making the resulting technological and organizational structures appear as if they
were inevitable. Leonardi suggests that treating organizing as a process of sociomaterial
imbrication allows us to recognize and act on the flexibility of information technologies and to
create more effective work organizations.
An investigation into how specific Web technologies can change the dynamics of organizing
and participating in political and social protest. Much attention has been paid in recent years to
the emergence of “Internet activism,” but scholars and pundits disagree about whether online
political activity is different in kind from more traditional forms of activism. Does the global
reach and blazing speed of the Internet affect the essential character or dynamics of online
political protest? In Digitally Enabled Social Change, Jennifer Earl and Katrina Kimport
examine key characteristics of web activism and investigate their impacts on organizing and
participation. Earl and Kimport argue that the web offers two key affordances relevant to
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activism: sharply reduced costs for creating, organizing, and participating in protest; and the
decreased need for activists to be physically together in order to act together. Drawing on
evidence from samples of online petitions, boycotts, and letter-writing and e-mailing
campaigns, Earl and Kimport show that the more these affordances are leveraged, the more
transformative the changes to organizing and participating in protest.
In the last two decades, there has been growing interest in pursuing theoretical paradigms that
capture complex learning situations. Cultural Historical Activity Theory (CHAT) is one of
several theoretical frameworks that became very popular among educational researchers
because it conceptualizes individuals and their environment as a holistic unit of analysis. It
assumes a non-dualistic ontology and acknowledges the complexities involved in human
activity in natural settings. Recently, reputable journals such as the American Psychologist,
Educational Psychologist, and Educational Researcher that are targeted for a wide-range of
audience have included articles on CHAT. In many of such articles, CHAT has been referred to
as social constructivism, sociocultural theory, or activity theory. Activity systems analysis is one
of the popular methods among CHAT researchers for mapping complex human interactions
from qualitative data. However, understanding the methods involved in activity systems
analysis is a challenging task for many researchers. This difficulty derives from several
reasons. First the original texts of CHAT are in Russian and there have been numerous
authors who report on the difficulties of reconciling translation problems of the works of original
authors’ such as Vygotsky and Leontiev. Second, in North America activity systems analysis
has deviated from the Russian scholars’ intentions and Engeström’s original work using the
triangle model to identify tensions to overcome and bring about sociopolitical change in
participant practices. Third, to this date there are numerous publications on the theoretical
background of activity theory and studies reporting the results of using activity systems
analysis for unpacking qualitative data sets, but there have been no methodological
publications on how researchers engage in activity systems analysis. Thus, there is a dearth of
literature in both book and journal publications that guide researchers on the methodological
issues involving activity systems analysis.
The exponential growth and development of modern technologies in all sectors has made it
increasingly difficult for students, teachers and teacher educators to know which technologies
to employ and how best to take advantage of them. The Routledge Handbook of Language
Learning and Technology brings together experts in a number of key areas of development
and change, and opens the field of language learning by exploring the pedagogical importance
of technological innovation. The handbook is structured around six themes: historical and
conceptual contexts core issues interactive and collaborative technologies for language
learning corpora and data driven learning gaming and language learning purpose designed
language learning resources. Led by fundamental concepts, theories and frameworks from
language learning and teaching research rather than by specific technologies, this handbook is
the essential reference for all students, teachers and researchers of Language Learning and
TESOL. Those working in the areas of Applied Linguistics, Education and Media Studies will
also find this a valuable book.
Describes effective approaches to interaction design, with information on developing a design
strategy, conducting research, analyzing the data, creating concepts, and testing and
deployment.
"This publication covers the latest innovative research findings involved with the incorporation
of technologies into everyday aspects of life"--Provided by publisher.

Open innovation has been widely implemented in small and medium enterprises
(SMEs) with the aim of influencing business promotion, value gain, and economic
empowerment. However, little is known about the processes used to implement open
innovation in SMEs and the associated challenges and benefits. SMEs and Open
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Innovation: Global Cases and Initiatives unites knowledge on how SMEs can apply
open innovation strategies to development by incorporating academic, entrepreneurial,
institutional, research, and empirical cases. This book discusses diverse policy,
economic, and cultural issues, including numerous opportunities and challenges
surrounding open innovation strategies; studies relevant risks and risk management;
analyzes SMEs evolution pattern on adopting open innovation strategies through
available measurable criteria; and assists practitioners in designing action plans to
empower SMEs.
This book focuses on learner-computer interactions (LCI) in second language learning
environments drawing largely on sociocultural theories of language development. It
brings together a rich and varied range of theoretical discussions and applications in
order to illustrate the way in which LCI can enrich our comprehension of technologymediated communication, hence enhancing learners’ digital literacy skills. The book is
based on the premise that, in order to fully understand the nature of language and
literacy development in digital spaces, researchers and practitioners in linguistics,
sciences and engineering need to borrow from each others’ theoretical and practical
toolkits. In light of this premise, themes include such aspects as educational
ergonomics, affordances, complex systems learning, learner personas and corpora,
while also describing such data collecting tools as video screen capture devices, eyetracking or intelligent learning tutoring systems. The book should be of interest to
applied linguists working in CALL, language educators and professionals working in
education, as well as computer scientists and engineers wanting to expand their work
into the analysis of human/learner interactions with technology communication devices
with a view to improving or (re)developing learning and communication instruments. As
of January 2019, this e-book is freely available, thanks to the support of libraries
working with Knowledge Unlatched.
"Mehlenbacher unpacks the complex relationships between instruction and technology
while emerging as a sensitive guide to the frequently confusing and disparate
landscapes of learning with technology."--Karen Schriver, President, KSA
Communication Design & Research.
Peer-to-peer networking is a disruptive technology for large scale distributed appcations that has recently gained wide interest due to the successes of peer-to-peer
(P2P) content sharing, media streaming, and telephony applications. There are a large
range of other applications under development or being proposed. The - derlying
architectures share features such as decentralizaton, sharing of end system resources,
autonomy, virtualization, and self-organization. These features constitute the P2P
paradigm. This handbook broadly addresses a large cross-section of c- rent research
and state-of-the-art reports on the nature of this paradigm from a large number of
experts in the ?eld. Several trends in information and network technology such as
increased perf- mance and deployment of broadband networking, wireless networking,
and mobile devices are synergistic with and reinforcing the capabilities of the P2P
paradigm. There is general expectation in the technical community that P2P networking
will continue to be an important tool for networked applications and impact the evo- tion
of the Internet. A large amount of research activity has resulted in a relatively short
time, and a growing community of researchers has developed. The Handbook of Peerto-Peer Networking is dedicated to discussions on P2P networks and their applications.
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This is a comprehensive book on P2P computing.
At the crossroads of various disciplines, this collective work examines the possibility of
a new end-user “engagement” in ongoing digital/technological products and services
development. It provides an overview of recent research specifically focused on the
user’s democratic participation and empowerment. It also enables readers to better
identify the main opportunities of participatory design, a concept which encourages the
blurring of the role between user and designer. This allows people to escape their
status as “end-user” and to elevate themselves to the level of creator. This book
explores new avenues for rethinking the processes and practices of corporate
innovation in order to cope with current socio-economic and technological changes. In
so doing, it aims to help companies renew industrial models that allow them to design
and produce new ranges of technological products and services by giving the user an
active role in the development process, far beyond the basic role of consumer. Intended
for designers, design researchers and scientists interested in innovation and technology
management, this book also provides a valuable resource for professionals involved in
technology-based innovation processes.
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