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eLearning Delivery Methods

e Synchronous: Instructor and
participants are involved in the course,
class or lesson at the same time

e Asynchrounous: Instructor and
participants are involved in the course,
class or lesson at different times
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eLearning System

e Content
o Multimedia
o Text

o Application Software
o Class Management

e Infrastructure
o Multimedia Peripheral
o Computer
o Network (Internet)

e Learning Management System
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The purpose of a repeater is to regenerate and retime network
signals at the bit level. This allows them to travel a longer distance
on the media.

Module Menu

Cabling LANS
5.1.6 Repeaters

This page will discuss how a repeater is used
on a network

The term repeater comes from the early days of
long distance communication. A repeater was a
persan on one hill who would repeat the signal
that was just received from the person on the —
previous hill. The process would repeat until the
message arrived at its destination. Telegraph,
telephone, micrawave, and optical
communications use repeaters to strengthen
signals sent over long distances.

A repeater receives a signal, regenerates it, and
passes it on. It can regenerate and retime

network signals at the bit level to allow them to
travel a longer distance an the media, T

Ethernet and IEEE 802 3 implement a rule,

known as the 5-4-3 rule, for the number of b2
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Text Content
MIT OpenCourseWare (aftp://0cw.mit.edu)
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Electrical Engineering and Computer Scence
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Reconceptualizing Efiective
Learning -1-

How People Learn*

Learning Method % Learned

Teach Others 90%
Learn by Doing 75%
Discussion Groups 50%
Demonstration 30%
Audio Visual 20%
Lecture 5%

* EMERGING TRENDS IN POST SECONDARY EDUCATION - THE VIEW TO 2012
by Michael T. Moe, CFA and Chief Executive Officer, ThinkEquity Partners
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Reconceptualizing Effective | 33:
Learning -2- 3

Penyerapan sebesar 1,5% melalui sentuhan

Penyerapan sebesar 3,5% melalui penciuman
Penyerapan sebesar 11% melalui pendengaran
Penyerapan sebesar 83% melalui penglihatan

Francis M. Dwyer

Reconceptualizing Efiective
Learning -3- :

Metode Pengajaran

Pengungkapan | Pengungkapan

Kembali Setelah Kembali
3Jam Setelah 3
Hari
1. Memperdengarkan 70% 10%
2. Mempertunjukkan 72% 20%
3. Memperdengarkan dan 85% 65%
Mempertunjukkan

Multimedia Content

Multimedia Multimedia
Linier Interaktif
Berjalan sekuen dan Berjalan dengan

daris lurus bantuan komputer,

mouse, dsb
Perpaduan antara teks, grafik, sound, animasi, dan
video untuk menyampaikan pesan kepada publik
Benefit -1- £ Benefit -2- 1

e Mengurangi biaya perjalanan
e Menghemat biaya pendidikan secara
keseluruhan ( in\F/rastruk’cur, peralatan, buku-
buku)
o Buckman Lab: $2.4juta 2 $400 ribu
o Aetna: menghemat $3 juta
o HP:$7 juta > 1.5 juta
o Federal Internasional Finance: menghemat §1 juta
e Menghemat waktu dan fleksibel dalam
prosés belajar mengajar
o Dapat dilakukan dimana saja dan kapan saja

e Menjangkau wilayah geografis yang lebih
luas

e Melatih pembelajar lebih mandiri dalam
mendapatkan ilmu pengetahuan

e Percepatan program pelatihan dan sertifikasi
=>peningkatkan daya saing SDM
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Conventional elearning
- il . e Infrastructure
Availability Limited RO o Network and Internet Connection
Place Centralized Anywhere e Content
Participant Limited U"“.m‘ﬁd o Combining Tacit and Explicit Knowledge
Instructor Scheduled based Flexible o Delivered as well as Conventional Learning
Material Fixed B lniT e Quality Assurance
Method Paper based Multimedia o Procedure
Simulation High cost Low cost o Legqality
Man hours Used for training In working hours e Human Factor
Accommodation | Hotel, travel, allowance None o Behavior and Culture Change
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Data Kegagalan elLearning

e Studi Forrester Group tahun 2000 kepada 40
perusahaan besar:

o Lebih dari 68% menolak untuk mengikuti pelatihan/kursus
yang mengqunakan konsep e-Learning

e Ketika e-Learning itu diwajibkan kepada mereka:
® 30% menolak untuk mengikuti [Dublin, 2003]

e Studi lain mengindikasikan bahwa dari orang-
orang yang mendaftar untuk mengikuti e-
Learning:

o 50-80% tidak pernah menyelesaikannya sampai akhir
[Delio, 2000]

IS Not Just a Technology

Everyone is talking about
technology, when what's important
is what people do with technology

Martin Cooper (Motorola)
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