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Confusing Terms

ee--LearningLearning

DistanceDistance
LearningLearning

MultimediaMultimedia
LearningLearning

ComputerComputer
BasedBased

LearningLearning

DistanceDistance
EducationEducation

OnlineOnline
LearningLearning

Learning Methods

ConventionalConventional
LearningLearning

IT BasedIT Based
LearningLearning

Distance learning
Distance learning Distance learning

Multimedia Learning
Multimedia Learning

e-Learning
e-Learning

Blended
Learning

IT Based Learning eLearning

IT BasedIT Based
LearningLearning

Distance learning
eLearning

Multimedia Learning Computer Based
Learning

e-Learning Online Learning

eLearning
General

Distance
Learning

- Videoconference
- Open University
- Synchronous Learning

Distance
Learning

Classroom of The Future (COTF)Classroom of The Future (COTF)
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eLearning Delivery Methods

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

AsynchrounousAsynchrounous: Instructor and : Instructor and 
participants are involved in the course, participants are involved in the course, 
class or lessonclass or lesson at different timesat different times

Synchronous eLearning

Asynchronous eLearning
eLearning System

ContentContent
MultimediaMultimedia
TextText

Learning Management SystemLearning Management System
Application SoftwareApplication Software
Class ManagementClass Management

InfrastructureInfrastructure
Multimedia PeripheralMultimedia Peripheral
ComputerComputer
Network (Internet)Network (Internet)

StudentStudent

LecturerLecturer

AdminAdmin

eLearningeLearning System System -- CiscoCisco
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eLearningeLearning System System -- UTUT

Text ContentText Content
MIT MIT OpenCourseWareOpenCourseWare (http://(http://ocw.mit.eduocw.mit.edu))

Learning Method % Learned 

Teach Others 90% 

Learn by Doing 75% 

Discussion Groups 50% 

Demonstration 30% 

Audio Visual 20% 

Lecture 5% 
 

Reconceptualizing Effective 
Learning   -1-

How People Learn*

* 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 
Learning  -2-

PenyerapanPenyerapan sebesarsebesar 1,5% 1,5% melaluimelalui sentuhansentuhan
PenyerapanPenyerapan sebesarsebesar 3,5% 3,5% melaluimelalui penciumanpenciuman
PenyerapanPenyerapan sebesarsebesar 11% 11% melaluimelalui pendengaranpendengaran
PenyerapanPenyerapan sebesarsebesar 83% 83% melaluimelalui penglihatanpenglihatan

Francis M. DwyerFrancis M. Dwyer

Reconceptualizing Effective 
Learning  -3-

65%85%3. Memperdengarkan dan 
Mempertunjukkan

20%72%2. Mempertunjukkan

10%70%1. Memperdengarkan

Pengungkapan Pengungkapan 
Kembali Kembali 
Setelah 3 Setelah 3 

HariHari

PengungkapanPengungkapan
Kembali Setelah Kembali Setelah 

3 Jam3 Jam

Metode PengajaranMetode Pengajaran

Multimedia Content

MultimediaMultimedia
LinierLinier

MultimediaMultimedia
InteraktifInteraktif

BerjalanBerjalan sekuensekuen dandan
garisgaris luruslurus

BerjalanBerjalan dengandengan
bantuanbantuan komputerkomputer, , 

mouse, mouse, dsbdsb

PerpaduanPerpaduan antaraantara teksteks, , grafikgrafik, sound, , sound, animasianimasi, , dandan
video video untukuntuk menyampaikanmenyampaikan pesanpesan kepadakepada publikpublik

Multimedia Content

Benefit  Benefit  --11--

MengurangiMengurangi biayabiaya perjalananperjalanan
MenghematMenghemat biayabiaya pendidikanpendidikan secarasecara
keseluruhankeseluruhan ((infrastrukturinfrastruktur, , peralatanperalatan, , bukubuku--
bukubuku))

BuckmanBuckman Lab: $2.4juta Lab: $2.4juta $400 $400 riburibu
Aetna: Aetna: menghematmenghemat $3 $3 jutajuta
HP: $7 HP: $7 jutajuta 1.5 1.5 jutajuta
Federal Federal InternasionalInternasional Finance: Finance: menghematmenghemat $1 $1 jutajuta

MenghematMenghemat waktuwaktu dandan fleksibelfleksibel dalamdalam
prosesproses belajarbelajar mengajarmengajar

DapatDapat dilakukandilakukan dimanadimana sajasaja dandan kapankapan sajasaja

Benefit  Benefit  --22--

MenjangkauMenjangkau wilayahwilayah geografisgeografis yang yang lebihlebih
luasluas
MelatihMelatih pembelajarpembelajar lebihlebih mandirimandiri dalamdalam
mendapatkanmendapatkan ilmuilmu pengetahuanpengetahuan
PercepatanPercepatan program program pelatihanpelatihan dandan sertifikasisertifikasi

peningkatkanpeningkatkan dayadaya saingsaing SDMSDM
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Benefit  Benefit  --33--

NoneNoneHotel, travel, allowanceHotel, travel, allowanceAccommodationAccommodation

In working hoursIn working hoursUsed for trainingUsed for trainingMan hoursMan hours

Low costLow costHigh costHigh costSimulationSimulation

MultimediaMultimediaPaper basedPaper basedMethodMethod

Easy to updateEasy to updateFixedFixedMaterialMaterial

FlexibleFlexibleScheduled basedScheduled basedInstructorInstructor

UnlimitedUnlimitedLimitedLimitedParticipantParticipant

AnywhereAnywhereCentralizedCentralizedPlacePlace

24 hours 24 hours LimitedLimitedAvailabilityAvailability

eLearningeLearningConventionalConventional

Problems

InfrastructureInfrastructure
Network and Internet ConnectionNetwork and Internet Connection

ContentContent
Combining Tacit and Explicit KnowledgeCombining Tacit and Explicit Knowledge
Delivered as well as Conventional LearningDelivered as well as Conventional Learning

Quality AssuranceQuality Assurance
ProcedureProcedure
LegalityLegality

Human FactorHuman Factor
Behavior and Culture ChangeBehavior and Culture Change

Content Shift-Paradigm   -1- Content Shift-Paradigm   -2-

Data Data KegagalanKegagalan eLearningeLearning

StudiStudi Forrester Group Forrester Group tahuntahun 2000 2000 kepadakepada 40 40 
perusahaanperusahaan besarbesar::

LebihLebih daridari 68% 68% menolakmenolak untukuntuk mengikutimengikuti pelatihan/kursuspelatihan/kursus
yang yang menggunakanmenggunakan konsepkonsep ee--LearningLearning

KetikaKetika ee--Learning Learning ituitu diwajibkandiwajibkan kepadakepada merekamereka::
30% 30% menolakmenolak untukuntuk mengikutimengikuti [Dublin, 2003][Dublin, 2003]

StudiStudi lain lain mengindikasikanmengindikasikan bahwabahwa daridari orangorang--
orangorang yang yang mendaftarmendaftar untukuntuk mengikutimengikuti ee--
Learning:Learning:

5050--80% 80% tidaktidak pernahpernah menyelesaikannyamenyelesaikannya sampaisampai akhirakhir
[[DelioDelio, 2000], 2000]

Is Not Just a TechnologyIs Not Just a Technology

Everyone is talking about Everyone is talking about 
technology, when whattechnology, when what’’s important s important 
is is what people do with technologywhat people do with technology

Martin Cooper (Motorola)Martin Cooper (Motorola)


