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ABSTRACT

Creating a dynamic online environment within a virtual
classroom presents a challenge for academic instructors.
Integrating a synchronous dynamic to distance learning
serves as an instructional delivery solution that will add
value to the online environment. A demonstration of
eLearning using Elluminate Live! will be conducted to
highlight the benefits and limitations of eLearning and
collaboration within a virtual classroom.  This Web
conferencing tool is built specifically for live, multimedia
collaboration between students and instructors. As an
experienced instructor of online courses utilizing eLearning,
I will provide recommendations, observations and
limitations associated with this new technology. The
purpose of this demonstration is to: 1) present a model for
integrating live eLearning and collaboration within online
classrooms, 2) present guidelines for moderating interactive
online sessions, via E-Live! 3) describe the facilitator tools
available in E-Live!, 4) share student feedback on the use of
eLearning in an online MBA program and 5) view student
team presentations conducted in E-Live!

As part of this demonstration, the group will be able to
participate in an E-Live! session and view recorded E-Live!
sessions conducted as part of an online MBA program. A
summary of the content for each section is noted below.

INTRODUCTION

Those of us who have been teaching online understand
the work that goes into carefully designing, developing and
implementing online courses. We have spent hours, days
and months trying to anticipate every aspect of the learner
as they sit out there, somewhere. Now we must face the
obvious question...If you build it, will they come? Much
has been happening in the world of online learning and yet
the challenge of developing dynamic, captivating online
environments still exists. Will they come? Will they learn?
Will they interact? These are the questions that, as virtual
educators, we must respond to on a daily basis. If we can
successfully create a virtual environment that is stimulating
and dynamic and that allows for creative participation and
team interaction, chances are that they will come, they will
learn, they will participate and they will have fun! This is
our challenge, and it is no small feat! To understand the
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challenges that surround the online environment we must
first define online teaching and the integration of eLearning
as it exists in today’s world of virtual education.

ONLINE VS eLEARNING

In simple terms, online teaching is learning via
computer. The material presented in the course can be as
traditional or conventional, as complex or as simple as a
resident course but the delivery methodology of an online
course is designed to meet the multiple needs of an online
setting. To date, online courses include such things as text
of lesson materials, graphics, audio, visuals, message boards
and testing tools. For the most part, the delivery methods
used have been asynchronous, in that there is no timing
requirement for transmission of information. An
asynchronous environment is not “live” and does not allow
for instant communication between student and instructor.
On the other hand, a synchronous environment, as it applies
to online teaching, exists when the communication between
participants takes place instantly. This technology allows
for “live” or interactive sessions via the computer. To this
point, chat rooms have existed as one of the most common
forms of synchronous environments for online teaching.
However for the most part, online teaching has existed in an
asynchronous environment. This is about to change!

eLearning allows instructors to use the internet as a
powerful communications tool that promotes interactive
learning and communication. eLearning environments offer
an engaging user experience combined with a low learning
curve. In this setting, participants are able to dynamically
interact via two-way '"voice over internet," share
applications and whiteboards, instant message and respond
to real-time polling and testing. Additionally, with the
eLearning technology, participants are able to virtually
"raise their hands" to ask or answer questions and are able to
express their agreement or confusion with a discussion
point, using emotion indicators that mimic online body
language. By incorporating “live” discussion as a delivery
method in online classrooms, instructors are able to appeal
to diverse learning styles in “real time”.
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E-Live!: A DEMONSTRATION OF eLEARNING

As an experienced instructor of online graduate courses, I currently integrate eLearning into my online MBA classrooms
via a web-based tool known as Elluminate Live! (E-Live!). This demonstration session will highlight an actual online MBA
course currently using E-Live! and will allow participants to take part in an E-Live! session. The conference demonstration
will be presented in five main discussion points, they are listed below. The demonstration will:

1.

Present a model for integrating live eLearning and collaboration within online classrooms
. How is E-Live! integrated in the course?

. How many E-Live! sessions exist within the course?

. What time of day are E-Live! sessions conducted?

. How is E-Live! used for team projects and assignments?

. Is E-Live! audio and visual?

. How do you solicit student feedback on the use of eLearning within the course?
. How long is an E-Live! session?

. Do all of the students attend the E-Live! session?

. How are team presentations conducted via E-Live!

. Is participation in E-Live! part of the course grade?

. What barriers exist in an eLearning environment present?

. Present guidelines on how to moderate an E-Live! session

. What formats can be used to conduct E-Live! sessions?

. What preparation should be done before an E-Live! session?

. In what ways does the student interact during the session?

. In what ways does the facilitator interact during the session?

. What barriers exist to conducting successful interactive sessions?

. What tools are most effective when moderating an eLearning session?

. How are message boards used in an E-Live! session?

. From a moderator’s perspective, what are some of the challenging aspects of eLearning?
. What can you do if students are not participating in the session?

. Describe the facilitator tools available in an eLearning environment (E-Live!)

. Two-way voice over IP

. Application Sharing

. Shared Interactive Whiteboard

. Team Breakout Rooms

. Instant Messaging

. Interactive Quiz and Survey Manager
. Instant Polling

. Emotion and Activity Indicators

. Recorder Options

Share student feedback on the use of eLearning in an online MBA program
. Review of survey format and content

. Responses from student surveys will be presented

. Conclusions on the effectiveness of eLearning based on student surveys

. View student team presentations conducted in E-Live!
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A sample of 2 student team presentations will be
displayed during the demonstration. Each team presentation
was created and conducted in an eLearning setting using the
E-Live! tool with the students acting as moderators of the
session. The team presentations will be shown in “recorded
view” for the purpose of this session. Student teams
referred to during this demonstration are participants in an
online MBA program and were given the assignment to
create and conduct their final project in presentation format
via E-Live! Audience members for the original team
presentations were the instructor and participants within the
course.

IN CONCLUSION

The understanding and implementation of eLearning is
critical for both academia and corporations in order for
quality education to exist in a virtual world. As educators in
both forums, we must continually be aware of the needs that
are present in education and respond proactively to maintain
the focus on delivering high quality, interactive education.
The desired goal of eLearning is to add value to education in
a virtual setting. We must build our programs in a way that
they will come.

103



	Table of Contents
	Volume 32, 2005
	LEARNER BEHAVIOR IN THE ONLINE CLASSROOM EXPERIENCE 
	THE EFFECTIVENESS OF A SIMULATION EXERCISE FOR INTEGRATING PROBLEM-BASED LEARNING IN MANAGEMENT EDUCATION 
	DEMONSTRATION OF FOUR WEB-BASED SIMULATIONS THRESHOLD COMPETITOR: A MANAGEMENT SIMULATION ENTREPRENEUR: A NEW VENTURE SIMULATION MERLIN: A MARKETING SIMULATION MICROMATIX: A STRAGETIC MANAGEMENT SIMULATION 
	LEARNING STYLES INFLUENCES ON SATISFACTION AND PERCEIVED LEARNING: ANALYSIS OF AN ONLINE BUSINESS GAME 
	INTERNATIONAL INTERNSHIPS: DESIGN AND EXPERIENCES 
	SIM MAP: TURNING ACTION-BASED LEARNING INTO SIMULATED CONSULTING PROJECTS 
	NOTEL HEALTH SERVICES: A ROLE-PLAYING SIMULATION 
	TEACHING EXPERIENTIALLY WITH THE MADELINE HUNTER METHOD: AN APPLICATION IN A MARKETING RESEARCH COURSE 
	SIMULATING CUSTOMER LIFETIME VALUE: IMPLICATIONS FOR GAME DESIGN AND STUDENT PERFORMANCE 
	VIRTUAL PROGRESS: SIMULATING ECONOMIC DEVELOPMENT ONLINE 
	STRATEGIC MANAGEMENT: AN EVALUATION OF THE USE OF THREE LEARNING METHODS IN CHINA 
	ADOPTION OF DISCUSSION-BASED TEACHING AND ASSESSMENT IN TEACHING STRATEGIC MANAGEMENT IN CHINA 
	STUDENTS' VIEW ON THE USE OF CASE METHOD IN CHINA 
	CHINESE STUDENTS' PERCEPTIONS OF BUSINESS GAMING 
	EXPERIENCECSR - A CORPORATE SOCIAL RESPONSIBILITY SIMULATION 
	CREATING DYNAMIC INTERACTION IN A VIRTUAL WORLD: ADD VALUE TO ONLINE CLASSROOMS THROUGH LIVE ELEARNING AND COLLABORATION: A DEMONSTRATION 
	CAPABILITIES OF EXPERIMENTAL BUSINESS GAMING 
	A COMPARISON BETWEEN SOLUTIONS AND DECISIONS IN A BUSINESS GAME 
	VALIDATING BUSINESS SIMULATIONS: DOES HIGH PRODUCT QUALITY LEAD TO HIGH PROFITABILITY? 
	ALIGNING ART AND EPISTEMOLOGY: ILLUSTRATIONS TO DISTINGUISH DISCOVERY FROM KNOWLEDGE 
	BUILDING TUTORIALS USING WINK 
	STUDENTS AS LAB RATS: THE ETHICS OF CONDUCTING NON-PEDAGOGICAL RESEARCH IN THE CONTEXT OF CLASSROOM SIMULATIONS AND EXPERIENTIAL LEARNING 
	THE EFFECT ON GAME PERFORMANCE OF DIFFERENT MEASURES AND UNITS OF ANALYSIS IN QUANTITATIVE ANALYSIS 
	ANALYZING AND THINKING WHILE PLAYING A SIMULATION 
	COMPUTER BUSINESS SIMULATION DESIGN: THE ROCK POOL METHOD
	EXPANDING THE ROLE OF E-ROOMS IN DISTANCE LEARNING APPLICATIONS TO MANAGEMENT EDUCATION 
	APPLICATION OF TRADITIONAL AND ONLINE JOURNALING AS PEDAGOGY AND MEANS FOR ASSESSING LEARNING IN AN ENTREPRENEURIAL SEMINAR 
	DEVELOPING MANAGERIAL EFFECTIVENESS: ASSESSING AND COMPARING THE IMPACT OF DEVELOPMENT PROGRAMMES USING A MANAGEMENT SIMULATION OR A MANAGEMENT GAME 
	INTERNATIONAL MANAGEMENT GAME Œ AN INTEGRATED TOOL FOR TEACHING STRATEGIC MANAGEMENT INTERNATIONALLY 
	STUDENT EXPECTATIONS OF SIMULATIONS 
	DISTANCE EDUCATION DELIVERY OF AN INTENSIVE SIMULATION BASED COURSE 
	TEACHING SERVICE LEARNING USING A BUSINESS GAME ROLE-PLAY SIMULATION 
	EDUCATIONAL PERSPECTIVE OF COLLABORATIVE VIRTUAL COMMUNICATION AND MULTI-USER VIRTUAL ENVIRONMENTS FOR BUSINESS SIMULATIONS 
	SIMULATION PERFORMANCE & PREDICTOR VARIABLES: ARE WE LOOKING IN THE WRONG PLACES TO MEASURE THE RIGHT LEARNING? 
	VIDEO CASE: JET-A-WAY INC. Œ FOCUSING ON DIVERSITY AND ENTREPRENEURIAL LEADERSHIP
	ACTIVE LEARNING: WHAT IS IT AND WHY SHOULD I USE IT? 
	FACILITATING THROUGH COLLABORATIVE REFLECTIONS TO ACCOMMODATE DIVERSE LEARNING STYLES FOR LONG-TERM RETENTION 
	ONLINE CUMULATIVE SIMULATION TEAM PERFORMANCE PACKAGE 
	WHEN PROPHECY FAILS: A SMALL SAMPLE, PRELIMINARY STUDY 
	USING EXPERIENTIAL LEARNING TO INTEGRATE THE BUSINESS CURRICULUM 
	FORECASTING STOCK VALUE 
	EMPLOYING PROGRESSIVE PRACTICES AND PRINCIPLES TO FACILITATE SEMINAR ROOM LEADERSHIP AMONG LEARNERS: SHARED POWER AND COLLECTIVE ACCOUNTABILITY 
	INDIVIDUAL ACHIEVEMENT DOES NOT GUARANTEE TEAM PERFORMANCE: AN EVIDENCE OF ORGANIZATIONAL LEARNING WITH BUSINESS GAMES 
	DECISION MAKING IN BUSINESS SIMULTION DESIGN 
	ZUG UM ZUG 2015: COLLECTIVE BARGAINING AS A TWO-LEVEL GAME
	A NEW METHOD FOR MODELING INNOVATION AND R&D IN BUSINESS SIMULATIONS: ILLUSTRATED WITH A SIMULATION OF A NEW PRODUCT DEVELOPMENT PORTFOLIO 
	DEVELOPING A MICRO SIMULATION 
	EFFECT OF MARKET SHARE AND PRODUCTION EXPERIENCE ON COMPANY PROFITABILITY 
	RE-DESIGNING A CURRICULUM THAT VALUES A WORK-INTEGRATED APPROACH TO STUDENT LEARNING 
	HOW SIMULATIONS AND EXPERIENTIAL LEARNING FIT AS WE COMPLY WITH LEGISLATIVE AND AACSB ASSESSMENT GUIDELINES: HOW TO DEVELOP ACADEMICALLY SOUND COURSES THAT ALSO MEET STAKEHOLDER NEEDS 
	EVALUATING SERVICE LEARNING: REFLECTION AND ASSESSMENT FROM THE STUDENT POINT OF VIEW 
	SIMPLIFYING AND ENHANCING FINANCIAL ANALYSIS IN CASES AND SIMULATIONS 
	OVERCOMING THE BUSINESS GAME COMPLEXITY PARADOX 
	EXPLORING THE PREFERENCE IN LEARNING APPROACH AMONG THE HONG KONG UNIVERSITY STUDENTS: CASE STUDY, PROBLEM-BASED OR TRADITIONAL TEXTBOOK QUESTION 
	AN EXERCISE FOR EXPLORING THE RELATIONSHIP BETWEEN JUNGIAN PSYCHOLOGICAL TYPES AND POLITICAL STYLE IN THE WORKPLACE 
	EVALUATING THE DIRECTION OF RESEARCH IN ONLINE EDUCATION: ARE WE GOING ANYWHERE? 
	AIS RAIL SYSTEM: A COMPUTER-BASED JOB-ORDER COST SIMULATION 
	BLOOM BEYOND BLOOM: USING THE REVISED TAXONOMY TO DEVELOP EXPERIENTIAL LEARNING STRATEGIES 
	DELIVERING A TECHNOLOGY-BASED CASE IN A TECHNOLOGICAL WAY: THE SMARTCART CASE 
	USING THE INTERNET TO ENHANCE COURSE PRESENTATION: A HELP OR HINDRANCE TO STUDENT LEARNING 
	TEACHING PRACTICES: A CLUSTER ANALYSIS OF STUDENTS IN HONG KONG 
	TEACHING PRACTICES: A CLUSTER ANALYSIS OF TEACHING STAFF IN HONG KONG 
	EVALUATING A SIMULATION WITH A STRATEGIC EXPLORATION TOOL 
	A SYMBOLIC MODEL OF THE SIMULTANEOUS ACHIEVEMENT OF CONCRETE BENEFITS AND LEARNING BY PARTICIPATING GROUPS IN EXPERIENTIAL ACTIVITIES: ‚THE SPHERE OF EXPERIENTIAL LEARNING 


