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Much of the early work done in the field of information and interface usability focused on helping 
people perform their tasks easily, efficiently, and correctly. Procedures and measures were developed to 
ensure that people were able to accomplish their task-oriented goals in as short a time as practical while 
ensuring the completeness and correctness of their results. 
Today, however, we have a different relationship with our computing facilities. Our computers do  not 
stand apart from us—in computer rooms or on desktops—they are with us during much of our waking 
hours—as laptops, tablets, or smart phones. As our opportunities physical interaction have evolved, so 
too have our expectations for their use and our understanding of usability. No longer is it the case that 
we want to perform quick, isolated activities and be done; we are frequently engaged in ongoing 
activities, and our involvement is less structured and more in tune with the rest of our activities. The 
goal of many social media applications is to have users constantly engaged with the social media sites 
and the services they offer. 
This evolving relationship with media implies an evolving, and expanding, understanding of “usability.” 
In this session we will explore some of the new understandings of usability and ways that we can assess 
the usability of interfaces and products that we work with. 
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When we hear the term “Electronic Learning,” a number of images may form in our heads. We may 
think of a student working in isolation typing responses to questions and answering questions with little, 
if any, interaction with others in the learning environment. Or, we may think of groups of students 
actively engaged in lectures, discussions, and activities, working closely with others—both 
synchronously or asynchronously—having a rich and rewarding learning experience. 
The forms of electronic learning experiences depend on the resources and technology available. But 
they also depend to a very large extent to the learning model used to present information and to engage 
students.  
In this session we will talk about the range of “electronic learning spaces” available and study a number 
of learning models that lead active and effective learning. 
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