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ABSTRACT
By introducing the concept of Cloud Computing, the
architecture of e-Learning has been changed, So, we
propose an autonomous learning support system that
encourages learners’ interaction by “the Architecture of
Participation”. We developed learning management
system based on SNS. This system has two models that
describe 1) learner’s acquired knowledge, and 2) learner’s
participatory attributes. The learner’s acquired knowledge
is identified by its articles. The learner’s participatory
attributes are identified by learning activities in the
system. Moreover, this system can recommend various
learning objects, modules as “sub-contents” and persons
based on the learner profile model.
Then, Web-based services, applications/tools and
learning contents along with cloud computing are utilized
for building flexible learning environments. Based on
those shared resources, it is possible to create a new
Model of Learning Ecology. The principle of learning
activities in this new ecology is supposed as followings;
the social autonomous leaning- process by a) discover
new facts, b) create new artifacts, c) change and/or
transform shared web content in learning community.
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1. Introduction
A shift to knowledge-based society requires a new level
of educational environment in higher education – the
environment that makes possible to continue to learn not
only for full-time students but also adult students who
have full-time or part-time jobs. e-Learning provides one
type of such kind of educational environment because
students can learn collaboratively at anytime and at any
place using e-Learning technologies and rich multimedia
educational content.
At the same time, the Internet technologies have
rapidly developed and changed towards social computing
and social interactivity, for example, well-known
applications such as Twitter, wikis, bookmarking, blogs,
add-ins, mash-up, etc. Due to this change the concept of
e-Learning shifts from individual learning to group,
organization, community and society learning. The main
characteristics of this shift are as follows: bottom-up,
learner-driven, peer learning and knowledge sharing

oriented approaches. Methods of access to learning
content include various search engines, RSS (RDF Site
Summary) feed, and others. As a result, these days “Web
Page” is characterized not only by read function, but also
by rewrite, add-in, share, re-use, co-built and co-create
functions aimed to create new and meaningful knowledge.
Due to the above described conceptual shift of
Internet technologies, there is a need to design an
innovative framework of e-Learning system and modify
the current educational system at a university.
The goal of proposed research, design and
development project on innovative e-Learning is to show
great advantages of e-Learning, and, therefore, convince
faculty to actively use e-Learning technologies in
education. The primary factors that have been used for
professional development of e-Learning educators in this
project include:
1) organizational collaboration;
2) facilities: e-Learning studio, e-Learning lecture room,
learning management system (LMS);
3) content development systems: authoring system,
monitoring /mentoring system, supporting system for
building a Learning Community, testing/evaluating
system, etc.;
4) active faculty development based on innovative
instructional design and learning design.
Nowadays, the concept of Web2.0 has been proposed
by many researchers and developers who are interested in
Internet technologies, social computing/networking,
Cloud/Grid computing, etc. As a result, a new concept of
e-Learning is already under discussion within e-Learning
research and academic communities by faculty,
practitioners, researchers, educational technologists,
training, virtual universities, etc. The key topics of such a
discussion include but are not limited to 1) collaborating
and social networking, 2) recommendation and
community formation of learning, 3) sharing and re-using
of learning content/knowledge, 4) virtual learning
environment, and 5) e-Learning 2.0 technology.

2. Research Background
2.1 Organizational Collaboration
In 2004, the University of Electro Communications, in
Tokyo, Japan (UEC) founded the Center for Developing
e-Learning (CDEL) in order to promote the Good Practice
(GP) national project funded by the Japanese government.

