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What is immersion in e-learning? 
Based on psychological 

   concept of flow:  
learners 'are so engaged in 

learning that time and 
fatigue disappear’ 
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3 conditions to meet for achieving a flow state 

1. being involved in activities with clear 

and structured goals and progress 

2. performing tasks with articulate and 

immediate feedbacks 

3. having a good balance between 

perceived challenge level and skill 

level Csikszentmihalyi's flow model 



Progression of Immersion Mechanisms 

Personalised Learning, Adaptive Hypermedia 
E-learning 2.0, Social E-learning 
Visualisation & Familiarity 
Gamification & Feedback 
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Personalised Learning 



Adaptive Hypermedia 

Allows content to be personalised and 
recommended to users based on 
– User Preferences 
– User History 
– Presentation format 
– Network parameters 
– Context 
– etc. 

 

The current page 

A relevant link 
A link with less 

relevance   
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Adaptive Hypermedia 
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Adaptive Hypermedia 



Social E-Learning: MOT 2.0 
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Visualisation & familiarity in Topolor1 
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a)Learning topic adaptation.  
b)Learning peer adaptation & 
Messaging 
c)Web2.0 tools.  
d)next 
e)Quiz 

a)messages, Q&A list, notes, 
to-do. 
b)Learning peer list: 
c)Information flow wall 
d)Posting tool 



Visualisation of social status, comparison & learning progress 
in Topolor 2 

 

- Topolor’s support for the sense of competence and 

relatedness include the comparison of learner 

performance and contribution 



Structured &chunked goals with increasing challenges 

 



Gamification 





Games characteristics? 



multidimensional levels of 
interactivity and feedback 
 



feedback is frequent, 
instantaneous/ immediate 
 



feedback is highly visible 
 



feedback is fine-grained 



feedback is volatile 



feedback is traceable 



challenges 
conquered (vs. 
distance to 
achievement) 
 



distance to achievement 



Interactivity with other players, 
social aspects 



Access to information in 
multiple, redundant ways 
 



Gamification: Feedback 

multidimensional levels of interactivity and feedback 
feedback is frequent, instantaneous/ immediate 
feedback is highly visible 
feedback is fine-grained 
feedback is volatile 
feedback is traceable 
distance to achievement, instead of challenges conquered (distance from start 
point) 
Interactivity with other players, social aspects 
Access to information in multiple, redundant ways 
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Immediate Feedback in Topolor 2 
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Feedback is 
fine-grained 
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Gamification: Social aspects 

 
 

interactivity with other players; social aspects 
– Competitive vs. collaborative element, group forming, chat,  different type 

of interaction, mediation (tutor-learner versus peer learning; filtering (– 
education, context), re-mediation) 
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Competition: Player vs. Player 
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Social aspect: 
sharing 
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Gamification: Rewards 
 
 
 
Barriers to access versus rewards 
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Gamification: multi-dimensionality 

 
 
Access to information (such as feedback) can be obtained in 
multiple, redundant ways 
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Gamification: Freedom 

 
 
Rules of the ‘game’  <-> versus freedom (‘shoot someone/ 
anyone’) 
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Gamification: Centrality of Learning 

vicarious learning  (learning almost as a side 
effect) in games 
– Learning whilst interacting 

Knowledge has a function in the game 
Packaging of content and information in smaller 
sized ‘packages’, encased in other information 
(or, more interestingly activities and context)  
– E.g.: course – lesson – resources … 
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Gamification: Emphasis on Process 

Information and process both as first hand citizens 
– E.g., interaction – views, messages … 
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other gamification features 

 

- storytelling: tours for guiding ‘newbie’ learners to use 

various features 

- profile pages: publishing learning activities, learning 

status statistics, visualisations of performance and 

contribution  

- leaderboard;  

- team building: discussing and commenting on learning 

contents 

- peer reviewing: rating peers’ posts and comments 







Recommended Reading 
Personalised, Social e-learning: 
– H. Ashman, T. Brailsford, A. I. Cristea, Q. Z. Sheng, C. Stewart, E. Toms and V. Wade·  “ The Ethical 

and Social Implications of Personalisation Technologies for e-Learning (local copy) “ International 
Journal of Information MAnagement (IJIM), Special Issue on IS Ethics: Past, Present and Future at 
Information & Management, Elsevier, 51(6), September 2014, p. 819–832, 2014 

– Shi, Lei and Cristea, Alexandra I., 2016 “ Simplifying is not always best : learners thrive when using 
multifaceted open social learner models. IEEE MultiMedia, 23 (1). pp. 36-47. ISSN 1070-986X (IF: 
1.767).  

– Shi, L., Cristea, A. I., Awan, M., Stewart, C., Hendrix, M., “ Towards Understanding Learning 
Behavior Patterns in Social Adaptive Personalized E-Learning Systems.”, In Proceedings of the 19th 
Americas Conference on Information Systems (AMCIS 2013), pages 1 - 10, Chicago, Illinois, USA, 
August 15 - 17, 2013. Association for Information Systems, 2013.  

– Cristea, Alexandra I. and Shi, Lei 2016, “ Motivational gamification strategies rooted in self-
determination theory for social adaptive E-Learning. ” In: Intelligent Tutoring Systems (ITS) 2016, 
Zagreb, Croatia., 6-10 Jun 2016. Published in: Lecture Notes in Computer Science, In: Micarelli A., 
Stamper J., Panourgia K. (eds) Intelligent Tutoring Systems. ITS 2016. 

– A. I. Cristea and F. Ghali, “ Towards Adaptation in E-Learning 2.0 “(pdf) , The New Review of 
Hypermedia and Multimedia, Vol. 17, No. 2 (April 2011), pp. 199-238, Taylor & Francis, Inc. Bristol, 
PA, USA, DOI 10.1080/13614568.2010.54128, 2011 
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– immersing learners 

Warwick-Brazil workshop, 28-04-2016 

http://www.sciencedirect.com/science/article/pii/S0378720614000524
http://www.sciencedirect.com/science/article/pii/S0378720614000524
http://www.dcs.warwick.ac.uk/~acristea/HTML/14/1-s2.0-S0378720614000524-main.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/16/IEEMM/IEEMM.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/16/IEEMM/IEEMM.pdf
http://www.dcs.warwick.ac.uk/~acristea/lei/sl-amcis2013.pdf
http://www.dcs.warwick.ac.uk/~acristea/lei/sl-amcis2013.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/ITS16/SL-ITS2016aic.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/ITS16/SL-ITS2016aic.pdf
http://www.dcs.warwick.ac.uk/~acristea/Journals/NRHM10/NRHM-aic-2010.pdf


Recommended Reading 

Adaptation languages and Authoring: 
– Stash, N., Cristea, A.I., and De Bra, P. , “Adaptation languages as vehicles of explicit intelligence in 

Adaptive Hypermedia“ , In International Journal on Continuing Engineering Education and Life-Long 
Learning, vol. 17, nr 4/5, pp. 319-336, InderScience, 2007. DOI:10.1504/IJCEELL.2007.015045, 2007.  

– A. I. Cristea and C. Stewart, “Automatic Authoring of Adaptive Educational Hypermedia (copy here) 
“, book chapter II in “Web-based Intelligent E-Learning Systems: Technologies and Applications”, 
ZongMin Ma (Ed.), Information Science Publishing (IDEA group); pp. 24-55, Hard Cover (ISBN: 1-
59140-729-X), Perpetual E-Access (ISBN: 1-59140-731-1),2006 

– J. Khan, A. I. Cristea and C. Stewart, 2011 “ Adaptive Authoring of Adaptive Hypermedia: Towards, 
Role-based, Adaptive Authoring. ”, In Proceedings Computers and Advanced Technology in 
Education - 2011, 734-042, ACTA Press, DOI: 10.2316/P.2011.734-042 
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– flexible, easy to create adaptation 

http://www.dcs.warwick.ac.uk/~acristea/HTML/IJCELL07/ijceell2007.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/IJCELL07/ijceell2007.pdf
http://www.dcs.warwick.ac.uk/~acristea/Books/chapter-cristea-stewart27.pdf
http://www.dcs.warwick.ac.uk/~acristea/WBI/chapter-cristea-stewart27.doc
http://www.actapress.com/PaperInfo.aspx?paperId=452330
http://www.actapress.com/PaperInfo.aspx?paperId=452330


(Further) recommended Reading 

Personalised e-health: 
– Hadzidedic Bazdarevic, Suncica and Cristea, Alexandra I., 2016 “ Do personalisation and 

emotions affect the use of cancer-related websites? Online Information Review. ISSN 1468-
4527.  

Personalised Advertising: 
– Dana A. Al Qudah, Alexandra I. Cristea “ MyAds - A proposed adaptive social online advertising 

framework (local copy) “ International Journal JOEBM - Journal of Economics, Business and 
Management. Vol.1, No.4, P.P 401-406 ISSN: 2301-3567, DOI: 10.7763/JOEBM 2013 

Election prediction : 
– Tsakalidis, A. ; Papadopoulos, S. ; Cristea, A.I. ; Kompatsiaris, Y., 2015, “ Predicting Elections for 

Multiple Countries Using Twitter and Polls (local copy) “ IEEE Intelligent System, 30(2)  
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– emotional support 

Warwick-Brazil workshop, 28-04-2016 

– liking adds 

– predicting the future 

http://www.dcs.warwick.ac.uk/~acristea/HTML/16/OIR/OIR.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/16/OIR/OIR.pdf
http://www.joebm.com/papers/86-M027.pdf
http://www.joebm.com/papers/86-M027.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/13/86-M027.pdf
http://ieeexplore.ieee.org/xpl/login.jsp?tp=&arnumber=7021854&url=http://ieeexplore.ieee.org/xpls/abs_all.jsp?arnumber=7021854
http://ieeexplore.ieee.org/xpl/login.jsp?tp=&arnumber=7021854&url=http://ieeexplore.ieee.org/xpls/abs_all.jsp?arnumber=7021854
http://www.dcs.warwick.ac.uk/~acristea/Journals/IS/elections.pdf


(Further) recommended Reading 
Social (Net) mining: 
– Yiwei Zhou, Elena Demidova, and Alexandra I. Cristea, 2016 “ What's New? Analysing Language-

specific Wikipedia Entity Contexts to Support Entity-Centric News Retrieval Transactions on 
Computational Collective Intelligence, Springer, LNCS.  

– George Gkotsis, Karen Stepanyan, Alexandra I. Cristea, Mike Joy , “ Entropy-based automated 
wrapper generation for weblog data extraction “(pdf), The World Wide Web Journal, Springer 
US, Vol 16, Iss. tbc, November 2013  

– Zhou, Y., Kanhabua, N. and Cristea, A. I. , 2016, “ Real-time timeline summarisation for high-
impact events in twitter. In ECAI 2016, 29th of August - 2nd of September, 2016, The Hague, 
The Netherlands, IOS Press. 

– Adam Tsakalidis, Maria Liakata, Theo Damoulas, Brigitte Jellinek, Weisi Guo, Alexandra Cristea, 
2016, “ Combining Heterogeneous User Generated Data to Sense Well-being , COLING 2016, 
December 11-16, Osaka, Japan 

– Zhou, Y., Kanhabua, N. and Cristea, A. I. , 2016, “ Real-time timeline summarisation for high-
impact events in twitter. In Proceedings of the 22nd European Conference on Artificial 
Intelligence (ECAI 2016), 29th of August - 2nd of September, 2016, The Hague, The Netherlands 

– Zhou, Yiwei and Cristea, Alexandra I. 2016, “ Towards detection of influential sentences 
affecting reputation in Wikipedia. ” In: WebSci '16, Proceedings of the 8th ACM Conference on 
Web Science, Hannover, Germany, 22-25 May 2016, pp. 244-248 
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– understanding people 

http://www.dcs.warwick.ac.uk/~acristea/HTML/16/TCCI/TCCI_journal.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/16/TCCI/TCCI_journal.pdf
http://link.springer.com/article/10.1007/s11280-013-0269-6
http://link.springer.com/article/10.1007/s11280-013-0269-6
http://www.dcs.warwick.ac.uk/~acristea/Journals/WWW13/wwwj.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/ECAI16/FAIA285-1158.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/ECAI16/FAIA285-1158.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/COLING16/COLING_2016_mood_prediction.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/ECAI16/FAIA285-1158.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/ECAI16/FAIA285-1158.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/WebSci16/WikiSentenceCLS-1.pdf
http://www.dcs.warwick.ac.uk/~acristea/HTML/WebSci16/WikiSentenceCLS-1.pdf


Demos 

Try out at: 
•Topolor2:     http://www.topolor.com/  
•Topolor1:     http://topolor-shek.rhcloud.com  
•Topolor1.1:  http://www.alamri.co.uk/ 
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http://www.topolor.com/
http://prolearn.dcs.warwick.ac.uk/strategies.html
http://topolor-shek.rhcloud.com/
http://www.alamri.co.uk/


Thank you! 

Any questions? 
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