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Overview

 Perspectives on Motivation & TEL: Lessons Learned
 Designing for Motivation
 Mapping Dialogue Games to ‘motivational design’
 Implications and Ongoing Work (MATURE)
 Points for discussion?
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Motivation & TEL: Lessons Learned

 Psychology and Behaviourism
• Highly prescribed and structured to deliver pre-defined 

outcomes
• No opportunity for dialogue, reflection and higher order 

thinking, or creativity

 Serious Games
• Arousal that motivates gaming can be difficult to reproduce for  

learning
• (extreme) paucity of studies that evidence transfer of social 

and conceptual processes…we ‘learn the game’

 Social Software and Digital Literacy
• Mega social networking, media creation and sharing not easily 

adapted to mega social learning (higher level of sophistication)
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Designing for Motivation = ?

 Foreground extrinsic (environmental) factors before 
intrinsic biological ones
• motivation will stem from Relevance, Meaning and Value 

learning activities in Context

 Implications for Design
1. Thorough problematisation, what is important and of value
2. User and community intensive design methods
3. Perpetual beta means, perpetual re-problematisation, re-

conceptualisation and re-design

 Design as an ongoing dialogue to optimise digitally 
mediated practices
• Less often that TEL is producing clearly defined solutions to 

stable and clear problems

MATURE - Continuous Social Learning in Knowledge Networks
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Digital Dialogue Games and InterLoc
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•User selected content (Web 2.0)

•Replay on mobile 
phones

Learning ecosystem: real-time discussion to ‘thinking writing’



77

Dialogue Games and ‘motivational design’

1. Problematisation and 2. User/Community centred 
design: 
• Ongoing collaboration with all stakeholders prior to and during 

design (Tutors, Students, Dialogue Experts, Learning 
Technologists) 

• Identified a niche for new TEL practice (the ‘Why?’ of it)
o Promoting critical thinking amongst networked learners and 

linking this to thinking writing
o Allows tutors to orchestrate context and players to actively learn

• No other ‘competing’ technology

3. Perpetual Beta:
• From InterLoc1 to Interloc5 in about two and a half years

MATURE - Continuous Social Learning in Knowledge Networks
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Ongoing 
Developments

Motivating informal learning and 
knowledge maturing at work?
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Motivation and ‘Ecological’ design

 Ecological design ≈ learning as adaptation to the 
environment (people, technologies, physical 
environment)

…How can TEL catalyse adaptations?

 Different but useful and valuable, have a USP
 Universally accessible, e.g. cheap/free and easy to use
 Being sustainable

MATURE - Continuous Social Learning in Knowledge Networks
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Contact details…

LTRI: 
http://www.londonmet.ac.uk/ltri/

Andrew Ravenscroft:
a.ravenscroft@londonmet.ac.uk
http://staffweb.londonmet.ac.uk/~ravensca/

Dialogue Games:
www.interloc.org.uk

MATURE:
http://mature-ip.eu

MATURE - Continuous Social Learning in Knowledge Networks
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