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Web 2.0 and Learning 2.0
Leading to Innovation 2.0
by Lance Dublin, Senior Consultant,
Cutter Consortium
In today’s world of increased competition, tightening
finances, and fewer windows of opportunity, the need
for innovation has never been greater. There is no time
for the slow and thoughtful evolution of ideas. In order
to respond to quickly changing market conditions and
volatile environmental factors, what is required are
dramatically new ideas, out-of-the-box thinking, and
game-changing solutions.

WEB 2.0
We now live in a Web 2.0 world, as first defined by
Tim O’Reilly in 2004.1 The Internet has changed from a
content-centered, centralized, and static medium to a
user-centered, scalable, and dynamic platform, spanning all connected devices large and small. Web 2.0
experts talk about collaboration as a competitive advantage, the democratization of content, and the theory
of “prosumption.” In their book Wikinomics: How Mass
Collaboration Changes Everything, Don Tapscott and
Anthony D. Williams appropriately refer to the new
Web 2.0 tools and technologies as “weapons of mass
collaboration.”2
Collaboration, learning, and innovation are tightly
linked together. Innovation flourishes in environments
that are highly collaborative. High degrees of collaboration lead to accelerated learning and accelerated learning, in turn, is a catalyst for innovation. In this Executive
Update, we explore ways in which Web 2.0 tools are
contributing to “Learning 2.0” and how this collaboration is generating a new world of innovation.
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LEARNING 2.0
The Web 2.0 world is giving us powerful new options
to collaborate, extend, enhance, and enable learning in
an accelerated mode. In the Learning 1.0 world, collaboration was limited and the focus was on the delivery
and management of online courses and the replication
of instructor-led experiences over the Internet. In the
Learning 2.0 world, which leverages the array of Web
2.0 tools, technologies, and approaches — including
social software such as blogs, wikis, podcasts, videocasts, games, simulations, virtual worlds, and social
networks — collaboration is an underlying principle,
and the focus of learning is on the rapid creation,
deployment, and evolution of a wide range of accelerated and powerful learning experiences.

Faster Learning
Time seems in shorter supply than ever. Organizations
are operating 24/7/365. Corporations are trying to
reduce time to market. Customers often know more
than their suppliers. Information is outdated as soon
as it’s published. In this environment, the traditional
approach to designing, developing, and delivering
learning is just too slow.
New Web 2.0 tools and technologies now make it
possible for every employee, as well as designated
subject matter experts, to design, develop, and deliver
learning programs within hours rather than days
and weeks. The outdated formal instructional design
process is being replaced, and the role of instructional
designers is being disintermediated.
For example, rapid e-learning refers to a category of
these tools that allows for the fast-and-easy combining
of a PowerPoint presentation or a Word document with
an audio track and then the publishing of the finished
program to a Flash file, decreasing development time
dramatically. For audio-based programs, podcasting
makes it easy to record an audio file and then distribute
it over the Internet using syndication feeds for playback
on mobile devices and PCs. For video-based programs,
videocasting or video on demand follow the same
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concept, but with a video file. And a new wave of
“knowledge-casting” applications are becoming available that make it possible to quickly create and playback programs that combine audio, video, and text into
one program using Internet-based applications.

Mobile Learning
We have become a highly mobile society, taking our
work, entertainment, and communications tools with us
wherever we go. With the explosion of mobile devices,
from ultra-laptops to handheld computers to e-books to
smartphones, we are now able to also take our learning
tools with us so that they are available when we need
them and accessible from wherever we are located. The
term “m-learning” is often defined as the delivery of
training (i.e., lessons, information, and resources) by
means of mobile devices. However, I don’t believe the
greatest benefit comes from trying to redesign formal
courses to run on mobile devices. What is most powerful today is the ability to deliver truly just-in-time, justfor-me, and just-enough information and learning to the
learner at the point and place of need. This enables us
to provide effective on-the-job performance support
and to accelerate the learning process.

Immersive Learning
We have long known that games are an effective way
to support and accelerate learning. They are a universal
part of the human experience, from when we were kids
and made up our own rules to playing adult games
with formal rules. All that has really changed is the
technologies that enable, extend, and enhance them.
From serious games to massively multiplayer online
games (MMOGs) to sophisticated computer simulations
to virtual worlds, it is now possible to create and
deploy truly immersive learning environments that
accelerate learning and — through this rapid-cycle
learning — innovation.

Social Learning
Albert Bandura, a leading proponent of social learning (whereby people learn through observing others’
behavior, attitudes, and outcomes of those behaviors),
insightfully wrote:

Learning would be exceedingly laborious, not to mention hazardous, if people had to rely solely on the
effects of their own actions to inform them what to do.
Fortunately, most human behaviour is learned observationally through modelling; from observing others one
forms an idea of how new behaviours are performed,
and on later occasions this coded information (cognition)
serves as a guide for action.3

The explosion of social networks like MySpace,
Facebook, LinkedIn, and Plaxo connect friends,
business partners, or other individuals together using
a variety of tools. Once connected, they share and
exchange, dialogue and debate, question and explain,
and learn and innovate.
Corporations are jumping on the social learning bandwagon as well in order to increase customer loyalty and
foster collaboration to drive innovation. Dell is a good
example. It sponsors Direct2Dell, a blog about Dell
products, services, and customers;4 StudioDell, which
uses interactive tools to communicate with users concerning existing and emerging Dell technologies;5 and
IdeaStorm, a community site that allows Dell customers
to share and discuss ideas on products and services.6

Nonformal Learning
When you step back and look at this array of new
options and tools, it’s clear that this is not the world
of teachers, planned curricula, structured courses, and
formal learning. Some experts use the phrase “informal
learning” to umbrella these Learning 2.0 services and
technologies. However, I disagree with this designation.
For me, informal learning refers to all the learning
that happens randomly and without planning or forethought; it is the opposite of formal learning. It occurs
from trial and error, everyday interactions, and conversations, observations, and experimentation; it happens
when you bump into a colleague in the hallway or
receive an unexpected e-mail, when you observe something as you drive to work, or when you overhear a conversation; it occurs when your Internet search leads you
to resources and information far removed from your
expected path. Informal learning is indeed valuable and
should be encouraged. But since it can not be directed
or leveraged by itself, it can not drive innovation.
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In my opinion, the underlying principle of Learning 2.0
— what makes it fundamentally different and why it is
critical to driving innovation — is the ability to design
and deliver accelerated and immersive learning activities and experiences that are truly nonformal. Where
formal learning is structured and rigid and informal
learning is random and unpredictable, nonformal learning combines clear intention with the support of this
new array of powerful and effective nonformal tools,
technologies, and approaches.
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We are at the beginning of a new world of innovation.
The Web 2.0 world is changing how we enable, extend,
and enhance collaboration; the Learning 2.0 world is
changing how we enable, extend, and enhance learning.
Now is the time for business leaders to remove any
technological, organizational, and cultural barriers to
enabling, extending, and enhancing these new worlds
of intense collaboration and accelerated learning; it is
the time to ensure the technology infrastructure is in
place and tools are ready to open the floodgates to
innovation on a scale and at a speed that we have
never known before.
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