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Spotting learning with DidacticProcessMap and Wikis

Summary
This Didactic Process Map (DPM) is a visual language intended to improve design of formal learning situations. The visualization of course elements and activities of the participants makes it easier to identify where learning may take place — indicators show both presumed learning and confirmed learning, as in feedback from tests — and there are clearly more opportunities for these indicators when a wiki is involved. DPM supports the argument for collaborative learning, which appears in the form of conflict resolution, argumentation, negotiation, mutual regulation and explanation (Dillenbourg 2002). Different collaborative scriptings and the benefit for teachers and course organizers are shown. DPM is adopted for computer supported collaborative learning based on Wikis.
1 
DPM 0.3: Helping teachers to plan, present and discusscourses
1. To discuss and optimize learning processes, it is useful to be able to describe them. 

2. In our Poster we present 

· "learning process maps" as a visualization tool for discussing learning scenarios 

· indicators of presumed learning processes in wiki 

3. We use these two tools to discuss learning scenarios with wikis 

1.1  Goals of DPM
The intention behind the efforts is to create a description language for didactical processes which can be used in workgrip situations to discuss didactical processes. Preparing courses is a core activity of each teacher, learning is the goal of each lesson, visualizing the scenario is very helpful for the awareness of what happens or should happen during the lessons and to evaluate the learning process. Spotting the presumed learning moments during the lessons enables a focused discussion about learners behavior.
1.2 Intended properties of the language: 

· intuitive 

· readable without big learning effort by teachers 

· usable as base of discussions in workgroups: 

· readable from a distance 

· drawable on blackboard/whiteboard OR pinnable icons on a pin board 

· easing the comparison of two similar processes 
The language has been tested in workshops with different teachers and researchers. After an introduction of 15 minutes all participants could use the proposed Icons to describe a leaning scenario. The language turned out to be useful to describe short learning units but also entire learning curricula. Visualizing the activities of the different participants, group distinctions and presumed learning activities turned to be 
Not intended properties of the language: 

· The DPM does not have to describe every detail of a process, because humans who can talk to each other will be reading the language and not computers. 

2 
The Elements of DPM 

To describe 
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3 
Examples of learning scenarios discribed with DPM
3.1
Essay writing
3.2
Jigsaw

3.3

See: http://wiki.doebe.li/DPM/WebHome 
4. Benefits and problems of DPM
Hier kommt der Beat mit all seinen Bedenken!!
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