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The Future of Rich Media,
Learning Management
Systems, and Content
Management Systems

Introduction

In a world of increasing bandwidth it is no surprise that the content of the Web is
changing. A trend away from text richness towards media richness is evident. The
rise and popularity of video sites such as YouTube and media-rich, social software
are further examples of this trend and it is reasonable to expect a future that will
be rich in online media. When rich media are integral components of online social
and leisure experiences, it is reasonable that students will expect video and other
examples of media richness in their online learning experiences rather than a pre-
ponderance of text as is the current experience in many institutions. Rich media
have for years played the role of adjuncts to teaching and learning. For example,
for many years assessment by video, in some classes, has been an option although
one that has been slow to be adopted. Perhaps the time is now ripe for this and other
online uses of video and audio as the tools for production are becoming simpler
and cheaper. In the past, sharing video was limited to the physical distribution of
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the tape or disc. Today one preferred method of sharing of video is by uploading to
purpose-built, public Web sites.

Learning management systems (LMSs) have played a significant role in learning for
the past six to eight years. To date they have usually been text-rich in both content
and interactions. The content, generally written by academics, has been dominated
by text. This is not surprising as writing in their discipline is a large part of academic
work. However, for the reasons mentioned previously, manufacturers of LMSs must be
feeling the need to include media-rich content. Further, many institutions are moving
to couple content management systems (CMSs) with LMSs. CMSs are repositories
for digital learning objects that can be conveniently tagged, stored, and reused.
There are many benefits that can be achieved with CMSs. Faculty who invest large
amounts of time in the production of rich media resources can see greater returns on
their investments when they are reused and reuse can be maximized through CMSs.
Publishers are extending their traditional markets, selling digital learning objects to
accompany textbooks, these too can be stored on CMSs to not only maximize reuse
but also to track copyright provisions. There is a role for student-created content
to be stored in CMSs and used as resources by subsequent classes, as often student
perspective can provide appropriate perspectives. These are all ways in which the
levels of rich media content in e-learning will increase. However, the change from
text-rich to media-rich is not limited to content. The past few years have seen the
birth and growth of instant messaging and its evolution into voice messaging, Voice
over Internet protocol (VoIP), and video instant messaging. Videoconference has
for some years been used for interactions in teaching and learning and as the com-
munication tools become widely distributed it is expected to increase.

Clearly rich media have roles in the content and interactions of online learning. The
challenge then to those who design learning events is to take these new applications
of the technology and design events that are appropriate to the subject material and
the participants, their preferred way of learning, the context, and the budget. This
challenge is made more complex due to the changing technological environment.
The Web is changing to Web 2.0 and e-learning is changing to e-learning 2.0.

Web 2.0 and E-Learning 2.0

Web 2.0 and e-learning 2.0 were mentioned in the first chapter of this book. Those
writing about e-learning 2.0 suggest that it will represent a major paradigm shift
from e-learning 1.0, or text-rich e-learning. However, technological changes of this
magnitude generally do not happen overnight. Rather the changes are gradual and
graduated with the newer technology operating in parallel with the older for a pe-
riod of time. O’Hear (2006) suggests that e-learning 2.0 will be a loose connection

Copyright © 2008, IGI Global. Copying or distributing in print or electronic forms without written permission
of IGI Global is prohibited.



8 more pages are available in the full version of this document,
which may be purchased using the "Add to Cart" button on the
publisher's webpage: www.igi-global.com/chapter/future-rich-

media-learning-management/18331

Related Content

Informal Self-regulated Learning in Corporate Organizations

Wim Veen, Jan-Paul van Staalduinenand Thieme Hennis (2011). Fostering Self-
Regulated Learning through ICT (pp. 364-379).
www.irma-international.org/chapter/informal-self-regulated-learning-corporate/47166

Using Mobile Technology in Schools to Develop Social Skills in Children with
Autism: Teacher Attitude Makes All the Difference

Joseph Mintz (2013). Cases on E-Learning Management: Development and
Implementation (pp. 294-317).
www.irma-international.org/chapter/using-mobile-technology-schools-develop/68105

Learning with Digital Games: A Practical Guide to Engaging Students in Higher

Education
Christos Gatzidis (2012). International Journal of Game-Based Learning (pp. 90-91).

www.irma-international.org/article/learning-digital-games/62858

Gamification in English as Second Language Learning in Secondary Education
Aged Between 11-18: A Systematic Review Between 2013-2020

Gamze Kayaand Hatice Cilsalar Sagnak (2022). International Journal of Game-Based
Learning (pp. 1-14).
www.irma-international.org/article/gamification-in-english-as-second-language-learning-in-

secondary-education-aged-between-11-18/294010

Mobile Games Individualise and Motivate Rehabilitation in Different User
Groups

Antti Koivisto, Sari Merilampiand Andrew Sirkka (2015). International Journal of Game-
Based Learning (pp. 1-17).
www.irma-international.org/article/mobile-games-individualise-and-motivate-rehabilitation-in-

different-user-groups/128264



http://www.igi-global.com/chapter/future-rich-media-learning-management/18331
http://www.igi-global.com/chapter/future-rich-media-learning-management/18331
http://www.irma-international.org/chapter/informal-self-regulated-learning-corporate/47166
http://www.irma-international.org/chapter/using-mobile-technology-schools-develop/68105
http://www.irma-international.org/article/learning-digital-games/62858
http://www.irma-international.org/article/gamification-in-english-as-second-language-learning-in-secondary-education-aged-between-11-18/294010
http://www.irma-international.org/article/gamification-in-english-as-second-language-learning-in-secondary-education-aged-between-11-18/294010
http://www.irma-international.org/article/mobile-games-individualise-and-motivate-rehabilitation-in-different-user-groups/128264
http://www.irma-international.org/article/mobile-games-individualise-and-motivate-rehabilitation-in-different-user-groups/128264

