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ABSTRACT

As students develop critical and reflective thinking skills and are encouraged to care about the world
around them, they may realize that some degrees of personal or social transformations are required.
Considering this, it is important to note that transformational process can be enhanced with online
learning (especially e-learning). Therefore, knowledge about the relationship between culture and online
education is very relevant. The purpose of this study was to explore the relationship between national
culture and the usability of an e-learning system. Hofstede's cultural dimensions were used to guide
the cultural aspects of this study while Nielsen s four usability attributes were also used to support the
usability aspect of the study. It was concluded that individual cultural backgrounds contribute substan-
tially to the usability of most online learning systems. Teachers and designers can talk about crafting or
designing the learner experience, but the level of control over learner experience is quite indirect and
mediated by several factors not under teacher control. With respect to transformative learning, some
learners may be ready for deeper change while others are not.

INTRODUCTION

Transformative Learning has largely been the
province of adult learning theory. There are several
reasons to consider transformative learning theory
and practice for older adolescents in schools and
colleges. Mezirow (2000) pointed out three of them
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as follows: (1) That the transition to adult life often
involves personal transformation as students move
from a safe school environment to take on complex
work, study and social responsibilities. (2) That
when students are led to a deeper understanding
of concepts and issues their fundamental beliefs
and assumptions may be challenged leading to a
transformation of perspective or worldview. (3)
As students develop critical and reflective thinking
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skills and are encouraged to care about the world
around them, they may realize that some degrees
of personal or social transformation are required.
Tranformative learning experience in this study
is considered as the learner’s construction of
learning events that were particularly meaningful
and transforming their lives. This experience is
being investigated by looking at the relationship
between national culture and usability of an e-
learning system. Considering this digital age, it
is important to note that transformational process
can be enhanced with online learning (especially
e-learning). Online learning has significant im-
plications for transformative learning and can
contribute to the expansion and understanding of
the transformative learning theory. However, for
learning to be effective it must be adapted to the
cultural context of the learners (Dunn & Marinetti,
2009, Swierczek & Bechter, 2008).

In this study, the relationship between national
culture and the usability of an e-learning system
(nine usability variables were investigated)
where relationships were established by inves-
tigating how individuals from different cultural
backgrounds respond to the use of an e-learning
system. The participants were observed while
performing tasks and were given a questionnaire
at the completion of the tasks. The results of this
study suggest the following:

. That none of the correlations between
Power Distance and the nine usability vari-
ables were significantly different from zero
at the p =.05 level

. That none of the correlations between
Individualism/Collectivism and the nine
usability variables were significantly dif-
ferent from zero at the p =.05 level

. That none of the correlations between
Masculine/Feminine and the nine usability
variables were significantly different from
zero at the p =.05 level.

. That these cultural variables were not
systematically related to any of the nine

usability attributes in his study. Although,
the strength of the relationship between na-
tional culture and most usability variables
were not shown to be significant, higher
Individualism scores were correlated with
greater levels of satisfaction with language.
. Also, Uncertainty Avoidance was corre-
lated with Learnability Time. The overall
frequency analysis among cultural dimen-
sions and usability attributes shows that
the majority of the participants (92%) were
satisfied with the e-learning system.

BACKGROUND

The study cited above (Adeoye, 2004) demon-
strates the importance of embedding cultural
awareness within the design of user interfaces for
online education and the need for adjusting online
learning features for different users to enhance
users’ performance and support transformative
learning. The findings in the study signify that
not everyone in a society fits the same cultural
dimensions precisely, but there is enough statisti-
cal regularity to identify trends and tendencies.
These trends and tendencies should be recognized
as different patterns of values and thought. In a
multi-cultural world, itis necessary to cooperate to
achieve practical goals without requiring everyone
to think, act, and believe identically.

Hofstede cultural model (Hofstede, 1980) was
used as a guide for his study. Socio-cultural values
influence the acceptance and use of e-learning
systems because instructional approaches are
entrenched in a context of beliefs and values
within the context of'its application. Cultural fac-
tors also play a significant role in adoption and
integration of technology within the community.
Cultural difference has been deeply researched.
The Dutch anthropologist Geert Hofstede defines
culture as consisting of patterns of “thinking,
feeling, and potential acting” that all people carry
within themselves, and which he terms “mental

155



10 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/socio-cultural-dimensions-learning-
systems/44206

Related Content

Serious Game Leverages Productive Negativity to Facilitate Conceptual Change in
Undergraduate Molecular Biology: A Mixed-Methods Randomized Controlled Trial
Andrea Gauthierand Jodie Jenkinson (2017). International Journal of Game-Based Learning (pp. 20-34).

www.irma-international.org/article/serious-game-leverages-productive-negativity-to-facilitate-conceptual-change-in-

undergraduate-molecular-biology/180345

Developing and Testing a Board Game to Learn About Stars
Rabia Taneland Esra Bilal Onder (2020). International Journal of Game-Based Learning (pp. 62-73).

www.irma-international.org/article/developing-and-testing-a-board-game-to-learn-about-stars/257020

Designing Serious Games for Senior Executive Strategic Decision Making

Kenneth McKay, Tejpavan Gandhokand Darshi Shah (2023). International Journal of Game-Based
Learning (pp. 1-17).
www.irma-international.org/article/designing-serious-games-for-senior-executive-strategic-decision-making/329221

Negative Experiences as Learning Trigger: A Play Experience Empirical Research on a Game
for Social Change Case Study
llaria Marianiand Enrico Gandolfi (2016). International Journal of Game-Based Learning (pp. 50-73).

www.irma-international.org/article/negative-experiences-as-learning-trigger/157306

Player Types, Play Styles, and Play Complexity: Updating the Entertainment Grid
Ricardo Javier Rademacher Mena (2012). International Journal of Game-Based Learning (pp. 75-89).

www.irma-international.org/article/player-types-play-styles-play/66882



http://www.igi-global.com/chapter/socio-cultural-dimensions-learning-systems/44206
http://www.igi-global.com/chapter/socio-cultural-dimensions-learning-systems/44206
http://www.irma-international.org/article/serious-game-leverages-productive-negativity-to-facilitate-conceptual-change-in-undergraduate-molecular-biology/180345
http://www.irma-international.org/article/serious-game-leverages-productive-negativity-to-facilitate-conceptual-change-in-undergraduate-molecular-biology/180345
http://www.irma-international.org/article/developing-and-testing-a-board-game-to-learn-about-stars/257020
http://www.irma-international.org/article/designing-serious-games-for-senior-executive-strategic-decision-making/329221
http://www.irma-international.org/article/negative-experiences-as-learning-trigger/157306
http://www.irma-international.org/article/player-types-play-styles-play/66882

