Let’s think about what is the role of the
semantic technology in enhancing learning and
Learning over Web 4.0?
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The first blog of Cloud 6 is about the history
of learning and web.

Learning is a part of the characteristics of the humans. Humans learn to respond to solve problems and meet
their needs. Dewey (1897) stated that “education must be conceived as a continuing reconstruction of
experience”. Education is the process of training, learning, and assessment and in a spiral form, improvement
and relearning by receiving feedback on knowledge level (Kolb & Kolb, 2005). Learning, in particular, refers to
“the process whereby knowledge is created through the transformation of experience” (Kolb D., 1984). In other
words, learning is the cognitive process of acquiring knowledge building elements through a combination of
grasping and transformation of experiences.

Using technology in education and learning is not a new idea. In general, the main purpose of using technology in education is
increasing the engagement of the learners and facilitating learning. By the fifth century B.C, providing the written documents
was the early technology-enhanced learning. In the 12th century AD, slate boards were in use and in the 18th century, the
developed version of the slate boards as blackboard/chalkboard became used. The telephone system invented in the late 1870s,
not for facilitating learning, however, in 2000s the distance learning, video conferencing, webinars, e-learning platforms, etc. are
developed by means of the Information and Communication Technology (ICT).
Learning over Web1.0 refers to “Read-only Web”. In this phase, the learning objects have been shared with the learners and they had access to the learning
objects “anybody, anytime and anywhere” (Adorni, et al., 2010). It was one-way communication, means there was a way for the teacher, who uploads
learning objects, to the students and no way back.
Learning over Web 2.0 refers to “Read-Write Web”. At the beginning of the 21 century, communication becomes two-way. Not only teachers can upload the
learning objects but also they can assess the knowledge level of their students, receive their exercises, and students can also communicate with the teachers
and classmates. The students engage in a collaborative environment and it pursued students to continue learning.
Learning over Web 3.0 provides an environment for exchange among teachers and students, in which the web collects a considerable amount of data and
thus it is called “Web of Data” (Bizer, Heath, & Berners-Lee, 2009). There are semantic meanings between these data which vary depending on quality, level
of abstraction and representation of data. Defining, analyzing the semantics of data to provide more smart results for the users is the role of E-Learning 3.0.
While the focus of E-Learning 1.0 and 2.0 is placed on end-users, E-Learning 3.0 utilizes (virtual) machines to analyze metadata (Lamberti, Gatteschi,
Demartini, Andrea , & Montuschi, 2014).

