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CREATION OF A VIRTUAL LEAILNING GOMMUNITY FOR
THE GLOBAL VIRTUAL ENTERPRISE PROJECT

Myaiá Flores, Arturo Molina, Monterrey Institutc of Technology
Gmliaiio Marcon, Carlos Brcmer, UnivO'^ty of São Paulo

Fomiation/Coinmiüncnt, Opcralion and Rcconfiguia-
üon/ Dissolulign (Goranson, T. 1997).
'Flic fonnation of Virtual Entcipiises is not a süriple
process. In order to crealc Global Vúlual Fnteqarises,
six uiTivcrsiücs aie working logcüier; Univci-sity of São

Paulo (USP)f Birizil; Montcncy Institutc of Technology
(n ESM). México; Aachen Univcrsity of Technology,
Gemiany; University of Sánt Gallen (Institutc of
Technology Management), Swit2ciiand; University of
Venicc, Italy; and Univci-sity ofNewcastlc uixan Tyne,
Engkuid. Ilic mission of tlic Global Viitual Enteipiise
(GVE) Project is tlie fonnation of a woiidwde

coopcration cnvii-onment among corporations,
universitics and govemment agencies to increase tlic
economical and business development of enteipiises,
based on tire paradigms of thc Virtual Enterprise. The

Virtual Entciprise is a typc of coopcration arnong
cntcrprises which crui improve tire }X)tcntial of Small
and Mcdiurrr bjiteqiriscs to make tirem comjretitivs.
'fliis kind of cooírcration “conccntratcs on Üie core

corrrpetcncies of its mcmbcis and thcreb}' joiriing tlrcir

forces in networics Üiey are ablc to produce more
complex, yct still customrzed goods. Srnall comparries

improve lheir conrirctitive [rosition
oulstandrng way” (Brcmer, C. 1995).

A nccdcd concept:

Viidual Icar-ning connmrnities

ABSTRACT

Frorn smoke signs up to Üre ncw Tclccommunication

Era, hurnan beings have always tned to express
tlrernselves and sharc ways of tlrinkirrg. Uris ncw era

allows jxojrle around Üic world to comnrunicalc with

each otlrer in an casy, efist and less cxi.x;rtsive
People sharc cx]x;tiences and leain Gonr each olher.
Tliis favors tire creation of Virtual Communities; when

people sharc ideas and learn frorn otlrer in cybei-space,
Virtual Lcamirrg Communities arise. ilrc iníritr goaJ of

any Virtual Learning Community is to create a sirarcd

way of understanding, obtairririg a win-win altitude, rire

aim of tlris pajrer is to describe what is a ViiiuirJ

Leaniing Cornrnunity, Üre necessily to create it and how
it has been built in order to obtain a successful

collaborative cnvironrrrcnt; in Üiis case, Üre

development of Üre Global Virtual Enteiprisc project.
Tire creaüon of a Virtual Leanrirrg Conrmurrity vill
etrlrarrce coirrirrurricaüon arrrong its partrrer-s aird at Üre

sarrre time MU help to obtairr Üre desired project
objectives.

way.

CREATION OF A VIRTUAL EARNING

COMMUNITY FOR THE GLOBAL \TRTUAL
ENTERPRISE PROJECT^

arrr
nr air

Thc Global Virtual Entcipiisc project

Nowadays data car bc üarrsferTcd itr a faster ard casicr

way wiür rrerv hrfortrraüon l’cclrrrologics. Tlrcsc
technologies eirable Üre creation of global tnakeLs
where bourrdaries do no exist arrd nev/ business

opporturrities arise. In Üris scenario íhe coircept of

Virtual Enteqrrise emerges. Bynre, J. A. (1993) defines
a Virtual Conrparies as “A temporary iretwork of
rrrdepcndeirt comparies, supplicrs, custoiner-s,
crstwhile rivais lirrked by irríbnnatioir technology
shae skiUs, costs, ard access to oirc aioÜrcr’s irrakels’'.

Tire life cycle of a Virtual Enteqrrise has fivrr inaiir
irrocesscs; Opíxriturrity Idcntificatioir, Partncr Scarclr,

Oire of Üre Üriirgs Ürat tnakcs Üre hunrar race uiricjue is its

ability to coirrrrruiricatc, sharc, ard leanr fronr exirerietrccs
Ürrough tcllirrg stoires. Wc tell stoiics in irrary differeirt

ways Ürrouglr rrrary difTcrcirt media, lhe irew hrfonrratioir

Tcclrrrologics Ürat have cmetgcd iir Üre last yean give Üre
Iruinar tace ar casy, fast

capacity.

ncw

ard cheíip \rorldv\ide
'Bris trewcoirarriurrcatron

tclcconmraricaüorr tcchirologies has as a coirsequeirce Üre

fomratioir of Virtual Communities. Rheingold (19^)7)
dc;x:tibas a Virtu.al Corrrrrrunity rts “Üre social aggrcgatirrrrr

Ürat ctrrcrgc frorrr thc Nct when ctrough ireople
Ürosc public disc.ussiorrs lotrg crrouglr, with sulTrcicrrt

even
era rtr
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huinan felling to fomí webs of personal erlaliooshiiDs in

cybcrspacc.
Neccssity of a Virtual Lcarning Coimnuuity for
the GVE Projcct

As it was mentioned before, the GVE Project is
carried oüu in six differcnt Qountries around the

world. 'To be able to eollaborate (work in same
projects, cven peifonning parallel
activities) in-geographically distributed countrics
and to obtain tire expected results, a Virtual
Lcarning Community should be crcated. At tlie

same time,, a continuous lcarning cullurc will
emerge and-fcscarch among the partners will be
cncouraged. The creation of the Virtual Lcarning .
Community for the GVE Projcct will accomplish
the following objcctivcs:

Tlicsc Virtual Communities push for a change of tlic
world’s social stmctuie,"^ allowing pcrsons to
communicate, share and leam fiom exj^erienccs from
jxiople witli otlier cultures^ religions, ages, genders,
ways of Üiinking and life iDCisixxtives. Taking all tliesc

in consideration, Viilual Communities help to find a

ncw way of worldwide lcarning.

or comnion

Ricl (1997) mentions tliat educalion is about creating a

shaicd way of tliinking afx^ut oui-sclvcs and our world.
Exchanging ideas encoiuagc leaming bccausc il is
inhcrently a social process of constmeting sharcd
luidei-standings. Putting all íliese conce]3ts togeüier, a

Virtual Lcarning Commujiity (VLC) is a social
aggregation Üiat emerges fiom tire Net, fomfing webs
of jxrsonal relationships in cybcrspacc and creates a

sharcd way of understanuings about tticir membem and
about tliemselves. Virtual b^ning Communities have

no fixed limes and zones and llic conversation among
its members is carried out by clectronic mail, chats,
video conferences, etc.

Creatc a way of sharing thinking and
understanding about common topies;
Enablc partners to accomifiish shared goals;
Enhance relationships and
betwccn the partners;

Encourage partners to participatc with Creative
ideas across distances;
Support partners with information to be able
to perform research in

collaborative w'ay in cyberspace;
Share information and knowlcdge basis and
Be able to show all members the new changes
performed in the project.

□

Q

□
commumcation

□

□

a faster and

Tlie niain goals of a Viilual Ixaming Communit}' are;

Q Create a shared way of understanding;
□ Facilitate the exchange of ideas;
□ Enliance relationslfips and communication and
□ Allow continuous leáming

□

□

At the same time, the next four conditions have to
be satisficd:

FIGURE 1

VIRTUAL LEARNING COMMUNITY

GOALS

□ Access to updatcd projcct information to
Virtual Lcarning Community members;

□ Management and documentalion of importanl
information among partners;

□ Communication among members and
□ Common information basis.i-H

'fo fulfil these nccds and rcach the objectives, the
Virtual Lcarning Community will contain six
elcmcnts, corresponding to three main activities;
learn, work togcthcr and disscminatc. Tablc !
e.xjilains the activities. dements

•Crcald a share way

of understanding
•Ciwtinuous kraming

nr
:iu ';oa!s.

New

information '•'-''haiKC relílionships

lechnolotiies communication

•Pocililatc the

cxdwngc o( idca.s

2.S1

mmmi

f • • '<■ ■

• V • y-'-' i
•t.;

■'■al



TABLE1

VIRTUAL LEARNING COMMUNITY

ACTIVITIES, ELEMENTS AND GOALS

Tcxt rcscarching: this is whcre the rcscarchers
will do the rcadings and will send the
suggcstions of texts to the GVE editors;
Protocol performance; whcre the GVE editors
wili evaluatc the suggcstions and will send tiic
approval protocol to the GVE designers;

□ Texts presentation: whcre the GVE designers
will publish the accepted Information in GVE
Intranet so that the Rcscarchers can find texts;
and

□ Publish text scarching: wherc the researchers
will fmd the text by performing a scarch.

lhe published text scarching, will be reached
using the Internet browser. The existing texts will
be classificd as follows;

□

Aclivitics Elcmcjjts Goals
a

Lcam I. Virtual boçk

2. Virtual seminars

Sliarc and obtain more

knowlcdgc about
important Topies

Dcvclop aclivitics
logcthcr in dirTcrcnt

places

Noticc what events arc

Corning and bc abie to

kiiow Mceting resuits

Work

logcthcr
3. Tcle-coopcralion

Virtual rcscarch4.

spacc

Disseminate 5. Events

Rcsulls6.

Members will be able to access thesc elements

using Internet ser\'ice. Figure 2 shows the six

elements that \vill bc used in the Virtual Lcarning
Community to reach its goals.

FIGURE 2

VIRTUAL LEARNING

COMMUNITY ELEMENTS
□ Abstracts; where the main idea or the most

interesting point of the text will be shown to
the Researchers;

Complete texts: wherc the full text wili be
sliowi and

□ Sites: where it will be possible to access the
original site to give important information to
the researchers.

□

Virtual seminars

The objeetive of the Virtual seminars will be to
offer the final resuits of the researches to

everyonc with condensed ideas in the form of
pictures. To perform the Virtual seminars the
following activities will be done:

Seminar performance: the seminars will be
bascd on rcscarch like

others written by Rcscarchers. The pictures
and the concepts in the seminars will provide

easy and fast understanding;
Seminar evaluation: the evaluation will be
performed by the GVE editors, who
decide about the importance of the

□

ELEMENTS OF THE VIRTUAL LEARNING
COMMUNITY

papers, thesis and

Virtual book an

a

The objeetive of the Virtual book

information System. will be to give an casicr
access to the members of the VLC. In order

have reliability, the people in charge of the criticai
update continuously the

infonnation. The Virtual book will have the
following activities:

as an will

seminar
andto

Seminar publication: if the
considered important. it will bc

□
seminar is

sent to the

it could hc published

activities will

GVE designers, so on

the GVE Intranet to support othc!'
Researchers.
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Tclc-cooperation
and contributc vvith their poinls of vicw to scveral

nialters. If a GVE incinbcr is researching a
particular topic, thc mcmber will be abie
perfomí a discussion in lhe GVE Intranet.

Thc intejCsted mcmbers can rcply and collaboratc
to the rescarch. They will be able to support with
Information, suggcstions and comments. By doing
this, all membcrs will be able to contributc to the
lescarch with their points of vicw. Thc rescarcher
will obtain more information and ideas from all
thc project\"partncrs. Thcse will
publicatioh of articlcs to which

can participale. The oulputs of the Virtual
rcsearch s]Dace
presentations, etc.

To establish contacts through the Virtual Lcarning
Community. GVE partncrs will

; eithcr by chats or vldeoconferences. Thesc
meetings are called virtual meetings. To be able to
obtain a succcssful telecollaborativc projcct using
these communication media (Harris, J. 1997),
(Killing, R. 1997), (Levin A.J. 1997), (Rogcrs
1997), (Waugh, M 1997) five main guidelincs
havc to be followcd. These guidelincs

to
commumcate

are;

encourageTarget invitalion: whfcn a mcmber dcsires to

communicate, he or she should invite the kcy
members by any communication media. The

partners who are invited by the target
invitation will be called key mcmbers at thc
virtual meetings;
Response; when key members are invited to

communicate, they should reply if they
able to participate;

General invitation; when the target invitation
has a positive response from the kcy members,
a general invitation will be published in thc
bvents agenda at the GVE Intranet; members
who arc interested to participate can also be
part of the virtual meeting.
Meeting performance: thc chat

videoconference will be performed on the date

and time set on thc Event-agenda; the partncrs
who accepted the invitation should participate
in thc virtual meeting and
Closurc: when a virtual meeting fmishcs, the
responsible will write a

□

many members

will be articlcs. abstracts.

Evcnts-whafs commg
Q

All thc Virtual Lcarning Community events will
be published in an agenda. This agenda will
contain the schedulc for

videoconferences, charts,

arc

□

events siich

meetings, etc. Events
will be published conlinuously and will contain
small dcscription of the event. All mcmbers
should look at thc agenda frcquently so they can
notice the present and future events within the
project. Events will be published as showed in
Tablc 2.

as

a

□
or

TABLE 2

VIRl UAL LEARNING

COMMUNITY EVENTS
□

minute containing the
summary, conclusion and list of participants
of thc Virtual meeting. This minuet will be

sent to the GVE designer. Thcn, thc meeting
minute will be shown at the GVE Intranet, in
thc results link, in this way, all members will
be able to now what happened in all the
meetings.

Type Uvcnls ücscriplion

Lvenis regarding to~
(liffercnl topies, bul
only ainong llic
conimunily members
Outside events tlial

support thc projecfs
l’crformancc

Intcmal Chats

Vidcoconfcrcnccs

Meetings
Othcrs

Extern al Congress

Meetings
Othcrs

Results

lhe Results will present thc cxplanation of thc
meetings. Meetings will bc performed by

Virtual rcsearch spacc

To encourage rescarch in thc Global Virtual
Enterprise Project, a Virtual rcsearch spacc will
bc cieatcd. This Virtual rcsearch spacc will work
as an opcn forum where all members can discuss

' person-

to-person chats, and by videoconference. The
results will bc wrilten in order to updatc an.d
infonn thc GVE mcmbers. 'fhc logical sequence
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^of activitics concerning to thc rcsult arc thc
' following:

nelwork of stnall and lucdiwn sized producíion
companies. In; Bi-azil International Congress of
Indusüial Enginccmig, 1., São Carlos, 1995. Anais.
São Carlos, UFSCar. V.2, p. 759-64.

Bymc, J. (1993), Virtual Corporation Business
IVeek. Fcb. S”', n.3291-622, p.3641.

Goi-anson, 1'. (1997). Àgile Virtual Enteiprise: Best
Base, On-line,

Once Üic meeling is done, the responsible will
send the minutes to the GVE designer and
The GVE designers will publish these minutes
in thc GVE Intranet, so that, every member
can understand what was diseussed at the

□

□

meeting. Agile Praeüce Reference

hltpV/wvnv.eilitvrorum.ore/l^X Proj/MAVLTlx-)

okfile.htm (Oct. lO"').
1 lairis, J. (1997). Organizing and Facilitating

Telecollabdrajive Project, On-line

htlp://íi-s.ed.uiuc.edu/Mining/Febiiia]y95-CT.hlml (Oct
10''', 1997).

CONCLUSION

Communication difficulties legaiding countries’
gcographiail disüibuüon is not relcvant in order to

cooperate in Üre GVE Project. With infoimalion

teciinologies, physical i)rescncc is no longcr a
requirement to bc. ablc to work simullancously in fai'
away placcs. At tire same time, tire ase of lirtcmcl

sctAãccs provide^ a low exast to commiuricatc. Using tire

GVE hrtranct the follovving goals for a Virtual Leamirrg
Conrmunity v/,ll Ire reachai:

Killing, R. (1997). Social Relationships in Electronic

Foruiiis, Ilangouts, Workplaces and Coinmunities, On
line.

http://vr'w\v.deccnrEji'.conr/cmc.nrag.l996/iül/klinn himl

(Oct. 10“', 1997).
Leviir, A. .1. (1997} Üniversity oj Illinois, Organizing
educational network interactious: Steps towards a tlrcory
of network-based learaing□ Createasbaredwayofunderslanding;

□ Facilitate üre exclrarrge of ideas;
□ Eirlranc£ relatioriships aird eommunicaLion and
□ Ailow conünuous leanring.

Tlris proposal exploits newcr procedures to rescarch iir

sepaiated groups, iir order to iirrprovc productiwty. Tlrus,

il is possible to obtain good results wilir nroiie agility aird
ürst commiurication.

On-liire,eirvuoirirrcnts.

http://lrs.cd.uiuc.cdu/Guideline_s/i evin-AFR A..

l8Ap95.hüril (Oct. 20“', 1997).
Rhcingold, II. (1995). 71ie Virtual coinmunity:
Momesteadirrg on tire Elecüoiric Froirtier, Menlo Park, CA:
Addison-Wesley Publishiirg coirrparry.

Riel, M. (1997). IjiarningCycles: Virtual Leanring
Corrrtrriuritics for ElerrrenUrry.arrd Secotrdaiy' Schools, On
litre, http://Ir-s.cd.iriuc.edu/Guidelines/lCel-93.hliTil (Oct

20“', 1997).
Rogers (1997). Iíom’to design a Successful Project, On liire,

littp://Irs.cd.iiiuc.edii>'Giiide.lines/l^noprc html tOct 10"'

1997).

Vvkruglr, M. I...; Levin, .1. A. (1997). University of Illinois,
Organizing Electronic Netvairk-Based Jiistructional

Interactions: Successful Süatcgics arrdTactics, On iine,
http://Ir-s.ed.uiue.edu/Guideliir(».VV>0 .S html tOrf ]o“'
1997).

Otre of tire rrraiir purposcs of Üris paper is to show how

dislanccs and cultiu-al differences carr bc broketr whcn a

Virtual leanriirg Conrrrrurrity is created. Cotrrparics
slrould bc ablc to i-eargrrizc tlrc imprrrtrrrcc of creating
Virturrl Lcarrring Comrrrurritics, where krrowledgc carr Ixr

created, acquircd and íiansfcrred. In Üre 21'* ccrrtiuy, Üre

creation of Virtual Leamirrg Cornnriuriücs will be
eirlranced, where pcoplc carr oblairr knowlcdgc arrd ideas

frorrr per-son frotrr distarrt placcs. In this way, lhe human

racc carr dcvclop arrd leanr irr a context where cvciyotrc
curr expressarrd give Üreir owti points ofview arrd Üris is

Üre base for Üre creation of Virtual Enteqrriscs.
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