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The Coherent Organization

Social Networks
"cooperative"

Communities of Practice
“collaborative and cooperative"

Work Teams .
"collaborative" Firewall
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Web 3.0
semantic we system-generated content
meta-tags OWL
wiki AP
RSS 69
Design XML
Elegance Web 2.0
blog user-generated content
read-write web SOAP
forum cal software as a service
media mashups
Web 1.0
site producer-generated content
HTML
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® Social First

® performance Support 2nd
® Formal as last resort

* And

® Ubiquitous

® Continuous
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Category Principle Approach
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Thanks! ENGAGING
LEARNING
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