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Problematic 
 
The advent of multimedia and networked environments for teaching incites to constitute multidisciplinary teams 
for the realization o f new (teaching) materials. In  regard to the trad itional courseware p roduction, th is way o f 
sharing knowledge and resources give rise to a novel situation of work in education and training. The process of 
designing computers based courseware is a learning process for the different partners involved in the projects.  

This poster illustrates the matter by three projects of development of courseware based on the use of computer's 
technologies and presents the lessons learned from the participation in their development. 

Three projects 
The projects concern the secondary school. They require for their realization technical, pedagogical, didactical  
and organizational skills.  
 
Project 1 : SUMUME Project 2 : SYNERGIE Project 3 : ERMITAGE 

 
Students (8th lev el, C entre 
secondaire du  B as-Lac) o f th e 
project SUMUME at work  

 
Some topics at disposal concerning the 
working world of the « Arc jurassien » 

 
The activity Pyramide additive in the  
« room » Calcul lacunaire 

This proj ect con cerns learn ing 
sequences i n M athematics, 
French, H istory - G eography for 
the 8 th l evel of  the s econdary 
school. Bei ng a j oint cooperat ion 
between t he S tate, a priv ate 
industry and a University Institute, 
the SUMUME project has merged 
geographically di stant an d 
professionally di fferent s tructures 
-political, in dustrial, teac hing, 
university- who ha ve ha d t o learn 
to work together 

In t his proj ect, a didactical C D-ROM 
presenting t he econ omy of  t he reg ion 
"Arc jurassien" has been realized. This 
project has necessitated different steps 
in reac hing a greements bet ween t he 
partners f rom t he edu cational or th e 
financial world. I t ha s fo stered 
creative dynamics between the offer of 
unknown tec hnical p ossibilities an d 
the s uggestions o f pedag ogical 
activities. 

This p roject w ill o ffer mathematical 
activities o n t he I nternet 
(www.projet-ermitage.org) adopt ing 
a sp atial metaphor. Each  activ ity is 
located in  a ro om of  a “virtual” 
museum. T his p roject co nstitutes a  
nice opport unity t o obs erve h ow 
users modify t heir a ttitudes 
depending on  whether t hey find 
themselves i n t he p osition o f a  la y 
user (as  a s tudent) or of  a 
professional us er (t eacher) or of  a  
designer. 

 
This p oster h as b eneficied o f th e co llaboration o f : Ch ristian B erger -  Yv es Dela madeleine (Co nférence 
intercantonale de l’instruction publique - CIIP) ; Martin Lehmann (Consulting engineer – initiator of the project); 
Enzo Off redi (Ecole s econdaire rég ionale de Neu châtel) ; J ean-François P erret (In stitut de ps ychologie, 
Université de Neuchâtel) for the SUMUME project and of the collaboration of Martin Lehmann (initiator of the 
project) for SYNERGIE. 



Lessons learned in these projects 
 
Some recommendations about collaborative working and sharing of know-how to produce multimedia supports 
for teaching can be is sued from these projects. They concern the actions of the design teams and their relations 
with the users and the technical devices. 

 
About the collaboration 
 

 Collaboration sets generally more problems than expected  

  T here is  mutual ignorance of the professional cultures of the partners who are n ot acc ustomed to  
working together.   

 The technical potentialities are of ten badl y ev aluated (pedag ogues ca n li mit their a mbitions b y 
underestimating t he tec hnical pos sibilities. Ot hers, on th e con trary, ca n propos e activ ities which realizatio n 
exceeds the technical capabilities or budgetary at disposal). 

 The teams of development must be able to create a common culture and each partner must learn to know the 
cultur of the others. 

 Time at dis posal to work out a com mon language and common references between the various partners i s 
often too limited.  

  The possible use of pre-established standards or diagrams should be considered to improve the means to 
share knowledge. 

 Th e geographical distance can  create a h andicap f rom this poin t o f v iew. T he written communication 
raises more difficulty than the oral one. 

 It  should be org anized as oft en a s pos sible face to face meetings t o i mprove co mmunication an d mutual 
understanding 

 

About the end-users 
 

 The expectation of the targeted public remains often implicit. The same occurs for the subjacent theories of 
learning. These unsettled situations can be sources of misunderstanding. 

 T he en d-users (teac hers, s tudents) s hould be reg arded as  partners of  t he des ign a nd be m ore an d more 
integrated in the design process. 

 The realization of a learning tool is a stro ng motivation for its u se. That sets the problem to interest other 
people to use it.  

 The first users of a novel system can retreat on less adapted tools but of a larger social use (powerpoint for 
example). 

 Th e period of development should be extended by the follow-up of the users. During this process, the 
designers can learn a lot from the lay-users. 

 

About resources and know-how 
 

 The culture of the memory of the projects is not developed. Its importance seems often underestimated.  

 Why so ? 

 The “documentation” should not be neglected in the schedule of a project. 

 The con sideration of  a dev ice as  a whole makes it pos sible to con sider res ources (oth er s oftware, paper 
documents, etc.) that can be used with no further need to invest wider. 



 
References 
 
Lambolez, S. & Perret-Clermont, A.N. (2003). « From the back of the classroom I understand my students much 
better !  » Secondary s chool teach ers’ e xperiment i ncorporating IC T in to th eir teach ing. Studies in 
Communication Sciences, Special Issue : New Media in Education, 117-133. 

Lambolez, S . & Perret -Clermont, A.N. (2003). U n e xemple de coopérat ion i nterprofessionnelle: S UMUME – 
projet d' enseignement a vec su pports multimédias. Actes du 12e Congrès de Psychologie du Travail et des 
Organisations (A.I.P.T.L.F.), Louvain-la-Neuve : Presses Universitaires de Louvain, vol. 3, 475-480.  

Maréchal, A. (2004, à paraître). L’Arc jurassien et son économie : un didacticiel né du projet SYNERGIE. Actes 
du colloque « Entre technique et pédagogie, la création de contenus multimédias pour l’enseignement et la 
formation ». Lausanne & Neuchâtel: LEP & IRDP. 

Ghodbane, I., Maréch al, A. & P ochon, L.-O. (2004, à p araître). Ou tils inf ormatiques et n ouveaux moyens 
d’enseignement de mathématique : l’accueil des enseignants. Actes du colloque « Entre technique et pédagogie, 
la création de contenus multimédias pour l’enseignement et la formation ». La usanne & N euchâtel: LE P &  
IRDP. 

Pochon, L.-O. & Maréchal, A. (2003). Apport du langage XML dans un projet artisanal. Sciences et techniques 
éducatives, Hors série 2003. 45-68. 

 


