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Introduction 

During the 2009 - 2010 academic year, I was employed as an English instructor in the Preparatory Year (PY) at a 

public university in Saudi Arabia.  The PY is a one year intensive program which first-year students need to successfully 

complete in order to pursue their desired field of interest in the university. I was part of an international contingent 

consisting of approximately 160 teachers, catering to nearly 4,000 students.  As one can imagine, trying to coordinate 

such a large operation was at times a logistical nightmare, but the managers and supervisors did an overall good job in 

this effort.  Several measures were put in place in order to support teachers on the job including orientations, training 

sessions and professional development workshops.  Another well-intentioned support mechanism that didn’t quite live 

up to its potential was the resource bank, basically a large file cabinet consisting of supplemental materials to use in 

lessons such as worksheets, games and sample quizzes/exams. 

In the following sections of this paper I will discuss the issues surrounding the resource bank, propose a 

technology solution addressing these issues, provide evidence proving the merit of this solution and, last but not least, 

present a detailed plan of instruction for integrating such a solution.    

 

Description of the problem 

As mentioned above, the resource bank is a well-intentioned support mechanism for teachers to use in devising 

engaging lesson plans, yet it falls short in several key areas.   

First and foremost, the resource bank is entirely paper-based which, in a growing movement towards a 

paperless society, is rather inefficient.  Imagine all 160 teachers trying to utilize it at once; it would be totally impractical.  

Not to mention, this being the internet age, most teachers tend to depend upon online resources for supplemental 

materials, as opposed to traditional texts.  How much easier is it to type into a search engine a topic of interest 

regarding a lesson one is teaching than to have to sift through hundreds of papers which probably are not even 

organized beyond level?  Furthermore, online resources allow for more flexible multimedia learning options, such as 

audio and video, which cannot be easily achieved through a paper-based system.  External media like CDs and flash-

drives would need to be incorporated which can become expensive, both money and time wise.  Again, imagine trying to 

share external media resources across 160 teachers; it would be nice if even half of them were able to take advantage.    

Lastly, the resource bank is managed by only a few individuals who are in total control of what materials are 

added to it.  How much more effective would it be for all interested teachers to play a part in contributing to it so that 

they could benefit from each other’s resources and personal experiences, while at the same time building a community?     

In order for the resource bank to perform the vital role it is capable of playing in assisting teachers, a solution is 

required that addresses all these issues.   
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Goals/Objectives 

Contemplating the problem at hand, converting the entire resource bank to an online electronic system would 

be ideal.  However, such an endeavor would require a substantial amount of time and effort, and as such, may not be 

realistic.  In considering alternatives, a system is necessary that allows for sharing of resources online, is easy to learn 

how to use, and can seamlessly be integrated into the current framework.  A tool that not only meets, but exceeds these 

requirements is social bookmarking. 

 Social bookmarking takes the common practice of bookmarking websites in one’s browser, local to one’s 

machine, and extends it to the entire internet.  As such, bookmarks are no longer tied to a single machine and can be 

accessed from any device (e.g., laptop, smart-phone) with an internet connection.  As a basic function, users are able “to 

post an article or web page with a single click to a personal web collection” (“Join a social revolution,” 2005, p. 1066) 

“and to classify these resources using keywords or tags”, as well as add descriptions (Dale and Cheshir, 2009, p. 212).  

However, as Eastment (2008) notes, “a single individual will only ever find a fraction of the sites that might be of 

interest” and as such, would benefit so much more if they “could see all the bookmarks that had been created by other, 

like-minded users” (p. 217).  Hence, “the ‘social’ element arises from the fact that these bookmarks can easily be shared 

over the web, either selectively or publicly” (“Join a social revolution,” 2005, p.1066). 

That being said, the overall goal of this proposed solution is to harness the power of social bookmarking by 

creating an online group, exclusive to the English department, to act as an extension to the resource bank.  Teachers will 

be instructed on the benefits of social bookmarking, and how to effectively use this tool so they can actively contribute 

to the group, in addition to for their own personal use.  Besides this underlying objective, more specific objectives will be 

discussed in the section of the instructional design plan under Design process – 2.Design. 

 

Technology strategies 

Several social bookmarking services are available on the web today however, one of the most popular and 

versatile is “Digest of Internet Information, Groups and Other stuff”, more commonly known as Diigo (pronounced “dee-

go”).  Besides the aforementioned standard features of online bookmarking, tagging and resource sharing, Diigo has 

additional value-added features that set it apart from its’ competitors. 

Of these features, some of most notable include the ability to annotate bookmarks (i.e., highlight and add sticky 

notes, just as one would in a traditional text), take screen captures of websites to have as pictorial representations of 

bookmarks, and show presentations of bookmarks “through interactive slides” all of which “are open to public 

comments and annotations” (Estellés, del Moral & González, 2010, p. 178).  All of these extras clearly enhance the user 

experience, allowing for more innovative ways of knowledge sharing and collaborative learning with others (Estellés et 

al., 2010, p. 175). 

As for the delivery mode of instruction, a conventional face-to-face session could be used where the instructor 

stands in the front of the room and walks course participants through the various facets of Diigo.  However, such an 
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approach has several limitations including lack of flexibility to proceed at one’s own pace, and resources to refer to in 

the future.  Instead, a free, online course authoring tool by the name of Udutu (pronounced “you-do-too”) will be 

employed in this regard.  Udutu allows for simple creation of interactive eLearning courses, complete with support for 

virtually all multimedia types including graphics, audio, video and flash animation.  In addition, the various templates 

offered not only allow for creative presentation of information, but integration of assessments and scenario-based 

learning as well.   

What is also advantageous about this mode of delivery is how it is easily adaptable to both face-to-face and 

online contexts.  For face-to-face, the context in which the training will actually take place, the majority of the 

instruction will be self-guided, where the instructor plays more of a facilitator role, addressing individual questions as 

they arise.  Online, the scenario would be similar, except that participants would not have any real-time support.  In 

addition, if in the future other teachers were interested in taking part in this project, they could complete the course on 

their own time, and would not have to necessarily wait for a formal training session; true on-demand learning.  Such a 

flexible technology tool accommodates an assortment of both learning and teaching styles, as will be reviewed later on. 

 

Audience 

As the proposed solution is intended to be a cooperative effort on the part of in-service English teachers within 

the department, the lesson of instruction will be geared towards them.  As mentioned earlier, the teachers come from 

various countries and backgrounds and as such, their years of teaching experience as well as computer and internet 

skills vary.  Their ages will also vary anywhere from 22 - 60.  All teachers will be in possession of at least a Bachelor’s 

degree and 120-hour teacher training certificate; some may also have higher qualifications. 

Before taking this venture department-wide, it should initially be embarked upon by a small group of roughly 20 

volunteer teachers.  If, for example, seven levels of English instruction are available, having 3 teachers per level should 

suffice.  If enough teachers do not volunteer, supervisors can ask teachers on an individual basis to participate.  If this 

pilot program proves successful and interest grows, the numbers could steadily increase for future training sessions. 

 

Learning styles 

Conducting this instruction on the use of Diigo via a course authoring tool like Udutu helps to address several 

learning styles as outlined in the Universal Design for Learning (UDL) Guidelines 2.0, “a set of strategies that can be 

employed to overcome the barriers inherent in most existing curricula” (CAST, 2011, p. 12). 

  The first principle in the UDL Guidelines states that any given instruction should incorporate Multiple Means of 

Representation in order to accommodate the different ways learners “perceive and comprehend information that is 

presented to them”(CAST, 2011, p. 14).  In considering options for perception, the Udutu-based course meets the 

requirements given in the guidelines by providing screen templates that are compliant with Section 508, a government 
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standard requiring accessibility of technology to people with disabilities.  As the course runs in a web browser, 

participants can easily customize the display of information according to their needs, such as resizing of text and images.  

Furthermore, the course makes use of both visual (e.g., text and graphics) and auditory (e.g., audio and video) elements, 

so alternatives are offered ensuring “all learners have equal access to information” (CAST, 2011, p. 15).  All of these 

attributes attest to the flexibility of the solution, providing much more options than something paper-based.   

The second principle in the guidelines calls for Multiple Means for Action and Expression as “learners differ in the 

ways that they can navigate a learning environment and express what they know” (CAST, 2011, p. 22).  Options for 

expression and communication are of particular interest here, in terms of the features offered in both the Diigo service 

and the Udutu course.  As mentioned earlier, being a social media tool, Diigo provides users numerous outlets to 

interact with each other, increasing “the opportunities for all learners to develop a wider range of expression” (CAST, 

2011, p. 23).  Aside from this, the course has also been designed in such a way that participants are guided throughout 

the various objectives via scaffolding.  As support is gradually minimized along the way, the level of difficulty increases 

and learners develop fluency and independence until, in the end, assessments are to be completed all on one’s own 

(CAST, 2011, p. 24).  The exact methodology used will be covered in greater detail later in the instructional design plan. 

The last principle mentioned in the guidelines deals with providing Multiple Means for Engagement, addressing 

the fact learners differ markedly in the ways in which they can be engaged or motivated to learn” (CAST, 2011, p. 28).  

Again, both the Udutu course and Diigo service play instrumental roles in achieving this by offering options for sustaining 

effort and persistence.  As the course modules are based entirely on the course objectives, participants are constantly 

reminded of the larger goals at stake, namely, being able to use the basic functions of Diigo to contribute to a group. 

Optimizing challenge, as mentioned earlier, is another key point the course integrates well.  Feedback is also included in 

some of the available assessments found during the Introduction portion of the course.  Fostering collaboration and 

community is one of the underlying principles in social bookmarking, so there is also no shortage of “peer cooperation” 

which can “significantly increase the available support for sustained engagement” not only during the course, but 

beyond (CAST, 2011, p. 31).  This will be elaborated on in the subsequent portion of this paper, Teaching styles.    

 

Teaching styles 

Equally important to the emphasis on learning styles, teaching styles need to also be properly reviewed in order 

to help achieve desired learning outcomes.  The teaching styles of concern in this particular project deal with both 

cognitivist and constructivist theories. 

Alessi & Trollip (2001) explain cognitive theory as the focus “on observable constructs, such as mind, memory, 

attitudes, motivation, thinking, reflection, and other presumed internal processes” (p. 19).  The Udutu course accounts 

for several of the keys issues surrounding this theory.  One of these issues is the process of encoding, how stimuli are 

“transformed into a format that can be stored in the brain” (Alessi et al., 2001, p. 21).  With respect to interactive 

multimedia, the multimedia effect (Mayer, 1997) is a branch of encoding based on the belief that “combining different 
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visual and aural information” benefits learners (Alessi et al., 2001, p. 22).  As mentioned previously in the UDL guidelines 

(multiple means of representation), this is central to the Udutu course which offers a full spectrum of multimedia 

options from text and graphics, to audio and video.  Another issue of relevance from cognitive theory is active learning, 

which “assumes people learn not only by observing but by doing” (Alessi et al., 2001, p. 24).  Again, this is the whole 

premise behind the Udutu course; making the learning experience interactive.  Furthermore, not only will participants 

interact with it, but with the Diigo service at the same time which should help with attention issues.  One other key issue 

worth mentioning is mental models, referring to a representation in a learner’s mind to understand a system and solve 

problems (Alessi et al., 2001, p. 28).  A Youtube video will be shown during the instruction that makes excellent use of 

this, using diagrams to clearly explain how social bookmarking works.  Not to mention, the video itself acts as a 

conceptual model, aiding in the development of mental models (Hagmann, Mayer & Nenninger, 1998). 

As for constructivist theory, Alessi et al. (2001) state that it “maintains that knowledge is not received from 

outside, but that we construct knowledge in our head” (p. 31).  The constructivist concepts dealt within this project can 

be found in nearly every aspect of using the Diigo service.  Numerous principles help achieve constructivist-based 

learning scenarios, and a few will be discussed here.  The first of which is discovery learning, tasks that encourage 

exploration such as doing experiments and research (Alessi et al., 2001, p. 33).  This more or less sums up the basis of 

the Diigo service which is made up primarily of resources from research.  Another principle covered is anchored 

instruction, “the notion that a learning environment should be embedded in a context that is like the real world” (Alessi 

et al., 2001, p. 33).  As the Diigo service can be used for not only professional, but personal use as well, a natural 

attraction and need for it can be felt.  This is actually one of key selling points of the Diigo service, and will hopefully aid 

to getting teacher buy-in to take part in this project.  The last principle to point out here is collaborative learning, 

“suggesting environments in which learners work on a shared project or goal” (Alessi et al., 2001, p. 34).  From the 

outset of this project, this has always been one of the major requirements in the proposed solution as the resource bank 

has previously been in the control of only a few individuals.  The Diigo service will now allow the effort to include 

potentially all teachers, with the common goal of learning from one another.  

 

Assessment strategy 

The assessments given will test to see whether course participants have achieved the desired learning 

outcomes.  This will be covered in detail in the instructional design process under Design process - 5. Evaluation. 

 

Design process - ADDIE 

The model the instruction will be based on is ADDIE, which Molenda (2003) defines as the following: 

ADDIE is an acronym referring to the major processes that comprise the generic ISD (instructional 

systems development) process: Analysis, Design, Development, Implementation, and Evaluation. When 

used in ISD models, these processes are considered to be sequential but also iterative (p. 1). 
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Although “not a specific, fully elaborated model in its own right”, ADDIE provides the basis for which almost all 

other ISD models are derivatives of (Molenda, 2003, p. 1).  This being a novice attempt in designing a plan of instruction, 

it will suffice for the intended purpose. 

 

Design process - 1. Analysis 

The Analysis phase is where investigation takes place, and what is to be learned is defined (Seels & Glasgow, 

1998). It consists of several parts including a needs, task and contextual analysis. 

In a needs analysis, an in depth look is taken regarding what the current situation is, and what it should actually 

be; the result determines whether instruction is needed (Seels et al., 1998).  In the scenario at hand, the main issue is 

that the resource bank is not living up to its full potential.  Only a few individuals are responsible for maintaining it, and a 

small number of teachers actually use it.  In reality, it should be a resource all teachers both contribute to and benefit 

from.  In order to reach this goal, as mentioned earlier, a new (accompanying) system needs to be put in place, and 

teachers need to be trained on its use. 

Following a needs analysis, a task analysis is performed to help define what is to be learned (Seels et al., 1998).  

As previously discussed, the overall goal is to have teachers be able to effectively use a social bookmarking service (in 

this case, Diigo) to actively contribute to a group.  During task analysis, ability statements can also be generated to help 

get an idea of what learners will be able to do following instruction (Holland, 2005).  However, as ability statements 

shape the building block for ability-based objectives, this discussion will be delayed to the subsequent section of this 

paper, Design process - 2. Design.  

Upon completion of a task analysis, a contextual analysis can be carried out to weigh in on the learner and 

environmental factors to consider, as well as proposing ways of dealing with them (Seels et al., 1998).  Taking learner 

variables into, both first and second order barriers to technology integration need to be considered.  First-order barriers 

“are described as being extrinsic to teachers” and include issues such as lack of hardware/software and 

technical/administrative support (Ertmer, 1999, p. 48).  Based on this, one issue that has great potential to arise is lack 

of teacher knowledge on the uses of computers and/or the internet.  To help deal with this, the instruction has been 

designed as simple as simple as possible such that even novice users can successfully complete the course.  Second-order 

barriers “are intrinsic to teachers” and include beliefs surrounding teaching and computers, and stubbornness to change 

(Ertmer, 1999, p. 48).  Stemming from this, an almost guaranteed issue to arise is the unwillingness of some teachers to 

take part in this solution.  Although second-order barriers are harder to deal with, a possible solution to get initial 

teacher buy-in is to minimize the amount of participation required (e.g., contributing only one bookmark per day).   

 

Design process - 2. Design 

The next phase deals with Design.  During this phase, a blueprint for instruction is drawn up specifying how 

learning will occur (Seels et al., 1998).  This often takes the form of ability-based objectives, which set the stage for what 
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students will learn by taking the course (Holland, 2005).  The ability-based objectives for the instruction in this project 

are as follows:  

Using a computer and internet connection, the teacher will be to…  

1. CREATE a user account at diigo.com. 

2. ADD bookmarks to a personal account. 

a. FILL-IN associated fields when saving bookmarks (URL, title, description and tags).  

b. TAG bookmarks using relevant words/phrases.  

3. CREATE lists for organizing bookmarks. 

a. FILL-IN associated fields for making new lists (title, category, key words, and description). 

b. ADD bookmarks to a personal account, under specific lists (with associated fields) 

4. SEARCH FOR and FOLLOW other users of interest. 

a. SHARE saved bookmarks within a network (of friends). 

5. SEARCH FOR and JOIN groups of interest. 

a. SHARE bookmarks with a group (recommended group tags will be discussed in an effort to 

help prevent clutter and confusion). 

b. RETRIEVE bookmarks shared in group, in order to use in teaching. 

6. INSTALL and USE the Diigo toolbar or Diigolet (no install required) onto a web browser as alternatives 

to using the Diigo site (for saving bookmarks). 

In addition, matching assessments for the formulated learning objectives are also created during the Design 

phase, to see whether students have indeed learned (Holland, 2005).  However, this will be examined later in the design 

plan under Design process – 2. Evaluation. 

  

Design process - 3. Development  

The third phase in the process covers Development.  It is in this phase where the instructional materials and 

procedures are authored and produced (Seels et al., 1998).  As already mentioned, the instruction will be delivered via 

course authoring tool called Udutu.  The Udutu course will consist of three modules including the following: 

A. Introduction - Social bookmarking will be explained, as well as how it can help both teachers and the 

department.  A video from Youtube will aid in this, in addition to several screens of text information 

with graphics.  Following this background information, a short self-assessment will be given comprised 

of review questions.  Voice prompts are also included throughout to alert users of important 

information such as navigating the course and feedback.  It should also be noted that in a face-to-face 

setting, this is the only part of the instruction that will be instructor-led.      
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B. Lab - The bulk of the learning objectives will be covered here as participants will be interacting 

directly with the Diigo service.  Again, screens of text and screen captures with Udutu will be used to 

help guide participants through the various tasks.   

C. Assessment - Upon completion of the course tasks, assessments will be given in the Udutu course, 

matching one-to-one with the objectives.  The assessments will be completed using Diigo.  

Other than the aforementioned web tools of Udutu and Diigo, other necessary items include the following:  

1. For the instructor - a computer lab (or classroom) equipped with a computer, speakers, digital 

projector and internet connection. 

  2. For the participants - a laptop (if computer lab is not available), and internet connection 

Although pilot testing of the instruction is also an integral part of the Development phase, it is beyond the scope 

of this particular project. 

 

Design process - 4. Implementation  

During the Implementation phase, the materials and procedures previously developed are actually installed and 

the student formally meets the instructional solution (Seels et al., 1998).  The following is an outline of the steps in the 

intended lesson plan: 

A. Introduction 

   1. Instructor leads discussion on…  

a. what social bookmarking is.   

- Watch Social Bookmarking in Plain English 

(http://www.youtube.com/watch?v=HeBmvDpVbWc) as a group. 

    b. what social bookmarking can do for users.  

    c. how social bookmarking can help the department. 

   2. Participants complete self-assessment (review questions on material covered thus far). 

  B. Lab 

   1. Participants are self-guided in the steps to…  

a. setting up an account on Diigo. 

    b. adding a bookmark and filling in the associated fields. 

     - Special attention is given to tags. 

    c. creating a list and filling in the associated fields.  

-  A bookmark is added to the created list. 

    d. searching for someone to follow (a friend). 

     - A bookmark is shared with this friend. 

    e. searching for a group to join. 

http://www.youtube.com/watch?v=HeBmvDpVbWc
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- A bookmark is shared with this group. 

- Special attention is given in the use of recommended group tags. 

    f. installing and using Diigo toolbar or Diigolet (no install required).    

- WARNING:  Teachers can also continue to still just use the Diigo site if they 

prefer, but recommended group tags won’t be appear when saving bookmarks. 

  C. Assessment 

1. Participants are self-guided in completing a list of tasks, based on the course objectives. 

- This will be fully explained in the subsequent section, Design process - 5. Evaluation. 

 

Design process - 5. Evaluation  

The final phase in the design process is Evaluation, where the impact of instruction is determined to see 

whether if learning has occurred, and where there’s room for improvement (Seels et al., 1998).  Although Evaluation 

should actually be ongoing throughout the entire design process, again, it is beyond the scope of this project. 

Instead, the assessments will be discussed here which, in essence, are keys measures of the results.    

As previously mentioned, the assessments match directly with the course objectives that are repeatable (i.e. 

“creating an account” is not repeatable), and the course tasks are based on the objectives.  Therefore, if a participant 

needs help at anytime in completing an assessment, they can easily go back to that part of the course for assistance.  

The following is a list of possible assessments for the course: 

1. Search for a site to use in a lesson with the key terms: past simple, game (and any other you see fit). 

a. ADD this site as a bookmark to your account. 

b. FILL-IN the bookmark fields as you see fit. 

c. TAG your bookmark using the same key terms from above and add “level 2”. 

2. Search for a site to use in a lesson with the key terms: superlatives, lesson (and any other you see fit). 

a. CREATE a list in your account called “Grammar”. 

b. ADD this site as a bookmark to your account with the relevant details, and tag it using the 

same key terms and add “level 3”.  

3. SEARCH FOR someone of interest on the Diigo network (e.g. a fellow teacher) and FOLLOW them. 

a. SHARE one of your bookmarks with them (using “Send to…”). 

4. SEARCH FOR our department group (KSU English Teachers) and JOIN it.  

a. SHARE one of your bookmarks with the group. 

b. RETRIEVE a bookmark saved to KSU English Teachers that you may be able to use in a lesson 

and ADD it your personal account.   

5. Repeat the same steps above (ADD and SHARE bookmark with friend/group) but this time use either 

the Diigo toolbar or Diigolet.   



SOCIAL BOOKMARKING AS A MEANS   11 

 

Reflection/Conclusion  

Thinking back, I now realize that I did not have a true appreciation for either the learning/teaching theories or 

design process until completing this project.  Reading articles and discussing the material in class is definitely helpful but, 

similar to most concepts in life, putting them into practice is a whole other story.  Throughout the entire project, as is 

hopefully evident in this paper, I was constantly trying to keep these ideas in mind. This was so that I could attempt to 

prove the worth of not only my proposed solution to the resource bank problem using Diigo, but my technology 

integration plan using Udutu as well. 

Not having any prior experience in the use of course authoring tools, implementing the instruction with Udutu 

was a bit of a challenge, but one that I welcomed.  Course authoring tools appear to becoming more and more popular 

in training environments, especially in distance learning, so having some experience in their use will be advantageous. 

Although Udutu is fairly simple to use, it does have some limitations, such as inability to alter course screen layouts.  

Then again, it is a free tool so I guess I cannot complain. 

Keeping learning/teaching styles in mind is crucial in order to provide reasoning for the choices we make when 

designing a lesson of instruction.  Rather than focusing on any one particular style, my goal was to try and incorporate a 

mix, in an attempt to achieve the greatest amount of learning.  Going over the UDL guidelines, I was reminded of the 

fundamental premise regarding UDL; to try and reach all learners, rather than only some (Rose & Meyer, 2002).  I also 

noticed many areas of opportunity that cannot be achieved with traditional paper-based instruction, further 

strengthening my proposal to use an interactive eLearning course like Udutu.  Of course, the various teaching theories 

were equally as important to me.  Although it is clearly necessary to place emphasis on the learner, as an instructor, one 

must also know when to take the role of leader, versus facilitator.  I also tried to make use of this idea by varying my role 

throughout the course of instruction which, in the face-to-face context, starts off as instructor-led, but shifts to student-

led soon after.  

Having all these tools and concepts is great but, without a clear approach on how to use them, are not as 

valuable.  This is where the design process comes in, providing a detailed roadmap on how to go about planning 

instruction.  Although it requires a significant amount of time to go through each phase, the effort is well worth it as a 

comprehensive strategy is the end result.  Not to mention, when all bases are covered, it makes future reuse and 

ongoing evaluation easier to do as unforeseen issues are less likely to arise. 

One consideration to keep in mind for the future that has not really been covered in this paper is management 

of the dedicated group on Diigo.  If the proposal is successful, and all 160 actively participate, disorder and chaos may 

ensue as teachers are given full freedom in terms of how they organize and tag bookmarks.  Although discussion of 

recommended group tags has been incorporated in the Implementation phase of the instruction, people often do not 

think alike so it is almost certain they will use different tags for bookmarking the same resources.  Ideally, a formal plan 
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should be drafted by the responsible Resources Supervisor and his/her assistants covering management issues such as 

tag classification and roles/responsibilities. 

In summary, if the proposed plan of instruction is executed properly and refined via the necessary evaluations 

for future iterations, I am confident this will not only help solve the resource bank problem but, as an added benefit, 

facilitate in the evolving movement towards technology integration.      
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