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Our Statement of Independence 

Brandon Hall Research Is Independent, Unbiased, and Objective 
We believe that it is important for a research firm to be transparent about how it makes money. That 
way, customers can judge our integrity for themselves. 

How We Make Money 
>  Brandon Hall Research makes money by selling research publications (in various forms such as 

reports and knowledgebases) and consulting services; by operating conferences, workshops, and 
an awards program; and by selling advertising in some of our publications and sponsorships of 
some of our events. 

> Our consulting clients include both user organizations and vendor organizations. 

> User clients typically engage us to advise them on technology purchases and implementation 
strategy. 

> Vendor clients typically engage us to advise them on marketplace trends or to speak about 
industry trends at vendor functions 

What We Don’t Do 
> We do not charge vendors (or any organizations) to be included in any of our publications. 

> We do not charge different prices to vendors and users. 

> We do not charge vendors (or any organizations) to quote from our publications in press releases. 

> We do not charge award winners to use their award in marketing. 

> We do not allow vendors (or any organizations) included in our publications to make evaluative 
statements about themselves. Participating organizations provide factual information only. 

> We do not permit any company to sponsor research or a publication in which it is also 
participating as a subject. 

> We do not benefit in any way from the sales of any products included in our publications or 
services. 

> We do not provide leads to vendors or assist them in selling. 

> We do not serve on the boards of any learning-related companies or benefit financially from the 
success of any learning-related company. 

We believe that the way we make money allows us to be independent, unbiased, and objective. We 
invite you to judge for yourself. We also invite you to contact us with any question about our business 
relationships or sources of revenue.  
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Introduction 
The ability to work collaboratively is an 
increasingly important skill and can be a 
stimulus to learning, which makes it a 
competitive advantage. If used properly, 
computer-based technologies can be very 
useful in collaborative learning. Computer 
Supported Collaborative Learning (CSCL) 
systems can be used to support, record, 
and analyze the processes of learning and 
are valuable for “making thinking visible, 
sharable, reflectable, and modifiable by the 
participating learners” (Miyake, 2007, p. 
249). These tools include e-mail, Web 
conferencing software, instant messaging, 
real-time collaboration technologies, live 
presentation tools, peer-to-peer programs, 
interactive whiteboards, “telepresence” 
software, and online workspaces. 

This research report is designed as a survey 
of tools and technologies that can be used 
to support collaborative learning in training 
and development. In a previous Brandon 
Hall Research report, Computer Supported 
Collaborative Learning in Training and 
Development: Research and Practice, I 
reviewed the literature on the concept of 
CSCL and its effectiveness. I stated that 
CSCL remains an academic field, still mostly 
centered on schools and universities. Of the 
more than 500 references to collaborative 
learning that I found, only about 20 dealt 
with corporate training and development. 
That does not mean that collaborative 
learning doesn’t take place in training 
settings but that almost all the research on 
CSCL has been about its application in 
school and post-secondary settings. 

This report is a survey of available tools and 
technologies for collaborative learning, but 
it is not a product knowledge base or set of 
reviews. My purpose is to alert the reader to 
the myriad possibilities available when 
choosing tools and technologies for 
collaborative learning. The inclusion or 
exclusion of a particular tool in this report 
should not be considered a positive or 
negative recommendation. Readers who are 
interested in using these tools will need to 
investigate each of them in more depth. 

Collaborative learning in the workplace is 
often called something else. Other terms 
include “cooperative learning,” “social 

learning,” “organizational learning,” 
“participative learning,” “networked 
learning,” and “collaborative networked 
learning.” Each of these terms maintains its 
own nuances, with minor differences, but 
they all include collaboration and learning at 
the core. 

A parallel field of study, called Computer 
Supported Cooperative Work (CSCW), which 
also started in the 1980s, has developed 
very little research on learning or training. 
Surprisingly, CSCL and CSCW each has its 
own books, journals, and conferences, but 
the two never seem to have ever seriously 
connected with one another. A few articles 
exist on learning in the CSCW literature, but 
mostly they are about office automation and 
cooperative work processes. 

A new set of Internet technologies, known 
as Web 2.0, is having a major impact on 
furthering computer supported collaborative 
learning (Alexander, 2006). The 
technologies specifically being designed for 
learning, sometimes referred to as E-
learning 2.0 (Downes, 2005), are 
transforming learning as a classroom 
phenomenon to something that takes place 
at any time and any location. Blogs, wikis, 
social bookmarking, social networking, and 
peer-to-peer technologies are, therefore, all 
potentially part of CSCL in the workplace. 

Online collaborative learning often occurs 
within environments specifically built for 
collective interaction. These environments 
can be connected by several different kinds 
of networks. Within these environments, 
communities are built and maintained using 
a variety of collaboration tools (Figure 1). 
Taken together, these three categories, 
along with their integration, make up the 
collaborative learning technologies 
discussed in this report. 

 


