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ABSTRACT 

Communication and coordination are considered to 

be an important part of successful cooperation, and 

providing awareness is a very valuable feature of 

collaborative information search systems. In this 

research, I examine how to provide different kinds 

of awareness to support the coordination of 

behavior that affects student in a classroom. Task, 

reflecting the communication and awareness 

between them this paper focus on importance of 

awareness with respect to human computer 

interaction in an educational settings. Thus, a 

systematic review is carried out to discover a 

solution on how human computer interaction along 

with technology drawn in teaching and learning 

process. 67 papers are gotten from and carefully 

observed according what their relevance in this 

research and the outcomes of the papers are 

discussed in the end of this study and reveal a 

suggestion. 

 

 

Introduction  

Collaborative work include many stages and processes, and coordination is one 

of these important components the coordination defined by (Malone 1988) is as 
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follows: "The goal pursued by multiple connected performers, a goal that a 

single performer who pursues the same goal will not perform”. Often, this extra 

processing is considered to be deterministic and try to minimize it as much as 

possible. At the moment, the chore human-computer interaction is not just about 

talking, or computer science. The interaction between people is the study of 

people through interfaces and machines at present, human-computer interaction 

terms is ubiquitously, not just in modern information collection strategies. The 

relations involving people is the study of people Interact with a technology 

through the interface.  The approach to reducing co-ordination is through the 

provision of appropriate awareness support for human computer interaction 

because group effort is synchronized to update and inform collaborators of 

existing and future directions. In this paper, we explore how different types of 

cognitive support affect students, and how coordinated behavior of group of 

people within a class room settings.  

Papers gotten from ACM digital libry which looks into the aspect of human 

computer interaction in education supported by conferences on computer 

supported cooperative work (CSCW) along with social computer, the role a 

computer plays toward improving group interaction and awareness in teaching 

and learning environment. The reported work supports the awareness of 

reflecting, validating and performing effective adjustments to initial research 

using systems such as Search Together (Morris & Horvitz, 2007). But research 

like Search Together focused on one kind of interface design and one purpose. 

It is natural expectation (and standing hypothesis) that people with more or 

better perceptions should make less effort to adjust. However, this study, which 

includes three cognitive-based conditions, demonstrates the correct perception 

that is actually helpful in reducing coordination efforts. 

 

Related Works 

Significant work has been done to understand how groups collaborate on 

desktop computers. (Stephanie, et al., 2012), many researchers are focusing on 

children. (Dan et al., 2012). Previous studies have explored how dialog design 

helps user territory management and helps resolve conflicts caused by shared 

interfaces. In addition, the visualization tool helps designers understand and 

evaluate how to collaborate with software (Al-Qaraghuli, et al., 2011). 

Many of the traditional tasks in collaborative modeling on desktop computers 

were done in laboratory environments where adult groups were doing simulated 

work. Smaller bodies of work began to model specifically for desktop 

collaborative learning. In a full-fledged classroom, few studies have been 
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announced so far. The most extensive research in this field is Martinez-

(Maldonado et al. 2011). He and his colleagues used data mining techniques to 

extract application-specific sequential pattern interactions associated with 

elementary or low-grade group of primary school students. They have also 

developed visual illustrations of how members of the group have contributed 

verbally and in touch, demonstrating the balance among members but not being 

able to reveal the quality (Al-Qaraghuli, et al., 2011). They then combine these 

visualizations with a model task solution created by content specialists. 

Teachers can compare the team's progress on a task with a specialist model, 

allowing real-time identification of groups in need (Robert, et al., 2013). 

 In the Martinez - Maldonado’s approach, the pattern found was software - 

specific, as process modeling and the software used by students were tightly 

integrated. They also clarified "correct answers" that rely on expert models and 

not suitable for open end and creative activities. On the contrary, our goal is to 

develop a model of the group's social regulatory processes, which can be used 

in a variety of contexts, including open-end collaborative work, an approach 

that requires specific work or learning is independent of the objectives of. Social 

regulation happens in the conversation with the members of the group as well 

as the learning environment. 

However, the desktop computer can only detect direct interaction with the 

interface without the use of other sensors. In order to model the collaborative 

learning process, we need to understand the physical interaction with the 

computer and the relationship between the entire collaboration. There was a 

handful of work in this area. We investigated the relationship between (Fleck et 

al,. 2009) group's word interactions and physical behaviors on the desk. 

Successful collaborative language elements such as suggestions and 

negotiations were often supplemented by specific actions of the software. Do 

not mention it directly. Successful collaboration indicators are consistent with 

social regulatory processes, including content monitoring.  

(Pontual-Falcão & Price, 2010) investigated the "interference" incident that 

disturbed or changed the student process in cooperation with desktop activities. 

Although this interference is often considered to hinder the collaborative 

process, Pontual-Falcão and Price find that interference may produce 

productivity or produce counterproductive effects, depending on how the 

organization responds an important discovery was that interference was caused 

mainly by physical interactions, not linguistic interactions. Both of these studies 

show that physical interactions are an integral part of desk collaboration 

processes and often directly affect or influence verbal interactions. Based on 
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this close relationship between the physical and linguistic collaboration 

processes, we identified the touch pattern related to the quality of social 

regulation in an adult laboratory survey working in the open-end poetry analysis 

task (Abigal,et, al,. 2014). Despite the fact that the quality of most social 

processes of regulation was the same in all groups, participants interact figures 

clearly differed during low and high quality episodes regulatory control content 

These data suggest that co failures can be detected regardless of the specific 

program or training activities, and provided the rationale for the current work, 

the main contribution beyond our previous work is an approach to the use of 

sensor models to identify problems collaborates in real time. 

 

Research Methodology 

In this systematic review, the subsequent types of scope can be used to weigh 

up the assessment, in qualitative and quantitative form sadly qualitative papers 

might not be straightforwardly measured. Outcome of the paper is in for of 

figure which will be represented in graph. For this regard, this systematic 

evaluation is base on quantitative measurements. 

 

Research question 

The purpose of this systematic review is to discover the impact of collaboration 

and group awareness in HCI within the environment education. Base on the data 

visualization most of the papers talk about massive open online course (MOOC) 

which aimed at ultimate participation and open access via web. The research 

process of this study covers perception of MOOC and will look as some 

cognitive aspect synchronous learning style. As a result two research questions 

are being set with respect to education and human computer interaction there 

are two potential questions for this systematic review there are various projects 

currently investigating the educational use of Wii. Development of athletic 

ability of preschool children, education of disabled students, education of music 

rhythm, promotion of physical activity. 

RQ1 E-Learning accommodates learners with disabilities and helps meet the 

needs of instructors and educational institutions. 

RQ2. Can e-learning be used as a tool to increase the knowledge base by 

eliminating barriers and including viewpoints of more diverse learners groups? 

 

Search Strategy 

The search strategy used in this systematic review is from computer support 

collaborative works conference papers retrieved from ACM library, using 
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education as the keyword for the search, starting  From 1987 to 2017, we found  

a total of 134 papers,  67 papers were selected because they have link to 

education and human computer interaction The remaining  are  about education. 

After that the 67 papers that are being reviewed based on collaboration and 

awareness in an educational settings with human computer interaction  the 

results indicates that 18 papers are talking about collaboration and awareness in 

education with HCI, while the remaining 49 papers Has zero relevance with 

awareness and collaboration . As such, this review is base on 18 papers Talk 

about awareness and collaboration linked together and other terms related to 

human computer interaction all data collect are stored in electronic spreadsheet 

for data visualization and confirmation.  

 

Data Extraction strategy 

The Excel file stores information on each sheet as ID, title, Date, link, author, 

keyword, review reason, review, HCI component (internal organs, Behavioral, 

Reflexive, Perception, Attention, Memory, Cognitive Framework, Expressive 

Interface, Personification, Emotional Framework, Interactive Style, Computer 

Support Cooperative work, conversation, coordination, consciousness, 

interaction design process) 

 

Result 

Based on quantitative measurements. Result From this systematic review, it is 

shown from the viewpoint of details, table, below. 

• E-Learning accommodates learners with disabilities and helps meet the 

needs of instructors and educational institutions. 

 

Agree  10 

Disagree 5 

undecided 3 

From the 18 papers that are being reviewed 10 out of the total number of papers 

tried to answer the first research question which focus on the help that computer 

provided to the disabled student and some of the papers already presented some 

tool to support people with disability 

 

Discussion (trends, gaps, implications) 

Gaps 

The Internet is widely used to promote collaborative learning among students. 

However, students do not always have access to the system, leading to meeting 
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student interaction and reducing cooperative learning skills, since they are fully 

reliant on computers and the Internet in a web-based collaboration learning 

environment the web-based Learning program is based on operational 

awareness conducted by mobile phones. Student GSM network automatically 

sends SMS messages based on student identification and learning process. , 

learning student more on student learning. 

 

Conclusion  

As a conclusion of this paper, it is emphasized that coordination can be 

considered a valuable and essential part of successful collaboration. However, 

in many cases, adjustments can cause unexpected cost problems. This research 

provides a useful contribution to CSCW's investigation for effective expansion 

of infrastructure for researchers and school reformers interested in the network. 

Specifically, in this study, this suggests that collaboration plays an important 

role in coordination in previous studies and previous cooperative research has 

shown that there are several disadvantages in the selection of effective 

mechanisms Firstly; one is that the organization's designers need to have a 

similar work view to support collaboration.  

 

Future work 

In future work, this review will look at more details of each paper that will be 

review, and find out how important it is for CSCW and HCI and use to improve 

in educational way toward ensuring proper collaboration and awareness 

mechanisms within educational settings. 

  


