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   WEBINAR REPORT 
 

First of all, on behalf of all the staff members I would like to thank Principal Ma'am and Rachna 

Ma'am for allowing us to attend the webinar on ‘Communities of practice for teachers: From 

Webheads in Action to EVO Minecraft MOOC.’Today’s economy runs on knowledge, and most 

companies work assiduously to capitalize on that fact. They use cross-functional teams, 

customer- or product-focused business units, and work groups—to name just a few 

organizational forms—to capture and spread ideas and know-how. In many cases, these ways of 

organizing are very effective, and no one would argue for their demise. But a new organizational 

form is emerging that promises to complement existing structures and radically galvanize 

knowledge sharing, learning, and change. 

 

To bind together the shared expertise and a passion for a joint enterprise towards learning, 

School of Education at GD Goenka University organised a “Live Webinar for Specialized 

Learning – Communities of Practice for Teachers: From Webheads in Action to EVO Minecraft 

MOOC'' in collaboration with GD Goenka Up Learn Academy on 19th May 2021, as a growing 

number of people and organizations in various sectors are now focusing on communities of 

practice as a key to improving their performance. The session was facilitated by Mr. Vance 

Stevens, Founder and Coordinator of  Learning2gether.net, Penang, Malaysia and Dr. Aabha 

Sharma, Head, SoEd, GDGU as the Moderator for the session. 

 



The session explored the vast spread of trends transversely coming through in the last 20 years 

and has witnessed new paradigms in education, addressing how EdTech is disrupting the way 

students learn and introducing them to blended learning. On the other hand, skilling and 

entrepreneurship have become the buzzwords of education infused into the school curriculum 

and HEIs. The focus overall is on strengthening the innovation ecosystem and making education 

learner-centric. 

 

 

A special focus on the strength of communities of practice as self-perpetuating. As they generate 

knowledge, they reinforce and renew themselves. That’s why communities of practice give you 

not only the golden eggs but also the goose that lays them. The farmer killed the goose to get all 

the gold and ended up losing both; the challenge for both the students & learners these days is to 

appreciate the goose and to understand how to keep it alive and productive. 

Reflecting on the trends of the past and how they have impacted the modern world of Learning 

& Development helps us better understand the current learning environment. Integrating the 

successful trends which have now become mainstays in the different areas of learning allows 

teachers to keep their finger on the pulse and ensure the execution of a relevant learning 

program. 

 

 

Webheads in Action and EVO Multiliteracies MOOC have been seminal junctures in Mr. 

Steven’s forays into innovative teacher professional development under the framework of 

communities of practice (CoPs) after the term was coined by Lave & Wenger in 1991. Webheads 

in Action started as an EVO (Electronic Village Online) session in 2002, and was found in 

subsequent research to fit the CoP concept well (e.g. Johnson, 2005).  

 

Mr.Steven’s became involved in developing TESOL and EVO Multiliteracies courses for ten 

years between 2004 to 2014, but by 2015 he had begun exploring the communities of practice 

framework as a means of facilitating teachers’ experiencing the concepts of gamification and 

games-based learning through their discovering how to play Minecraft with one another and then 

applying what they were learning to their own teaching situations. So it was that they arrived 

upon the title of their talk: Communities of practice: From Webheads in Action to EVO 

Minecraft MOOC. 

 

Basic acronyms 

TESOL CALL-IS, EV, and EVO 

 

In those days, he was instrumental in founding the CALL-IS (computer assisted language 

learning interest section) in TESOL, (Teachers of English to Speakers of Other Languages) in 

the mid-1980’s, and their shared view of the role of computers in education and language 



learning was continually ascendant in TESOL from that point onwards. CALL-IS grew in 

adherents and attracted phenomenal interest in CALL through its popular on-site fixture at 

TESOL conferences called the Electronic Village. By the turn of the century he had started an 

online component of the physical EV room called EVO, Electronic Village Online, where people 

who wanted to learn more about computers in the field wouldn’t have to limit themselves to 

face-to-face learning and wait until the next conference to interact productively with friends and 

colleagues.  

 

WfW and WiA 

Soon, and as a result of other techniques that brought out the individuality and personalities of  

participants, a learning community had formed. He called it Writing for Webheads, and when the 

EVO was established, he proposed to run a session where he would model the techniques that 

had worked so well with students signing up for sessions in EVO. So in 2002 he founded 

Webheads in Action as an EVO session. Over the ensuing two decades, WiA has become a 

robust community of education practitioners in its own right. 

 

MOOCs 

Others were exploring innovative ways of distributing knowledge in networks, leading almost by 

accident to massive open online courses (MOOCs) as a means of promoting individualized 

learning. The first MOOCs in 2008 were connectivist ones, where people strongly leveraged the 

community to facilitate their learning, but soon university professors were on the bandwagon 

designing courses that could retain the ability to scale limitless participants through a single 

teacher or teaching team, while ensuring learning through algorithms. Successful companies 

were formed on this model, such as Udacity and EdX, which prompted George Siemens, who 

had written a seminal article on connectivism, to distinguish between cMOOCs and xMOOCs 

and point out the salient differences between them. 

 

Community as Curriculum 

In his series of courses on Multiliteracies, Mr. Steven had developed a syllabus over time, and he 

set it out as one of the possibilities for participants to progress through the session, but in fact 

MOOCs lend themselves to a community as curriculum approach, where participants appear and 

then follow Dave Cormier’s five stages of progress through a MOOC: ORIENT, DECLARE, 

NETWORK, CLUSTER, AND FOCUS. In following this progression, each participant 

constructs his/her own personal “syllabus” according to their interest in the material, their prior 

knowledge, and who the other community members are, as well as how much time they have to 

devote to the project while the MOOC is running. This approach works best with mature 

learners. It assumes that participants arrive at the course with their own learning goals and ideas 

of how to achieve them and have to work out for themselves what is offered in the course.  

 

EVO Minecraft MOOC 



By that time Mr.Steven had become more than curious about Minecraft, a very deeply structured, 

open ended, and creative game developed in 2009, very popular with young learners and teachers 

feeling that problem solving and critical thinking features inherent in the game might be 

beneficial if ported into their learning contexts. In addition the participatory culture surrounding 

the game was ripe with opportunities for creativity and developing skills in multimedia 

communication.Teachers in many places around the world had been increasingly looking for 

ways to use it with their classes.  

 

The problem with Minecraft (for adults) is that it is a game that requires a community in order to 

understand its affordances for educational purposes, and the most active communities at the time 

tended to include children. To keep their environment ‘kid safe’ teachers could not welcome the 

participation of other adults. All he could learn about Minecraft was by reading about what other 

teachers were doing with it in educational settings and following their podcast and YouTube 

video streams.  

 

They depart from more traditional modes of learning in that they rely on the participatory culture 

associated with Minecraft to leverage their participants’ keen desire to communicate with each 

other what they are learning about their domain, their common interest in Minecraft, and how 

this can further their community learning and teaching objectives. Whether the participants are 

students or teachers, and often both, they are learning a new way of self-directed and 

autonomous learning through playing a game that is flexible enough to be used in a wide range 

of pedagogical contexts. 

 

 

Overall we can say that the challenge to educators today is first to retool themselves into the kind 

of learner that will benefit from this kind of learning, and then inculcate that mindset though 

modeling best practices for learning in their students. This doesn’t assume a radical break with 

traditional learning, but a steady restructuring of learning frameworks into those that will 

challenge learners to accept more responsibility for learning what they feel is most relevant to 

them. Educators need to remain open to a variety of possibilities in this regard, and encourage 

facilitated over prescriptively directed learning. Exploring frameworks involving CoPs, MOOCs, 

and utilizing games effectively in learning are in my view some of the more productive ways 

forward. 
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