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1 Digital technologies and lifelong learning

Learning has not only been considered for some time as a lifelong endeavour (see, for
example, Cotton 1998), but also as a necessary lifelong endeavour (see, for example,
Hoznan 2009). Uses of digital technologies are supporting these endeavours; digital
technologies enable wider access (described, for example, by the United States Depart-
ment of Education, n.d.), easier access (illustrated, for example, by JISC 2012) and
more focused access (detailed, for example, by Hall 2005) to lifelong learning.

Although learning for individuals is now conceived as being lifelong in terms of
practice and needs, nevertheless, learning is often still structured through a series of
institutions, concerned with supporting certain age groups or phases of learning need.
So, schools support those from perhaps 4 to 18 years of age; universities and further
education colleges support those from about 18 to 25 years of age (although increas-
ingly this range is lengthening and can include those up to 70 years of age or beyond);
workplaces support learners often within an age range from 18 to 65 years; and
retirement facilities support learners who might be aged from say 55 years upwards.
Within these ‘institutions’, a mixture of old and young people are often encountered:
learners and teachers; learners and tutors; apprentices and ‘masters’; supporters and
retirees. In any of these ‘institutions’, digital technologies are likely to be found; and
increasingly digital facilities are being used to support learning practices. Yet those who
either have the most time to explore applications of emerging and digital technologies to
learning or have the most experience with using digital technologies to support their
personal needs are often younger people; but those who have most experience of subject
or practical needs, or supporting learning in specific or general ways, are often older
people. So how can the development of appropriate practices and models to support a
shared evolution, enabling experience and expertise of both digital technologies and
learning to be brought together for a common good, be considered and put into place?
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2 The papers in this special edition

Five papers in this special edition explore different but important and complementary
aspects of this key question. They are presented in this volume in the order of ‘age
institutions’ that involve and develop intergenerational learning practices: schools;
universities; workplaces; and retirement facilities. The first (Passey 2014) investigates
a sharing initiative in schools – where students are given opportunity to lead teachers
and managers, providing them through advice and support to develop appropriate
teaching and learning practices with digital technologies that are new to them. The
second (Lyashenko and Frolova 2014) explores shared intergenerational practices in a
university context using a digital technology medium – mixing the old and the young,
but importantly using understandings from psychological and sociological lessons from
research to support mixed aged groups in developing digital technology practices for
their teaching and learning. The third (Ypsilanti et al. 2014) explores how potential
intergenerational sharing mechanisms in a workplace context might use a medium of
interactive games – looking at how these games might play an important role in
developing practices to support lifelong sharing. The fourth (Räisänen et al. 2014)
looks at intergenerational developments for the workplace – identifying fundamental
specific requirements for interactive games that would positively support intergenera-
tional learning. The fifth (Tatnall 2014) looks at intergenerational experiences in
retirement – exploring models enabling the young to support the old with continued
education and learning.

3 What is new from this research?

These papers highlight details in specific contexts not previously identified in research.
For example, how an initiative in schools enabled students to contribute to the
community, rather than just receiving from it, so that those students became active
contributors to, as well as receivers from, the educational system (Passey 2014). The
papers look at specific models of practice that are seen to be successful and useful. For
example, how practices offering older people the means to keep in touch with family, to
obtain health or financial information, or about entertainment or education, supported
opportunities for intergenerational cooperation with children coaching grandparents
(Tatnall 2014), and how an initiative involved students as digital leaders in secondary
schools, where some students had not been involved previously in other leadership or
school-wide activities (Passey 2014). The papers indicate how research has been
brought to bear to support or explore those practices. For example, how a development
has considered and accommodated the importance of being aware of specific differ-
ences in human development at particular ages to support intergenerational learning,
and how a better understanding of psychological factors such as motivation, creativity
and intelligence can allow levels of intergenerational integration and knowledge
creation to develop more positively (Lyashenko and Frolova 2014), and how a study
on older people’s uses of digital education for learning in formal and informal
settings explored these through a socio-technical framework based on actor-
network theory (Tatnall 2014). The papers indicate how building elements of a longer
lifelong concern and endeavour can result in positive outcomes. For example, how
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using a learning management system to support professional development through
collaboration of adults and young learners in universities led to identifiable outcomes
(Lyashenko and Frolova 2014). The papers highlight research and development gaps
and needs. For example, how a study is looking at shared learning through the use of
serious games, accounting for differences in learning style and the structure of
learning if intergenerational participation is to arise from playing a game, especially
as examples of games designed to facilitate intergenerational learning are ‘scarce’,
with no examples in most countries within the European Union (Ypsilanti et al.
2014). The papers consider developing technologies to support these research and
development gaps and needs. For example, how a study is investigating the require-
ments for an interactive game, finding suitable contexts, interventions and mecha-
nisms to allow the design of such a game, to help raise awareness of intergenerational
learning, and at the same time allow individuals to practice related skills, while
considering also the need for it to be easily adapted to different countries and cultures
(Räisänen et al. 2014).

The purpose of this special edition is to bring together a number of papers that offer
new and additional insights, consider contexts in which intergenerational learning and
digital technologies are being integrated, and to enable and encourage a wider and
longer-term discussion. These papers highlight the need for continued study, and
indicate clearly some of the gaps where future studies can further support practice
and policy in this area.
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