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Abstract 

With e-learning, the potential for getting knowledge and information 

out to the learner at her/his own rapidity opened a whole new world for 

knowledge transfer.  In recent times, learning and teaching strategies 

have a significant impact by technological innovation. Latest 

technologies have distorted how information is presented and how 

students interact with that information. Today’s new raise of learners 

are skillful users of Web 2.0 tools and technologies, who want to 

see the new social and collaborative approaches that they emphasize in 

all aspects of their life. Y Gen expects access to the Web from work and 

they also expect to be able to carry out wherever they are and 

whenever it best suits them. There are number of tools that can deliver 

the technologically advanced, heavily apt, on-demand information and 

rapid communication that Y-learners require and that can thus be used 

as next-generation e-learning tools. The spotlight of this paper is on 

tools of this nature that are already in popular to use amongst Y-

learners both globally and, progressively more, locally, which can be 

measured as rich e-resources and have the potential to support e-

learning.  
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1. INTRODUCTION 

 

In the recent years there is a perceptive awareness in the potential 

benefits of e-learning. Generation Y are known by many names: 

the millennial; the iPod generation; the internet generation; the 

echo boomers; the Nintendo generation; the digital generation; 

generation why; generation next; and the Y- generation. This 

article specifically refers to Generation Y as those individuals 

born after 1981. 
 

Research Findings 

 

Generation Y have confidence. Generation Y emerge as 

confident‟; „honest‟; „demanding‟; and „enthusiastic‟ and they 

have high expectations, particularly when it comes to learning.  

As a group, Millennial are different from other generation. They 

are more comfortable, better sophisticated. More significant is 

that, they are creating an establishment to make an extensive 

collection of optimistic communal behavior that older Americans 

no longer connect with youth, including a new focus on joint 

effort, accomplishment, humility, and good behavior. 
 

Generation y Learning Preferences and Expectation 

 

When it comes to learning, Generation Y does not simply hold 

preferences, but expectations.  Doing is more important than 

knowing. Rapid technology advances have contributed to 

Generation Y having a much lower dependence on a personal 

acquaintance database stored in their brain, and more on finding 

realistic information at the moment it is needed. Knowledge is no 

longer apparent to be the ultimate goal of this generation. 

Consequences and events are now more esteemed than the 

accumulation of facts.  

 

 Prefer to learn “just in time”  

 Prefer access to relevant  

 information when needed  

 Can learn independently 

 Instructive learning doesn‟t work  

 well (constructivist approach)  

 Can construct own learning 

 Non-linear learning  

 

Implications of Y-Learners 

 

1. Technology Savvy 

2. Relies on Search Engine Information 

3. Interested in Multimedia 

4.  Creates Internet Content  

5. Multitasks on everything 
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6.  Communicates Visually 

 

2. INSTRUCTIONAL DESIGN FOR Y-

LEARNERS 

 

Instructional design is always varying and embryonic profession 

particularly with the fast evolution in technology.  It has been 

revealed that instructional designers should plan their own act of 

investigating by organizing a team comprised of educators as 

researchers. The Instructional design must be evolved with the 

students like how student‟s preferences and how they learn. 

 

3. WEB 2.0 TECHNOLOGIES 

 

The expression Web 2.0 was first used in 2004, to refer to what is 

apparent as a second generation of Web-based services highlights 

online collaboration and sharing. Howe [4] sort out four general 

sorts of processes within Web 2.0 applications that reveal these 

ways of interacting in addition to virtual world environments to 

be:  

1. To share the data and information given by the user 

2. For the bulk of content supplied by the user. 

3. For the growth of substance gathering by the   client society;  

4. To find not only substance but recent technologies and 

impression of contributions;  

5. To create the worlds and work of art within the   worlds that 

they are reproducing and then interact within the virtual worlds.  
 

3.1 WEB 2.0 AND NEW APPEARANCE OF 

LEARNING 

 

 Web 2.0 technologies are also associated with significant shifts 

in the nature of contemporary learners.[5] A popular portrayal of 

upcoming generations of learners is that they are „digital natives,‟ 

who have grown up in a world of computers, mobile telephony 

and the internet, and now lead lives that are reliant upon digital 

media. There are numerous kinds of Web 2.0 technologies and 

services available. The following are some basic categories in 

which we can classify most Web 2.0 offerings. 
 

3.1.1 Wikis 

 

A "wiki" is an assortment of Web pages intended to facilitate 

anyone with right to use to give or change information, using a 

basic markup language, and is frequently used to generate shared 

Websites.  
 

3.1.2 Blogs 

 

A blog (weblog) is a kind of Website, usually retained by a 

person with regular observations access happening descriptions, 

or other object such as visual images or audiovisual. The most 

commonly used feature in Blogs is answering the questions. 
 

3.1.3 Podcasts 

 

A podcast is a file which is a combination of digital audio or 

video that we can download at free of cost. Podcast can be played 

using laptop,Mp3Players or any other devices.  
 

3.1.4 Social Networks 

 

A social network is a collective configuration of  all meeting 

points, generally for the  user or for a group of people in an 

organizations, which are associated by one or more definite form 

of the reliant network. . Facebook, with more than 200 million 

active users‟ .Twitter is a collective social network and small 

blog service that facilitate its users to mail and receive messages 

known as tweets.  

 

The use of information technology, and especially Web 2.0 

tools,[1] was essential in maintaining contact, that bond between 

us that let our students know that support was only a click away, 

and at the same time giving them a sense of freedom to work on 

the areas of their learning that they considered important. These 

tools also promote genuine communication in an atmosphere 

where this input is inadequate and at the same time helps prepare 

them for the technological work place of the future.  
 

3.1.5 Today’s Learners 

 

Today‟s new breeds of learners are proficient users 

of Web 2.0 tools and technologies, who are in need of  the new 

communal and mutual approaches that they emphasize in all 

aspect of their life — whether it be playing, working, or learning. 

[2] 

 

4. BARRIERS OF USING WEB 2.0 

TECHNOLOGIES 

 

The foremost barriers when we come across in education with 

Web 2.0 technologies [3] are  

1. We cannot say how effective is that technology is. 

2. Since we do not own the resources, there will be 

problem with some applications. 

3. Candidness is another barrier, since the comments will 

be shared by everyone in the blogs. No way for private 

issues. 
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5. FUTURE WORK 

 

With the continuous encroachment of technology comes the 

continuous advancement of learning, teaching, and pedagogical 

construction of design. With those recent trends in technologies 

there will be more chance for learning.  Instead of worrying about    

y-learners and the way they learn the instructional design we have 

to pave the way for their preferences of learning needs and 

develop the technologies the way they want with visual images, 

video, blogs and other recent trends. 

. 

6. CONCLUSION 

 

Educators, Instructional designers, and Program developers 

should consider what standards they will apply to select the 

technology. The criteria should be in place before educator 

estimate any tool„s utility for the teachers, compatibility with 

available hardware, ease of use, and cost efficiency. The use Web 

2.0 technology must enrich the method of learning and teaching 

and not must not suppress the value of pedagogy. The instructors 

must be aware of the current student's learning preferences and 

design an up-to-date curriculum to meet the Y- Generation's 

learning needs but this must be based on evidence, not 

assumption. 
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