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Abstract - Since the early days of Christianity the Christian 

movement has promoted social change, which occurs in 

communities where people know one another, have a sense of 

shared values and goals in life and see teaching as the means 

to impart academic skills, social norms and culturally 

sanctioned knowledge. An environment can enable social 

change if it meets three criterions, the impetus criterion, the 

greenhorn criterion and the harmony criterion. This paper 

explores the Ecological Cognition Framework, which 

underpins these criterions, and utilises it to understand how 

Christ created faith and social change and then discusses what 

lessons e-learning systems designers can learn from this 

analysis of Christ’s teachings.  
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1 Introduction 

Whilst it is argued that faith in divine beings or processes can 

be tantamount to the early superstitions of undeveloped 

societies (de la Chaumière, 2004, cited in: Reber, 2006), it is 

clear that those with faith in Jesus Christ have the necessary 

psychological conditions to recognise and tackle injustices. 

Despite Montero & Preussler (2002) arguing that Christians 

have not been successful in responding to the needs of victims 

of injustice, it is quite apparent that Christians are active in 

trying to bring about social change where injustices exist. 

Social change occurs in communities where people know one 

another, have a sense of shared values and goals in life, and see 

teaching as the means to impart academic skills, social norms 

and culturally sanctioned knowledge and is a process 

influenced by social capital, the stock of relationships and the 

resources that learners in these settings can draw upon to 

succeed in acquiring relevant values, skills and knowledge 

(Rury, 2002). According to Cairns (1996), since the early days 

of Christianity the Christian movement has promoted social 

change, particularly in trying to seek a greater role for women 

in society, something that has its roots in John 4. 

Social change is believed to be possible in an environment, 

either virtual or organic, where three criterions are met, those 

being the impetus criterion, the greenhorn criterion and the 

harmony criterion. The impetus criterion means that social 

change can only occur if actors are able to be motivated to 

participate. Bishop (2006) suggests three ways in which an 

actor can change their cognitions, including through picking up 

resonances from other actors, through picking out cognizances 

in their thoughts and through perceiving affordances in 

artefacts, although there are also two other ways, which are 

through the individual experiencing affectances from their 

emotional reflexes and urgeances from their physical reflexes. 

It can be seen in the Scriptures that actors are motivated by 

experiencing these in Genesis 3:1-5 where Eve develops a plan 

to eat fruit after interacting with the serpent. The greenhorn 

criterion means that social change can only occur if everyone 

is welcome to contribute and their contributions themselves are 

welcomed, whatever their level of knowledge. The harmony 

criterion means that social change can only occur if those 

taking part don’t develop negative beliefs that lead them to not 

want to participate, which results in dissonance. Dissonance is 

not always a bad thing, as can be seen in the Scriptures, where 

in Genesis 3:1-7 Eve holds a belief that she will die if she eats 

the fruit, and although this belief was changed by the serpent, 

this could have led her to experience temperance and not eat 

the fruit. For environments to meet the harmony criterion they 

need to allow an actor to experience an impetus and respond to 

it without experiencing much dissonance. 

Faith plays an important part in creating actors that can bring 

about social change in environments. A group of actors with a 

clear set of values and beliefs and who can develop goals and 

plans to carry out activities compatible with an interest they 

have, such as an interest in a divine being like God, are more 

likely to be able to create an environment in which social 

change can occur. 

1.1 Christ and Learning Communities 

The significance of Jesus of Nazareth, referred to throughout 

this paper as Christ, as a teacher and the impact he has on 

learning environments has been explored by several authors 

(e.g. Lawrence & Richards, 1988; Collinson, 2005a, cited in: 

Collinson, 2005b). Environments in which social change can 

occur are more than likely to be good learning environments. 

They can be in the countryside, in cities, in villages and in 

marketplaces, places where according to Anon. (2005) Christ 
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did his teachings. According to John 1:38 Christ was called a 

teacher, and in John 13:13 he said to his disciples, “You call 

me ‘Teacher’ and ‘Lord,’ and rightly so, for that is what I am.” 

Christ’s teachings according to Matthew 4:23 were to promote 

the good news of God’s kingdom and which according to John 

7:16 came from God himself. While the term, ‘communities of 

practice’ is relatively new (see Wenger, 1999), it is quite clear 

that Christ knew what one was, and how to create a community 

where learning occurred in order to bring about social change. 

Regan (2002) argues that it is important to foster genuine 

Christian learning communities not only as a practical way of 

effectively addressing rapid change but also because of the 

defining conviction that the Spirit is alive and active in all 

members of the community of faith. It is through the learning 

environment that social change can occur, so understanding 

what causes actors to learn and behave in these communities is 

essential to creating the right conditions for learning. 

2 The Ecological Cognition Framework 

Proposed by Bishop (2007), the Ecological Cognition 

Framework (ECF) provides a thorough understanding of how 

actors respond to and influence their environment. As can be 

identified in Figure 1, the framework suggests that there are 

three levels that affect an actor’s behaviour, connected through 

arrows that represent the process from the actor perceiving 

their environment through to making changes to it.  

 

Figure 1. The Ecological Cognition Framework 

2.1 Environment to Level 3: The Stimulus 

A stimulus is a detectable change in an actor’s body’s internal 

or external environment (Layman, 2004) and is represented in 

the ECF as the arrow between the Environment and Level 3. 

An actor will be influenced by a stimulus from those elements 

within the environment, such as structures, artefacts and actors, 

those actors being either themselves or others. The difference 

between how a stimulus is represented in the ECF and how 

classical psychologists thought of it is that in the ECF the 

stimulus is not connected to a so-called reflex, but creates the 

impetus for change in the actor. According to McClure (2003) 

a stimulus is anything that arouses activity either internally or 

externally. In the context of the ECF there are five categories 

of stimuli, which can be remembered by the acronym SGEMA, 

which is the Welsh word for schema, with the ‘S’ standing for 

Social, which create the resonance impetus, the ‘G’ standing 

for Gross, which create the uregeance impetus, the ‘E’ standing 

for Emotional, which creates the affectance impetus, ‘M’ 

standing for Mental, which creates the cognizance impetus and 

‘A’ standing for Active, which creates the affordance impetus. 

2.2 Level 3 to Level 2: The Impetus 

When an actor perceives a stimulus using their senses (Level 3 

of the ECF) this results in an impetus, which is represented in 

the ECF by the arrow between Level 3 and Level 2. Bishop 

(2006) identified three impetuses, which are affordances, 

resonances and cognizances, but there are two further 

impetuses, which are affectances and urgeances. These 

impetuses can perhaps be better remembered in the order they 

are in as being extrinsically initiated to intrinsically initiated, 

using the acronym ARCAU, the Welsh word for arc, which 

stands for Affordances, Resonances, Cognizances, 

Affectances, and Urgeances. An affordance is perceived from 

the stimulus of an artefact for example, a resonance is picked 

up from the dialogue or actions of other actors,  a cognizance 

is picked out from the thoughts of an actor, an affectance is 

sensed from the emotions of an actor, and urgenances are 

detected in the anatomy of an actor. 

2.3 Level 2 to Level 1: Intent 

Actors may experience many stimuli that initiate many 

impetuses, but nothing will come of these unless the actor 

creates the intent to exploit them, as represented by the arrow 

in the ECF between Level 2 and Level 1. Intent is created after 

an impetus interacts with one of the cognitions at Level 2 and 

the five types of intent can be remembered using the acronym 

DIBEN, the Welsh word for intent, which are Doxas, which 

are when beliefs created the intent, Intuitions, which is when 

intent is created by values, Bonds, which is when interests 

create intent, Enigmas, which are when plans create intent, and 

Needs, which are when goals create intent. Dependent on the 

impetus then one of the five forces of social, order, existential, 

creative and vengeance are then activated, with social forces 

usually activated by  resonances, order forces usually activated 

by cognizances, existential forces usually activated by 

urgeances, creative forces usually     activated     by     

affordances,     and\vengeance forces usually being activated 

by affectances. 
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2.4 Level 1 to Level 2: The Neuroresponse 

Dependent on the intent, the actor next experiences a 

Neuroresponse, represented in the ECF as the arrow between 

Level 1 and Level 2. Neuroresponses can be remembered by 

the acronym CREAD, which is the Welsh word for creation, 

with the ‘C’ standing for Convention, which creates a value, 

the ‘R’ standing for Relation, which creates an interest, the ‘E’ 

standing for Episteme, which creates a belief, ‘A’ standing for 

Ambition, which creates a goal, and the ‘D’ standing for 

Desire, which creates a plan. Much has been written about 

Desires in the context of the ECF, with this being the first 

Neuroresponse to be identified. 

2.5 Level 2 to Level 3: Judgement 

The Neuroresponse results in a change in the cognitions of an 

actor, which can result in them experiencing dissonance if the 

additional cognition is not consonant with their existing 

cognitions. In psycho-analytical theory (Freud, 1933) this 

stage, which is represented in the ECF by the arrow between 

Level 2 and Level 3, was thought to occur because of a conflict 

between the id and the ego, but in the context of the ECF it can 

be seen to occur because of a change in cognitions. The 

possible outcomes of this stage can be remembered using the 

acronym DIRTI, which is the present infinitive of the word 

‘dire’, which is Italian for tell. The ‘D’ stands for Deference, 

the first ‘I’ for Intemperance, the ‘R’ stands for Reticence, the 

‘T’ for Temperance, and the second ‘I’ for Ignorance, in the 

order reflecting whether the Neuroresponse is acted on. 

Deference occurs if the Neuroresponse does not create any 

dissonance and is acted out or adopted almost without 

consideration, Intemperance occurs if the Neuroresponse 

creates dissonance but the actor resolves to act it out or adopt 

it, Reticence occurs where dissonance occurs and by either 

acting on the Neuroreponse or not the actor experiences regret, 

Temperance occurs if the actor experiences dissonance and 

decides not to accept the change in their cognitions, and 

Ignorance occurs if the actor declines to accept the change 

almost immediately without considering it. 

2.6 Level 3 to the Environment: Response 

The response to a stimulus was in classical psychology seen as 

a reflex, but as can be seen by the many stages of the ECF, 

where the response is represented as the arrow between Level 

3 and the Environment, it occurs not simply as a result of a 

reflex, but as the result of the cognitive processes identified 

above. The response changes the environment, either 

intrinsically though modifying the actor, or extrinsically 

though them modifying their environment. 

3 How Christ Created Faith and Social 

Change 

One of the things evident from the Gospels was that Chris was 

a teacher, and from the stories it seems that Christ did not have 

the problems presented by Kienzle (2002) where by Christian 

teachers had a difficulty knowing who they were going to 

teach, where and when. It seems that one of Christ’s first 

decisions as a teacher was to decide who he wanted to teach, 

which applying the ECF suggested he has to decide who he had 

interests in. His decision was to select twelve disciples to work 

with to model the twelve tribes of Israel. The following 

decision of Christ was to decide what to teach, that is, which 

of his beliefs and values to impart. It is quite clear from the 

Gospels that Christ decided to present the message of God’s 

Kingdom. The next stage from Christ was to decide why he 

was going to teach, determine what his goals were, what the 

goals of the actors he had an interest in were and what his goals 

for the actors he had an interest in were. Despite the effect of 

Christ on the actors in his company being similar to techniques 

used by marketers, it is quite evident that had  Christ used his 

gifts for personal gain, he would have had a more successful 

campaign at convincing people that he was the Messiah. 

Yancey (1995) makes reference to a statement by Malcolm 

Muggeridge who said that Christ would have been able to use 

his Godly powers to turn stones into edible bread as he would 

later turn water into wine in order to promote God’s kingdom 

in the same way the Romans distributed bread to promote 

Julius Caesar’s kingdom. Whilst Christ may not have used his 

Godly skills to promote God, his biggest skill was that of a 

persuader. Through creating new values and beliefs in the 

listener consonant with an interest in himself and therefore 

God, Christ was able to create the cognitive change in the 

people he spoke to that would bring about social change. The 

actors who have an interest in Christ and hold values and 

beliefs he taught are referred to as Christians, who Keene 

(2005) suggests do several things, including going to church,  

praying,  reading  the  Bible,  teaching others, helping others, 

and working for peace and justice in the world. These things 

that Christians do often bring about social change, and occur 

as a result of the actor being driven by changes in themselves 

and their environment. 

After   determining   why   he   was   teaching, Christ’s next 

decision was to decide which methods, or in ECF terms, plans, 

he was going to use to teach those he had an interest in. 

Hultgren (2002) indicates that two things are known about 

Christ that are beyond historical doubt, those being that he was 

crucified in the 1st  century,  and  the  other  that  he  taught  in 

parables. Christ’s disciples asked him why he taught in 

parables, to which he replied that the secret of the kingdom of 

God has been given to them, but to those on the outside 

everything is said  in  parables  so  that,  ‘they  may  be  ever 

seeing but never perceiving, and ever hearing but never 

understanding; otherwise they might turn    and    be    

forgiven!’   [Mark    4:11-12]. 

MacDermott     (1993)     argues     that     while storytelling 

was an intricate  part  of  Christ’s culture, his use of the parables 

appears unique to him, which were neither an illustration of a 

moral  teaching,  nor  an  allegory,  but  mainly stories about 

ordinary human life, with God and God’s reign forming the 

plot of the story. However, even if MacDermott is right and 

there is no deeper meaning to the parables, it can be seen   
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through   applying   the   ECF   that they provide    social    

stimuli    to    the    listeners, resonating with their memories 

and cognitions. This is confirmed by Hedrick (2004), who 

suggests that Christ’s parables resonate with those engaging 

with them, and provoke changes in them. Hedrick describes the 

engaging of the person speaking the parable with the person 

listening to it as ‘resonance’, which is an appropriate     

description     of    the     impetus ‘resonance’ in the ECF with 

resonances in the ECF being created by Social Stimuli. 

Gonzales (2006) defines faith as a conviction, a persuasion, a 

firm persuasion or a belief, and Schroder (2005) indicates that 

faith can be defined as willingness to trust our lives to a person 

or God. From these definitions, it can be seen that Christ 

creates faith in himself at an interpersonal level and therefore 

in God at an intra- or autopersonal level through the telling of 

the parables. Through telling stories that his listeners can relate 

to, Christ causes his listeners to experience a Bond, which in 

turn creates a Relation, suggesting that the listener should have 

an interest in Christ. If the listener adopts this interest, they will 

have a connection with Christ and faith in him, though having 

an interest in Christ consonant with the interest Christ evoked, 

which may have been in themselves or a loved one. Marketers 

have described this process as ingratiation, whereby an actor 

gains acceptance or affection of themselves in others creating 

what is referred to as the belonging effect (Coicaud, 2003). 

Thorough the process of ingratiation, the belonging effect may 

increase credibility in the source, which Sharma (1990) argues 

is essential to the source being able to provide messages that 

are more deeply processed by the listener. It can be seen that 

having this credibility is important for Christ to spread God’s 

new message to the world, through evoking and provoke 

cognitions. Matthew 5 highlights several examples of Christ 

doing this, where he starts his sentence with “you have heard 

that it was said” or something similar, which will lead to the 

words following it resonating with the listener and evoking 

beliefs and values that they hold. Christ through providing such 

Social Stimuli, suggested new values and beliefs to the listener, 

which they may have accepted if they experienced Deference 

or Intemperance. Referred to by marketers as the foot-in-the-

door technique, researchers into cognitive dissonance have 

suggested that if a speaker has gained the confidence of a 

listener in one aspect they can build on this by suggesting 

something that builds on the trust they have gained (Wicklund 

& Brehm, 1976). Thomson (1994) describes the way the mind 

deals with the foot-in-the-door technique as the Subconscious 

Encoding Process, which in the context of the ECF means that 

when a speaker says something that resonates with a listener, 

they can through offering Social Stimuli provoke new 

cognitions, such as beliefs and values, as Christ did, something 

which creates the demonstration effect, which occurs when 

someone develops beliefs and values at an intrapersonal level 

in line with extrapersonal beliefs and values about someone in 

a similar situation to themselves, as Audretsch & Kayalar-

Erdem (2005) suggest entrepreneurs do. 

Referred to as the Sermon on the Mount, Matthew 5 also 

highlights another effect of Christ’s teachings on the 

cognitions of those he spoke to. While Christ created a sense 

of belonging with his parables, he also inspired others with his 

eight beatitudes. Referred to by sports coaches as the goal-

setting process (e.g. Epley, 2004), once a listener has the 

necessary beliefs and values in place a speaker can provide 

them with Social Stimuli that creates related goals in them, 

which is referred to as the inspiration effect (Coicaud, 2003; 

Warren et. al, 2005). 

According to Whitehouse (2001) an actor will through their 

presence and activities in their environment develop the 

conditions under which they and the actors other actors in the 

environment are destined to live out their lives. Referred to as 

the evolutionary process this will lead to an actor creating the 

cognitive state to allow them to make a change to their 

environment impacting on artefacts or other actors for example 

in line with their cognitions, such as goals, beliefs and values, 

something that is referred to as the mobilisation effect (Peeck, 

1982), and is how actors such as Christians create social 

change. Matthew 14:14-21 gives an example of Christ’s 

disciples helping to relieve 5,000 people of hunger as a result 

of the mobilisation effect. In the story Christ through Social 

Stimuli evoked an Enigma and provoked a Desire in the 

disciples leading to them to develop a plan that was consonant 

with the beliefs, values and goals Christ had created in them, 

and also consonant with their interest in him. 

Following an action, such as feeding the 5,000, actors will 

reflect on the actions they have taken through what is referred 

to as the reflection process, which will lead them to interpret 

what they have done and in doing so will attempt to avoid any 

dissonance and confirm their active cognitions, such as goals, 

plans, values, beliefs and interests, something which creates 

the confirmation effect. This effect leads an actor to believe 

that the actions they have carried out and the beliefs and values 

that they hold are valid. They may then develop a belief that 

the plan is effective, which may result in them utilising it to 

form other plans. If however the plan they carried out turns out 

not to be consonant with their existing cognitions, they may 

develop a belief about it that will influence future plans not to 

be like it. 

The final decision any teacher, including Christ, has to make is 

whether they were successful in the approach they took to 

delivering learning. Christ may have reviewed whether his 

teaching was effective after each sermon he gave, but even if 

he didn’t evaluation is known to be an important part of a 

teacher reviewing their lesson structure (Brading & Curtis, 

2000). 

4 Implications for the Design of E-

Learning Systems 

For an e-learning system to be as effective a teacher as Christ 

was, and one which can create as much social change through 

influencing those it teaches, as Christ did, it needs to be able to 

create the five effects in the actors that use it identified above, 

with those being the belonging effect, the demonstration effect, 
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the inspiration effect, the mobilisation effect, and the 

confirmation effect. In designing the system a developer would 

have to consider who the system is going to teach, what it is 

going to teach, why it is teaching, which techniques it is going 

to use to teach and finally whether it has been successful. 

An  actor can  be  made  to  experience  the belonging  effect  

when  a  source  activates  a Bond that leads to a Relation, 

resulting in the actor developing an interest in the source. A 

Bond can be activated by a source through the ingratiation 

process, and in groups through the bonding process, whereby 

participants become more cohesive, and is achieved through 

specific types of ‘ice-breaker’ (Jackson, 1998). An ice-breaker  

can  be  defined  as  a  game  or  short activity that allows the 

educator and the learner to get to know each other at the start 

of a course, something which can also be used as a warm-up 

activity at the start of a session (Corder, 2002). Ceccucci & 

Tamarkin argue that ice-breakers can be suitable for electronic 

learning   environments,   particularly   as   they point   out   that   

these environments can   be somewhat isolating to the learner. 

They argue that online ice-breakers can be used by educators 

to accomplish a variety of goals, such as introducing learners 

to one another, sharing experiences, benefiting from team 

learning, increasing     participation,     or     encouraging 

learners    to    develop    constructive    online relationships 

throughout the course and allow students get to know one 

another on a personal basis. The ice-breaker could contribute 

to making a learner experience the belonging effect, in which 

they develop an interest in the e-learning system and the others 

on the same course. An e-learning system or its participants 

that a learner has an interest in is well placed to help a learner 

develop a new skill by building on their knowledge through 

making them experience the demonstration effect.  Rushby  

(1979a,  1979b) argues that in order to guide learners 

effectively and to provide useful information to educators, an 

e-learning system must maintain records about the learner’s 

performance and progress. Having a record of what a learner 

knows can be useful in targeting new information at them that 

is in keeping with what they believe and value, so as to create 

the demonstration effect in them. Through providing learning 

materials customised to the learner, they can be encouraged to 

build on what they already know and through the sub-

conscious encoding process develop beliefs and values that are 

in their interests. For example an e-learning system could 

gather information on the learner’s favourite television 

programmes. A learner who watched the BBC television 

drama, ‘Robin Hood’, might appreciate an English lesson more 

by being asked to read ballads such as Robin Hood and Maid 

Marion, which were depicted in the series. 

An e-learning system can create the belonging effect in the 

actors that use it, providing the foundation to create beliefs and 

values in the actor through creating the demonstration effect, 

but an actor will not be able to enact a demonstrated skill unless 

the e-learning system can create a goal in the learner through 

the inspiration effect, which goes beyond collecting data on the 

individual learner and providing customised learning 

materials. As LeWinter (2003) put it, “to teach, it is good / to 

motivate, it is better / but our goal, to inspire / can’t be 

measured by a grade or a letter.” In the science fiction novel, 

Blaine (Madison, 2005), the first genetically engineered human 

is told by his mother Katherine when he questions the role of 

God, “But it’s your spirit, values, and God’s guidance that will 

inspire your goals and the best strategies to achieve them.” This 

is something Christ knew, that an actor’s cognitions, which are 

consonant with the interest they have in him as a teacher and 

divine being, could be utilised to create new goals in them 

through the inspiration effect. An e- learning system should 

utilise a learner’s values and inspire them to develop goals to 

utilise the knowledge they have gained through using the 

system. One of the most utilised processes in education that 

create the inspiration effect is the encouragement process as 

proposed by Dinkmeyer & Dreikurs (1963), which when 

applied by an educator can inspire  a  learner with the goals to 

do their best (Coop & White, 1974). Christ, like many good 

teachers, knew that the way to create the inspiration effect in 

actors was through persuasive dialogue that made the people 

he spoke to develop an image of themselves as contributing 

members of society, as recommended by Lickona (1983) for 

those persuading young learners to develop goals about their 

future. An effective way of encouraging and inspiring learners 

in an e- learning system is through the use of animated 

pedagogical agents (APAs). An APA is an animated character 

that facilitates learning in e- learning systems, have animated 

personas that respond to user actions and have enough 

understanding of the learning context and subject matter that 

they are able to perform useful roles in learning scenarios 

(Shaw et. al, 1999). Bishop (2004) argues that APAs can take 

on the role of persuaders and encourage learners to pursue 

goals, suggesting they use negotiation principles. 

An e-learning system that has inspired a learner to create goals 

can utilise these to mobilise them to develop plans to utilise the 

knowledge they have gained, thus creating the mobilisation 

effect in the actor. One way an e-learning system can create the 

mobilisation effect in the learner is through the interaction 

process, which Allwright (1984) indicates changes the plans of 

educator and learner. Battistich et. al (1993) suggested that the 

interaction process requires collaborative learning groups, 

though cites Webb (1982) who indicates that this process has 

not been fully investigated. An e- learning system could utilise 

the interaction process through allowing collaboration between 

the different users and through allowing the learner to interact 

with the system, which could suggest actions in order to create 

the mobilisation effect and allow the actor to develop skills. 

After a learner has experienced the mobilisation effect and 

made changes to their environment as a result, the next step for 

them is to experience the confirmation effect, through the 

reflection process. Much research has been done into the 

process of reflection,  most notably by Kolb (1984) and Honey 

& Mumford (1986). These authors argue that the reflection 

process is essential after a learning experience, such as that 

created by the mobilisation effect. Other authors such as 

Vygotsky (1978) refer to this process as internalisation, 

whereby an external operation becomes internalised. One 
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effective means of enabling learners to go through the 

reflection process to experience the confirmation effect in an 

e-learning system is the use of weblogs, as proposed by Bishop 

(2004). Although the use of journals as reflective tool has been 

used for centuries with some indicating that actors like to 

review their mind using them (e.g. Boswell, 1817). Weblogs 

often comprise of hyperlinks to articles, news releases, 

discussions and comments that vary in length and are typically 

presented in chronological order (Lindahl & Blount, 2003). 

Fleishman (2001) indicates that the benefits of weblogs are that 

they can make the people that read them better informed about 

a broader range of opinion and can improve the writing skills 

of the individuals that author them. Writing a weblog entry on 

a learning experience can make the learner consider whether 

the actions they took are in keeping with the beliefs and values 

they developed as part of the demonstration effect, which will 

allow them to prove them, thus creating the confirmation 

effect. 

5 Towards an Ecological Cognitive 

Learning Theory  

The Ecological Cognition Framework, presented in Figure 1 

provides the theoretical basis for understanding how learning 

occurs in environments through the actors that take part in 

them. Existing theories of learning such as experiential 

learning (Kolb, 1984) offer an incomplete   understanding   of   

the   learning process as it misses out the important process of 

bonding. If Vygotsky (1978) is correct in his view that an actor 

can learn more with the aid of a more competent person, then 

the relationship between the learner and the educator needs to 

be  cognitively  developed  through the  learner experiencing 

the belonging effect and developing an interest in the educator. 

 

Figure 2. Ecological Cognitive Learning Theory 

Figure 2 provides a visual representation of a possible 

Ecological Cognitive Learning Theory. The outer segments 

consist of the senses that form  part  of  Level  3  of  the  ECF,  

the  next segments inwards consist of the types of stimuli and 

response that are at between Level 3 and the Environment in 

the ECF, the five stages of learning can be seen in the arrows 

that makeup the outer circle, the five stages of developing 

learning materials can been seen in the inner circle,  where  

‘who’  is  labelled  Dependents, ‘what’ is labelled Yardsticks, 

‘why’ is labelled Standpoints,  ‘which’  is  labelled  Guides  

and ‘whether’ is labelled Understandings (making up the 

acronym DYSGU, the Welsh word for learn/teach), with the 

nature and focus of an actor’s cognitions that are at Level 2 of 

the ECF being seen in the centre of the model. 

 

6 Discussion 

Since the early days of Christianity the Christian movement 

has promoted social change, which occurs in communities 

where people know one another, have a sense of shared values 

and goals in life, and see teaching as the means to impart 

academic skills, social norms and culturally sanctioned 

knowledge. It is possible in environments three criterions are 

met, those being the impetus criterion, the greenhorn criterion 

and the harmony criterion. Faith plays an important part in 

creating actors that can bring about social change in 

environments. A group of actors with a clear set of values and 

beliefs and who can develop goals and plans to carry out 

activities compatible with an interest they have, such as an 

interest in a divine being like God, are more likely to be able 

to create an environment in which social change can occur. 

Environments in which social change can occur are more than 

likely to be good learning environments. They can be in the 

countryside, in cities, in villages and in marketplaces, places 

where Jesus of Nazareth, or Christ, did his teachings. 

The Ecological Cognition Framework (ECF) provides a 

thorough understanding of how actors    respond    to    and    

influence their environment in order to create social change. 

The framework suggests that there are three levels that affect 

an actor’s behaviour, connected through arrows that represent 

the process   from    the   actor    perceiving    their environment 

through to making changes to it. 

The ECF can be used to understand how Christ created faith in 

those who he met and how those people then created social 

change. Two things are known about Christ that are beyond 

historical doubt, those being that he was crucified in the 1st 

century, and the other that he taught in parables. The parables, 

as taught by Christ provided social stimuli to the listeners, 

resonating with their memories and cognitions. Through telling 

stories that his listeners can relate to, Christ causes his listeners 

to experience the belonging effect, which increased the faith 

people had in him. Creating the belonging effect is essential to 

the source being able to provide messages that are more deeply 

processed by the listener. It can be seen that having this 

credibility is important for Christ to spread God’s new message 

to the world, through evoking and provoke cognitions. In an e-

learning system, the belonging effect can be created through 

activities such as ice- breakers, which are short games or 
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activities that create a bond between the educator and learner 

utilising the bonding process. 

After the belonging effect is created, the next stage is to impart 

values and beliefs to the learner, through utilising the 

Subconscious Encoding Process. Matthew 5 highlights several 

examples of Christ doing this, where he starts his sentence with 

“you have heard that it was said” or something similar, which 

will lead to the words following it resonating with the listener 

and evoking beliefs and values that they hold. Through this 

process, Christ was able to provoke new cognitions, which 

created the demonstration effect, which is where someone will 

develop beliefs and values inline with someone in a similar 

situation to themselves. The demonstration effect can be 

created in an e- learning system through the system knowing 

what the learner knows and customising the materials based on 

that. An e-learning system can create the demonstration effect 

in a learner through providing learning  materials customised 

to them so that they can be encouraged to build on what they 

already know and through the sub-conscious  encoding process 

develop beliefs and values that are in their interests. While 

Christ created a sense of belonging with his parables, he also 

inspired others with his eight beatitudes, which through 

utilising the goal-setting process, Christ was able to provide the 

listener with Social Stimuli that creates related goals in them, 

which is referred to as the inspiration effect. The inspiration 

effect can be created in e-learning systems       through       

utilising Animated Pedagogical Agents through the 

encouragement process. With the necessary goals, beliefs and 

values in place, an actor can put these into action by 

experiencing the mobilisation effect, which Christ created in 

his disciples to allow them to create social change, and which 

can be created in e-learning systems through the interaction 

process, such as utilising discussion platforms. Following an 

action that occurred as a result of the mobilisation effect, actors 

will reflect on the actions they have taken through what is 

referred to as the reflection process, which will lead them to 

interpret what they have done and in doing so will attempt to 

avoid any dissonance and confirm their active cognitions, such 

as goals, plans, values, beliefs and interests, something which 

creates the confirmation effect. This effect leads an actor to 

believe that the actions they have carried out and the beliefs 

and values that they hold are valid. They may then develop a 

belief that the plan is effective, which may result in them 

utilising it to form other plans. If however the plan they carried 

out turns out not to be consonant with their existing cognitions, 

they may develop a belief about it that will influence future 

plans not to be like it.  The reflection process can be undertaken 

in e-learning systems through the use of weblogs, whereby the 

learner will write about an experience they have had as a result 

of the mobilisation effect, which should create the 

confirmation effect, which is the final stage of learning and 

social change. 

6.1 Directions for future research 

This paper has analysed how Jesus of Nazareth, or Christ, 

created faith in those that listened to him, and how he allowed 

them to bring about which contains representations of the 

various levels and links between the levels of the ECF and 

applies the five stages needed to create the five effects that 

were apparent in Christ’s teachings. 
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