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I. MY JACTYP
KHNPHUI

3amoHaBul Tanmabiap acocuja KaiTa Tal€piaml Ba Mallaka OIIMPUII
YKapa€HJIApUHUHT Ma3MyHUHM TaKOMWUIAIITUPUIN  XaMJa OJIMd  TabiuM
Myaccacajapyd IMeJaror KaJpJIapuHUHT KacOMW KOMIIETEHTJIUTMHU MYHTa3aMm
omupu6 GOPHIITa KPAaTHITaH Ma3Kyp YKyB JAacTypH Y36ekucToH Pecry6nmkacu
[Ipesupentunuar 2015 #mn 12 wronparn “Onuii TabjiUM MyaccacaJlaApUHHUHT
paxbap Ba memaror KaJpliapuHH KaiTa Tai€piam Ba MaJaKaCMHH OIIUPHII
TU3UMUHU STHAJIa TAKOMUJUIAIITUPHUII Yopa-Taadupnapu tyrpucuaa” ru [1D-4732-
coH @apMOHHUJArHM YCTYBOp HYHaIMIUIAp Ma3MyHHUJIAaH KeIuO YMKKAH XOJja
ApaTMIraH. Y3 Ma3MyHHra Kypa JacTyp ONHil TABIMMHHHT HJIFOP TabJIHM
TEXHOJIOTHSJIApM Ba TMEAArorMK Maxopar, TabIuM jKapaéHiapuja axOooporT-
KOMMYHUKAIUS TEXHOJIOTHSUIAPUHU KYIJIAll, CTHIMCTHK TaXJWiI Ba Kapop KaOyi
KWIKII acociapy, CTUIMCTUKA (aHU HeTU3WAa WIMUNA Ba aMaliui TaJIKUKOTJIAp,
VKyB JKapa€HUHM TalIKWJ STUIIHUHT 3aMOHAaBHM yciyOiapu OViimya cYHITH
IOTYKJIap, TEJarorHUHT KacOWi KOMIETEHTIWIW Ba KpEaTHBIUTH, Ti00ai
WuTepHeT TapMoru, MyJIbTHUMEIHMAa TU3UMIIApM Ba MacodagaH  YKUTHII
yCYJUIApUHM ~ Y3MalITUpuIl  Oyinya OwianM, KYHMKMa Ba MaJlaKajlapuHU
IAKJJTAHTUPUILHU Ha3apAa TYTa/Iu.

ByryHru kyHja MyJbTUMEIHa TEXHOJIOTHUSUIApDU WHCOH (PaosuATUIA, STHHU
Ou3Hec, TabluM, TUOOMET, XapOuil Ba OoIlIKa coxajapia KEHr KYJJIaHWUIUO
KEeJIMHMOKJa. By daonuiar HyHanmumuiapujga MyJIbTUMEIUa MaxcCyJIOTIApUHU
ApaTHIl y4YyH KEHI KyJaMJIard JacTypuil BOCHTajlap MaBkKyZd. YJIAPHUHT
allpumiiapy  MyJbTUMEIUWAHUHT aJlOXMJa KOMIIOHEHTJIapyu OWIaH uOuIamra
MY JKaJUTaHTaH.

Kaiita Taii€pnam Ba Majaka OIIMPUII WYHAJWIIMHUHT Y3Ura XOC
XYCYCUATIIApH XaMJla J0J3ap0 MacaialapuaaH Keiaud YMKKaH XOJja JacTyplia
TUHTJIOBUYMJIAPHUHT Maxcyc (Ganiap Joupacuard OuimMm, KYHUKMa, Majlaka Xam/ia
KOMITETCHIIUSIIApUTa KYWUIQUTaH Tajnadiap y3rapTUPUIUIIN MyMKHH.

MoayauHUHI MaKcaau Ba Basudaaapu

Monyaaudr maxkcaau: Ilemaror xagpimapHu KaWTa Tal€piiaiml Ba Majaka
OLUUPHUII KypC TUHIJIOBYMIIAPUHU SHI'H aXOOPOT KOMMYHHUKALUS TEXHOJIOTHSIIAPH,
YIApHUHT JTaCTypuil BOCUTalapu, MHTEPHET CepBHUCIap, Maco(aBuil TabiuM Ba
YHUHT Mozaemwtapy, LMS Tusumiapu Ba ylapJa TabiuM OJIMII Macalallapy
XaKugard OwmuMiapuHu TakoMwutamtupuil. Kype TYJIMK HWHIVIM3 THIAMAA
yTujiaau.

Moayaaunr Basugacu: DIEKTPOH KYpPUHULIZArU YKyB MaTepuaIapyuHU
KYpuO YWKHUII Ba TaxXJWJI KWiIuIl; Ym0y MaTepuajylapHu capaiad oJivil Ba
Ma3MyHH OJoKiIapra Oyui;

-TUHIIIOBYMIIApDHUHT YKYB MaTE€pPUAIMHU Y3JAIITUPUIIN YYyH MOTHBALIMSA
nynnapunu yiinad Tonuu,



-TUHIJIOBYMJIApTa 3aMOHAaBHHA axOOpPOT-KOMMYHHUKAIMSI TEXHOJIOTHsIIApU
OunaH MIUIalAa KyMak OepHil, MHTEPHET OpKaJIu MYJIOKOT Ba MAabIyMOTHH
€TKa3UII 1JaBOMUA 103ara KeJlaéTrad KHAMHYWINKIApHU OapTapad >Tub Oopui;

-Ha3opaT BasuQasapuHH, Oaxojaml ME30HJIAPUHM, XaTOJIAPHU TaXJIWiI
KWJIUII yCIIyOJapyuHM HIUIad YMKUIL, OHJIAWH €KW OQuUIaliH TeCcT TY3HIU
nacTypyiapuia ¢oiiiagaHral Xoijia TeCT CaBOJIapU TY3HILL

-TUHIJIOBUWIAp TOMOHUAAH KypcHM AKT opkanu y3iamTupuil, MIaxcui,
TabJIUM OJIMII Ba MYJIOKOT KWIMII XKapa€¢HuJa ro3ara KeJa€TraH KNAMHYWIMKIIAP
Oyiinya Macinaxui €paam KypcaTHI;

-TUHTJIOBYWJIAPHUHT Xap OupuHUHT y3namtupuil xapaéaunu AKT opkanu
Ky3aTHIL Ba MOHUTOPUHTMHU aMaJjra OMIMPUII KaOU KYHUKMaJIAPHU XOCUJT KUJIHUIIL.

MoayJ1 0yii4a THHIJIOBYMJIAPHUHT OMIIMMH, KYHUKMACH, MAJIaKACH
BAa KOMIIeTeHUUSJIAPUTa Ky HNJIAAUraH Tajnadaap

“Xopuxuit TUUIAPHU YKUTHUILIA ax00pOT-KOMMYHUKAIIHS
TEXHOJIOTHUSIIApU MOJYJIMHUA Y3JAIITUPUI >KapaCHUJa aMajra OIIMpUJIaJuraH
Macajanap Aoupacuja THHTJIOBUYMIAP:

KoMmbioTepHr, KOMIOBIOTEp KypWUIMaJIapuHU (MOHUTOp, KJIaBHATypa,
CUYKOHYA, mpuHTep, ckanep, USB-¢duemka Ba USB-noptu opkanu ynaHaauraH
OolIka KypwiMayiap) yIalllHHU, YpHATUIIHHU, yiapjaaH ¢(oigallaHuiHg Ouiay,
KOMITBIOTEP aXxO0OpOT XaKMJIAPUHU TYFpPU TYILIYHAAHW, BJIEKTPOH axOopoT
xaB(CcU3IUTUIaH xabapu Oop;

Windows onepanvoH Tu3MMHAA acocud (YHKUMSUIApHU OaKapUILHU
Ownagu. Acocuid QyHKUMsUIapra: Y3 HapojavuHU y3rapTupuil, (aiinap spatuul,
OUHIll, KY4yupuIl, yuupuil, uirdnd croaunu (Padouwnit cron), “ITYCK” meHIoCHHH,
co3nail, kommbtoTep [P-aapecu Ba TapMOK aganTepu HapaMeTpiIapUHHU CO3JALL,
JacTypiapHu YpHaTuil/yuupuiir/coznam, OrnepanydoH THU3UM EKU KJIaBUATypa
TUJIUHU V3rapTupa OJUII, Kymum4a Mpu(TIapHU YpHATHILN, KOMIAKT JHUCKKa
MabIyYMOT €3Ulll, ayauo/Buieo (QaiuuapHu YiiHaTa OJIMINW, ayJuo/BUJICO
IJIeepiiapHy  CO3JIAlll, KOMIIBIOTEp IUCKIApH, (QUieliKaiap, ONepaTUB XOTHUPA,
daiiyutap Ba nankajgapHy BUPyCiap Ba 3u€H €TKa3yBYH MporpaMMaliap mpeIMeTura
TEeKIIUPUIIT Ba X.K. YOy QyHKIUAIapHU Oakapuiljga MyaMMOJIap YHUKKaH
xoJutap/a - y3u Oaprapad 3Ta onau.

Office amanuii ngacTypiap mnakeTd TapkKuOWra KUPYBUM JacTypiiapial
(Word, Excel, PowerPoint, Outlook) »spkun doiinanana omaau. ODpKUH
doiinananuira: Xy>xKaT/3JIeKTPOH >KaaBayl/ Tpe3eHTalus/ 3JIEKTPOH XaTJapHH
sparuiil, ¢hopmatianl, GopMynaiap/aHuManusIap OUIaH UIIAII, SJIEKTPOH MoYTa
OpKaJIM >KYHATHUI, MPUHTEpJA YOI OTHUII, AACTYpPJIAPHUHT TaIIKH KYPUHUIIIH,
(YHKIHMOHAJUIUTY Ba MUKW HACTPOMKAJIApMHU CO3Jall Ba X.K. YOy AacTypiapaaH
doitnananuin JaBoOMHIa MyaMMoJIap YMKKaH XoJuiapaa - y3u 6aprapad sta onaau.

WNurtepHer Opaysepnapu opkanu Oup Hewya caxuda OwiaH mapaien
WIUTAIHY, YIApHUHT OyKMapK Ba KeHralTMallapHU CO3JIAITHU, TypJu MaB3yjapra
ol BeO-pecypciapHU TYypJid KUAUPYB XU3MATIAPU OPKAIW KHIWPHII, TOTIIHUII,



TaxJWi1 KWIMIL, KOHTEHT sSpaTulira MYyJDKaJUlaHraH  BeO-pecypcriapiaH
doitnananui, OyIyTiau XUcoOall TEXHOJIOTUSTIApH XaKK1a TylIyH4ara sra.

- TABJIMMHU TAlIKWI 3TULI IPUHLIUIUIAPH, TABJIUM METOIJIAPUHHUHT TypJIapH,
TabJMMHH TAIIKWJ 3TUII IIAKIUIAPH, TABIUM Kapa€HUIA KYJUITAaHWIAIUTaH YKUTHUIII
BOCHUTAJIApW,  YKUTUII  JKapa€HWJIa  MIUIATWIAJWTAH  TEXHUK-IACTYpUU
BOCUTAJIAPHUHT TypJlapy, TabIUM Kapa€HUJa HWHTEPHET THU3UMHUHM KYJUIAII
OViinya KyHUKMaapura sra OYJIuImg 3apyp;

-MyTaxaccuciauk (annapu Oyinya MAaIIFyJIOTIapHUA TalIKWI HSTULIAA
MyJIbTUMEANA BOCUTaTapuaH KeHr ¢oiiananuiil, MacopaBuil TAbIUM TU3UMIIAPU
UMKOHUATIApUAAH, HMHTEPHET TapMOFUAAa MaBKyJ  JJIEKTPOH  axOopoT
pecypciapunan ¢oianaHa OJHII, OYMK OHJIAWH KypciapuiaaH QoiiianaHa OJHII
Oyiinya ManakaJapuHU Srajllallly JO3UM.

Moay/JTHHHT YKYB pexajaru 00mKa MoayJiap OujiaaH O0FJINKJINTT Ba
Y3BUIJIUTH

Monayn MasMyHH YKyB peKaJard WHHOBAllMOH TabJIWM TEXHOJOTHsIApU Ba
[IEJarOTMK KOMIIETEHTIIMK, 3JIEKTPOH IMEJarorukKa acociiapy Ba IEeAarOrHUHT
naxcuii, kacouit ax0opoT MalIOHWHU JIoMUXanall YKyB MOAyJUIapu OuiiaH y3BUN
OOfJIaHraH XO0J/1a MeAaroriapHUHT KacOWM TMeJaroruk Tanéprapiivk JapakacuHu
OPTTUPHULITA XU3MaT KUIAIU.

Moay/IHM TAIIKKJI 3THII BA YTKAa3MII 0yiMYa TaBCUsljIap

“Xopmxuit TUJIJIAPHU VKUTHILIA ax00pOT-KOMMYHUKAIUs
TEXHOJIOTHUSIIapU KypCH Mabpy3a, aMaliiil MallIFyJIOT Ba J1abopaTopusi MalFyJI0TH
makjuaa oaud oopunaau.

Kypchu yxutumn sxapaénua TabJIUMHUHT 3aMOHABUI METOIapH, axOopoT-
KOMMYHUKALUS TEXHOJIOTUSIApH KYJUIAHWINAILIN Ha3apJa TYTHUJITaH:

-Mabpy3a Japciaapuaa 3aMOHAaBUM KOMIIBIOTEP TEXHOJIOTHsIapU €paamuia
MIPE3EHTALMOH Ba AJIEKTPOH-IUIAKTUK TEXHOJIOTUSIIAP/IAH;

- YTKa3Wwiagurad aMaJiiii MalFyJIOTiIapa TEXHUK BOCUTAIapIaH, dKCIPECC-
CYpoBJap, TECT CYPOBIJIApH, aKIUN XYXyM, TYPYXJIH (UKpiall, KUYUK TypyxJap
OwJiaH MIIall, KOJUIOKBUYM YTKa3HIll, Ba OOIIKAa HHTEPAKTUB TabJIUM YCYJIApUHU
KYJUTall Ha3ap/1a TYTHIAIH.

MoayaHUHT OJIMH TABJIUMMAATH YPHU

Xosupru Baktra kenmuO, Onuil TabauMaa axOOpPOT-KOMMYHHKAIIUS
TEeXHOJIOTUsIIapUAaH (oimananrad Xo1a YeT TUIM YKUTHII VKYB >Kapa€HIapuHA
TalIKWJUTAIITUPHUILA, allHaH YOy YKYB MOJYJIM KaTTa aXxaMHsITra 3rajiup.
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HA3APUI MAIIFYJOTJAP MABMYHHU

I. Technology-enhanced language teaching (Texnosiorusijiap épaamMuaa THj
ykutui) (2 coar)

Pexa:

1. IT and platforms. Hardware and software. Computer aided learning
methods (AxGopot TexHoJOrHsiapu Ba Iutardopmanap. AmmapaT Ba JacTypHid
Bocutanap. Komnerorep épaaMuaa TUI YpraHuIi)

2. Network and infrastructure. Information sharing vs. Knowledge sharing.
(Tapmoxkiap Ba nH(MpaTy3mwIMa, AXOOpPOT ajMaruil Ba b anmarmi)

3. Multimedia. Components and Design. Developing lesson scenario using
MM (Mynstumenus, KomrnonenTiap Ba au3aiis. /lapc cueHapuiiciHH SpaTUI)

Kucka masmynm: This lecture reviews the common IT utilization in our
daily life as well as in teaching activity. The different devices using different
operating platforms, interaction between them and common standards. Three
different scenarios will be discussed using three different platforms, which is PC,
Tablet and smartphones. This topic flows into networking and infrastructure (in
common sense, not in detail), searching, finding and analyzing information.
Finding and sharing different types of information such as images, audio and
video. Multimedia pre-designed lesson components. Pre-designed quizzes and
mini-games influence on the language lesson. Designing a scenario out of
materials, MM components in accordance with student knowledge acquisition
peculiarity.

Il. UaTepHerra acocinanran Tua ypranmm (\Web-based language learning)

Pexa:

1. Condition. Availability — materials, equipment, Internet connection,
printing and displaying. (Illapout. Marepuaniap, TeXHHUKA, UHTEPHET, YOIl Ba
HAMOMHUIIT STHIII)

2. Preparation. Using different platforms for maximum effort. Using cloud-
based applications. (Taitéprapmuk. Typau maardopmanapaan doimananuii, oduc
Ba YM3HII AacTypiapuaan doinananumn. MaTEpHET cepBuciapaan (HonamaHmui)

3. Planning. About lesson integrity, studying class needs and information
acquisition methods. (Pexxa ty3um. Jlapc SXIUTIWINTH, YKYBYHJIAPHAHT
MabJIyMOT KaOyJl KWIIUII XYCYCUSTUHY YPTaHHIII)

4. Action. A demonstration of full-length interactive web-based lesson in
example of a secondary school English curriculum. (napc »xapaéuu, Matepaernan
doitnananran xonaa ypra MakTadb MHIIIN3 THIM TacTypu Oyitda Japc HAMOWHILIN)

Kucka mazmynu: This lecture deals with the 4 stages of any lesson design.
Beginning with necessity of equipment and ending with the analysis of
demonstrated lesson. In “Condition” stage students learn how to work with
equipment or deal with the lack of so. In “Prep”, stage students will be introduced
with features of office apps that they barely use and Google cloud apps. In
“Planning”, stage students introduce to so called lesson integrity, matching
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materials for maximum absorption of materials by learners. “Action” stage
demonstrates a full-length (40 min) lesson, students take role of learners and in
their own skin experience a web-based blended education.

AMAJIMA MAIIFYJIOTJIAP MABMYHHU
I. Technology-enhanced language teaching (2 coar)

1. Difference between PC and Tablets, accordingly Windows and Android

2. Networking basics, connecting to internet using cable, Wi-Fi, 3G/LTE.

3. Design basics of multimedia applications, using image (Photoshop), audio
(SoundForge) and video (Premiere) editing tools.

4. Compiling a multimedia app using iSpring (PowerPoint add-on)

I1. Web-based language learning (4 coar)

1. Materials searching, using Google advanced search, Google Translate,
Google Scholars, ESLbasics, Many Things, and BBC Learning English.

2. Survey and quiz design, using Breakingnewsenglish, Google Forms,
Survey monkey, poll maker

3. Using Microsoft Word, Microsoft Sway for printed and visual media.

4. Using Microsoft PowerPoint: Things they didn’t know, cloud-based
presentation app: Visage and Prezi

6. Teacher-student collaboration: Google Docs, Google Slides, Hangouts,
cloud based file sharing: Google Drive, Microsoft OneDrive, DropBox, YouTube

7. Class activity design: Designing Lesson Activities using social networks
such as Facebook, Twitter, PowTon, Reddit, and Tumblr

8. LMS basics, difference between OSS and proprietary LMS, Moodle vs.
Canvas

III. Web-based language learning (4 coar)

1. Materials searching, using Google advanced search, Google Translate,
Google Scholars, ESLbasics, ManyThings, BBC Learning English.

2. Survey and quiz design, using Breakingnewsenglish, Google Forms,
Surveymonkey, pollmaker

3. Using Microsoft Word, Microsoft Sway for printed and visual media.

4. Using Microsoft PowerPoint: Things they didn’t know, cloud-based
presentation app: Visage and Prezi

6. Teacher-student collaboration: Google Docs, Google Slides, Hangouts,
cloud based file sharing: Google Drive, Microsoft OneDrive, DropBox, YouTube

7. Class activity design: Designing Lesson Activities using social networks
such as Facebook, Twitter, PowTon, Reddit, Tumblr

8. LMS basics, difference between OSS and proprietary LMS, Moodle vs.
Canvas



YKUTHII INAKJUIAPHA

Maskyp Moayn Oyinda Kyduaara YKUTUIN akiapuaad GoiaanaHuIagm:
-HOaHbaHABUM YKUTHII (MHTEPAKTUB, TYpyXJap IaKiaa uliami, 1eoar);
-naBpa cyxOaTiapu (Myxokama STWIaETraH MyaMMO Ba YHHUHT €YUMH
OYyiirya MaHTUKHUI XyJiocanap YdKapuin);
-0axc Ba MyHO3apanap (Joiuxamap euuMu OYHKMYa acociu Jajauiiap
TaKJAUM KWIHII, OSIIUTUII Ba MyamMMOJIap €YUMHHHM TOMUII KOOWJIMATUHU

PUBOKIIAHTUPUIL).
BAXOJIAII ME3OHHA
MaxkcumaJg
Ne BaxoJam me30HH H3ox
0aJ

[Toptdonuno sparui-
1 16amn
Keiic Ty3um - 1,5 6ann

2.5

PowerPoint/Prezi

dolinananran XoJiga Keic
TaKAUMOTUHU sipatuml - 1,5

Oain
PollMaker/iSpringnan
dolnananran  XoJiaa
Ty3um — 1 Gann

TCCT
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II. MOJYJHU YKUTHUIIJIA ®OUTATTAHUIAJIUT AH UHTPE®AO.I
TABJIUM METOAJIAPHU

MyammoJsiu Mabpy3a

VKuTyBUM YKyB MaTepHaivHM OaéH STHINM JaBOMHAA Tanabagap ydyH
MyaMMOJIA XOJaTjiap sipaTtajy Ba yJIApHU TaxXJIWil KWIKIITa Yopiaau. MyamMmmonu
XoJlaTiIapJaru KapaMma-KapiinKIapHu Xal KHIKII OpKaliu Tajabanap ¥3 UIpOKU
OwiaH Xynocanap 4yuKapaau, ymoy xyjiocanap YKUTYBUM TOMOHUJIAH STHTH OWJIMM
HKAHJIUTH €TKA3UIIaIN.

IIpoBokaTuB Mabpy3a

VKUTYyBUM Mabpy3a KM MAIIFyJIOT MaB3yCHHH YBJIOH KWITaHHAH CYHT,
YHUHT OUp Heya >Koiapua aTaliiH XaTojiapra iyn KYWHIIuHA TabKuianan. by
XaTojlap Typiauya OYJIUIIM MYMKHH: YCIyOWH, JEKCHUK, NPHHIMUIHAI Ba X.K.
Tanabanap xaToiapHU aHUKJIA0, YIAPHUHT TaxXJIUJI 3TUO XyJioca YuKapaauiap.

BusyaJ jgexkuus

Terummu  Kypuiamanap €paamuaa  (IPOEKTOpP, HHTEPAKTUB  JIOCKA)
Tajabanapra Bu3yaJl Marepuauiap TakauMm d5Tub Oopunamau: bynap pacmumiap,
TU3UMIIM-MAHTUKUN cXeMajap, Auarpammarnap, UKTuOocnap, ciaianap, BUIEO Ba
X.K.

bpudunr

“bpucdunr’- (unr. briefing-kucka) Oupop-Oup macana €KUM CaBOJHHUHT
MyXoKaMacura OaruiuiaHraH KUCKa rpecc-KoHpepeHIusl.

V1kazum GocKkuunapu:

1. TakauMOT KHCMHU.

2. Myxokama xapa¢au (caBoJ-)kaBoOap acocua).

bpudunrnapnan TpeHMHT SKYHJIApUHU TaxXJIWI Kuiuiiaa (oigananum
MyMKuH. IIyHUHTIEK, amanuil YUMHIApHUHT Oup makiu cudaruaa KaTHauIquiIap
Ownan Oupra pgom3apd MaB3y €KUM MyaMMO MyXoKamMacura OaFuIIIaHTaH
OpuduHrnap TamKWI STUII MYMKUH Oynamu. Tamabamap €ku THUHTIIOBUMIIAD
TOMOHHJIAaH SIPAaTUITaH MOOWJ WIOBAJAPHUHT TAKAMMOTUHM YTKA3uIIAa XaM
doitnanaHuI MyMKHH.
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111. HABAPUU MATEPUAJLJIAP

I. Technology-enhanced language teaching (2 coar)

Pexa:

1. IT and platforms. Hardware and software. Computer aided learning
methods

2. Network and infrastructure. Datamining. Information exchange

3. Multimedia. Components and Design. Developing lesson scenario using
MM

Kamut cy3map: IT, ICT, hardware, software, network, infrastructure,
computer-aided, multimedia, MM, design, lesson scenario, information exchange,

1.1. Information Technologies

According to Wikipedia, Information
technology (IT) is the application of
computers to store, retrieve, transmit and
manipulate data, often in the context of a

business or other enterprise. IT is considered a % subset
of information and  communications
technology (ICT). In 2012, Zuppo proposed an ICT

hierarchy where each hierarchy level "contain some
degree of commonality in that they are related to technologies that facilitate the
transfer of information and wvarious types of electronically mediated
communications."! Business/IT was one level of the ICT hierarchy.

The term is commonly used as a synonym for computers and computer
networks, but it also encompasses other information distribution technologies such
as television and telephones. Several industries are associated with information
technology, including computer hardware, software, electronics, semiconductors,
internet, telecom equipment, engineering, healthcare, e-commerce and computer
services?.

Humans have been storing, retrieving, manipulating and communicating
information since the Sumerians in Mesopotamia developed writing in about 3000
BC3, but the term information technology in its modern sense first appeared in a
1958 article published in the Harvard Business Review; authors Harold J. Leavitt
and Thomas L. Whisler commented that "the new technology does not yet have a
single established name. We shall call it information technology* (IT)." Their
definition consists of three categories: techniques for processing, the application of
statistical and mathematical methods to decision-making, and the simulation of
higher-order thinking through computer programs.

1 http://www.airccse.org/journal/ijmit/papers/4312ijmit02.pdf

2 http://www.oxfordreference.com/view/10.1093/acref/9780199568758.001.0001/acref-9780199568758
3 http://www.tcf.ua.edu/AZ/ITHistoryOutline.htm

4 https://hbr.org/1958/11/management-in-the-1980s
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Based on the storage and processing technologies employed, it is possible to
distinguish four distinct phases of IT development: pre-mechanical (3000 BC —
1450 AD), mechanical (1450-1840), electromechanical (1840-1940) electronic
(1940-present), and IT as a service. This article focuses on the most recent period
(electronic), which began in about 1940.

Other term used synonymously is ICT (information and communications
technology - or technologies) is an umbrella term that includes any communication
device or application, encompassing: radio, television, cellular phones, computer
and network hardware and software, satellite systems and so on, as well as the
various services and applications associated with them, such as videoconferencing
and distance learning. ICTs are often spoken of in a particular context, such as
ICTs in education, health care, or libraries. The term is somewhat more common
outside of the United States.!

1.2. Platforms, Computer vs. Tablet (or Smartphone)

When looking for a computing device, there are many options out there.
Two of those options include a full-fledged computer system (either desktop or
laptop) and a tablet. Both can provide computing capabilities, run software and
perform other tasks, but there are many factors to consider between the two
options. Below is a chart to highlight some important factors to consider including
the pros and cons of each device. (computerhope.com)

Topic

Power

Powerful computing processors with
the necessary power to cool high-end
processors.

Tablets are much more compact and
cannot offer the same amount of
processing power as a computer.

Cost

Prices for a computer (desktop or
laptop) can vary widely, depending on
its capabilities, storage, and other
features Prices can range from $400 to
$2000.

Tablets can also vary in price based on
power and various features, but not as
much as computers. Prices can be $150
to $500 in most cases, with a few
models ranging up to $600 to $800.

Screen size

Desktop computers almost always
have a screen sizes of at least 17" with
support for a TV or projector. Laptops
typically feature screen sizes up to
17",

Tablets, due to their more compact
size, feature smaller screen sizes
ranging from 5" to 10". However, most
can still connect to an external display.

Portability

Desktop computers are not portable.
Laptop computers are portable,
lightweight, and easy to place in a
backpack, but laptops with larger
screens (17") can become bulky and
more difficult to carry around,
weighing several pounds.

Tablets are more portable than any
computer or laptop. They are very
lightweight and can fit in a purse or
small bag with relative ease. They are
designed to be taken everywhere with
you, thus the very definition of
portable.

Storage

Computer hard drives can be over one

Tablets come with built-in storage

1 http://searchcio.techtarget.com/definition/ICT-information-and-communications-technology-or-technologies
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terabyte (TB). Even the most basic
computer comes with a 250-gigabyte
(GB) hard drive, which for many is
more than enough storage for most
users.

ranging from 8 GB to 128 GB. In some
cases, an expansion slot may be
available for adding additional storage.

Battery life

The battery life even for the most
efficient laptop is still not close to the
battery life of a tablet.

A tablet has a much smaller screen and
has fewer components than a laptop
computer, which makes for a longer
battery life.

Operating
System

Desktop and laptop computers come
with more fully featured operating
system due to having the computing
power and memory requirements.
These operating systems support more
than any tablet operating system.

Tablets come with a more slimmed
down operating system because of the
limited computing power and memory.
The Android OS and Apple iOS are
adequate operating systems for tablet
users, but not as complete as computer
operating systems.

Boot time

The latest computers running the latest
operating systems have improved a lot
on their boot time. However, are still
slower than a tablet.

Generally speaking most tablets are
much faster at booting than most
computers.

Data
and
input

entry
user

A computer uses a keyboard for data
entry that most users are familiar with
and comfortable using. The mouse is
also available for easy scrolling and
right clicking.

Tablets use an on-screen keyboard that
is smaller than a standard computer
keyboard, takes time to learn, and users
with bigger fingers may have a hard
time typing. Some tablets allow for an
external keyboard, providing a more
comfortable and familiar medium for

typing.

Touchscreen

Although some laptops and desktops
now support touch, most still have no
touchscreen support.

All tablets support a touchscreen,
which can be easier for new computer
users.

Upgrade

All computers have some form of
hardware upgrades including easy
upgrades like adding more memory,
disk storage, or even a new expansion
card.

Some tablets do offer the ability to
expand the storage capacity with an
additional memory card, but that is
pretty much it when it comes to
upgrade options.

Software

Most software is designed for the
computer, so you have an almost
endless supply of options. Programs
on the computer are also usually more
feature rich than apps designed for
tablets.

Although there are millions of apps
available for a tablet, it is nothing
compared to the available programs,
games, and utilities available for a
compulter.

Accessories

Computers  have thousands  of
peripherals and accessories that can be
connected to them.

Most tablets offer a limited amount of
accessories that usually include input
devices such as a keyboard and access
to some printers.

1.3.

What are the differences between hardware and software?
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Computer hardware is any physical device used in or with your machine,
whereas software is a collection of code installed onto your computer's hard drive.
For example, the computer monitor you are using to read this text and the mouse
you are using to navigate this document is computer hardware. The program that
allowed you to open this document and the operating system that the program is
running on is considered software.

All software utilizes at least one hardware device to operate. For example, a
video game, which is software, uses the computer processor (CPU), memory
(RAM), hard drive, and video card to run. Word processing software uses the
computer processor, memory, and hard drive to create and save documents.

In a computer, hardware is what makes a computer work. A CPU processes
information and that information can be stored in RAM or on a hard drive. A
sound card can provide sound to speakers and a video card can provide an image to
a monitor. All of this is hardware.

On that same computer, software can be installed and allow a person to
interact with the hardware. An operating system, like Windows or Mac OS, is
software. It provides a graphical interface for people to use the computer and other
software on the computer. A person can create documents and pictures using
software.

Can a computer run without software? In most situations, yes, a computer
can run without software being installed. However, if an operating system or
interpreter is not found on the computer, it either generates an error or doesn't
output any information. Installing programs onto the computer in addition to an
operating system gives the computer additional capabilities. For example, a word
processor is not required, but it allows you to create documents and letters.

Can a computer run without hardware? This depends on the hardware. Most
computers require at least a display, hard drive, keyboard, memory, motherboard,
processor, power supply, and video card to function properly. If any of these
devices are missing or malfunctioning, an error is encountered, or the computer
will not start. Adding hardware such as a disc drive (e.g. CD-ROM or DVD),
modem, mouse, network card, printer, sound card, or speakers are not required, but
give the computer additional functionality.

1.4. Computer aided language learning (CALL)

Computer-assisted language learning (CALL) is succinctly defined in a
seminal work by Levy as "the search for and study of applications of the computer
in language teaching and learning"!. CALL embraces a wide range of information
and communications technology applications and approaches to teaching and
learning foreign languages, from the "traditional" drill-and-practice programs that
characterized CALL in the 1960s and 1970s to more recent manifestations of
CALL, e.g. as used in a virtual learning environment and Web-based distance
learning. It also extends to the use of corpora and concordances, interactive

1Levy M. (1997) CALL: context and conceptualization, Oxford: Oxford University Press.
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whiteboards, Computer-mediated communication (CMC), language learning in
virtual worlds, and mobile-assisted language learning (MALL).

The term CALI (computer-assisted language instruction) was in use before
CALL, reflecting its origins as a subset of the general term CAI (computer-assisted
instruction). CALI fell out of favor among language teachers, however, as it
appeared to imply a teacher-centered approach (instructional), whereas language
teachers are more inclined to prefer a student-centered approach, focusing on
learning rather than instruction. CALL began to replace CALI? in the early 1980s
and it is now incorporated into the names of the growing number of professional
associations worldwide.

An alternative term, technology-enhanced language learning (TELL), also
emerged around the early 1990s: e.g. the TELL Consortium project, University of
Hull.

The current philosophy of CALL puts a strong emphasis on student-centered
materials that allow learners to work on their own. Such materials may be
structured or unstructured, but they normally embody two important features:
interactive learning and individualized learning. CALL is essentially a tool that
helps teachers to facilitate the language learning process. It can be used to
reinforce what has already been learned in the classroom or as a remedial tool to
help learners who require additional support.

The design of CALL materials generally takes into consideration principles
of language pedagogy and methodology, which may be derived from different
learning theories (e.g. behaviorist, cognitive, constructivist) and second-language
learning theories such as Stephen Krashen's monitor hypothesis.?

A combination of face-to-face teaching and CALL is usually referred to as
blended learning. Blended learning is designed to increase learning potential and is
more commonly found than pure CALL.*

Software design and pedagogy Above all, careful consideration must be
given to pedagogy in designing CALL software, but publishers of CALL software
tend to follow the latest trend, regardless of its desirability. Moreover, approaches

to teaching foreign languages are N R

constantly changing, dating back t0 |smm O K grammar-
translation, through the direct | = ° method,
audio-lingualism and a variety of 5, | other
approaches, to the more recent v N «

communicative approach and
constructivism.®

1 Shield L. & Kukulska-Hulme A. (eds.) (2008) Special edition of ReCALL (20, 3) on Mobile Assisted Language Learning.

2 Davies G. & Higgins J. (1982) Computers, language and language learning, London: CILT.

3 https://en.wikipedia.org/wiki/Input_hypothesis

4 Pegrum M. (2009) From blogs to bombs: The future of digital technologies in education, Perth: University of Western Australia
Press.

5 Decoo W. (2001) On the mortality of language learning methods. Paper given as the James L. Barker lecture on 8 November 2001
at Brigham Young University [Online]:http://web.archive.org/web/20080208190123/webh01.ua.ac.be/didascalia/mortality.htm
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Designing and creating CALL software is an extremely demanding task,
calling upon a range of skills. A team of people usually manages major CALL
development projects:

A subject specialist (also known as a content provider) - usually a language
teacher - who is responsible for providing the content and pedagogical input. More
than one subject specialist is required for larger CALL projects.

e A programmer who is familiar with the chosen programming language
or authoring tool.

e A graphic designer, to produce pictures and icons, and to advice on
fonts, color, screen layout, etc.

e A professional photographer or, at the very least, a very good amateur
photographer. Graphic designers often have a background in
photography too.

e A sound engineer and a video technician will be required if the
package is to contain substantial amounts of sound and video.

e An instructional designer. Developing a CALL package is more than
just putting a textbook into a computer. An instructional designer will
probably have a background in cognitive psychology and media
technology, and will be able to advise the subject specialists in the
team on the appropriate use of the chosen technology.

CALL inherently supports learner autonomy, the final of the eight
conditions that Egbert et al. (2007) cite as "Conditions for Optimal Language
Learning Environments". Learner autonomy places the learner firmly in control so
that he or she "decides on learning goals™?.

It is all too easy when designing CALL software to take the comfortable
route and produce a set of multiple-choice and gap-filling exercises, using a simple
authoring tool?, but CALL is much more than this; for example, describes the
creation and management of an environment incorporating a constructivist and
whole language philosophy. According to constructivist theory, learners are active
participants in tasks in which they "construct” new knowledge derived from their
prior experience. Learners also assume responsibility for their learning, and the
teacher is a facilitator rather than a purveyor of knowledge. Whole language theory
embraces constructivism and postulates that language learning moves from the
whole to the part, rather than building sub-skills to lead towards the higher abilities
of comprehension, speaking, and writing. It also emphasizes that comprehending,
speaking, reading, and writing skills are interrelated, reinforcing each other in
complex ways. Language acquisition is, therefore, an active process in which the
learner focuses on cues and meaning and makes intelligent guesses. Additional
demands are placed upon teachers working in a technological environment
incorporating constructivist and whole language theories. The development of
teachers’ professional skills must include new pedagogical as well as technical and

1 Egbert J., Chao C.-C., & Hanson-Smith E. (2007) Introduction: Foundations for Teaching and Learning. In Egbert J. & E. Hanson-
Smith (eds.) CALL environments: Research, practice, and critical issues (2nd edition). Alexandria, VA: TESOL. (pp. 1-14)

2 Bangs P. (2011) Introduction to CALL authoring programs. Module 2.5 in Davies G. (ed.) Information and Communications
Technology for Language Teachers (ICT4LT), Slough, Thames Valley University [Online]:http://www.ict4lt.org/en/en_mod2-5.htm
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management skills. Regarding the issue of teacher facilitation in such an
environment, the teacher has a key role to play, but there could be a conflict
between the aim to create an atmosphere for learner independence and the teacher's
natural feelings of responsibility. In order to avoid learners’ negative perceptions,
Stepp-Greany points out that it is especially important for the teacher to continue to
address their needs, especially those of low-ability learners.

2.1. Network and Infrastructure

Network and infrastructure refers to the hardware and software resources of
an entire network that enable network connectivity, communication, operations and
management of an enterprise network.

Network infrastructure provides the communication path and services
between users, processes, applications, services and external networks/the
Internet.?

Network infrastructure is typically part of the IT infrastructure found in most
enterprise IT environments. The entire network infrastructure is interconnected,
and can be used for internal communications, external communications or both. A
typical network infrastructure includes:

Networking Hardware

Networking Software

Network Services

Routers
Switches

LAN cards
Wireless routers
Cables

Network operations and
management

Operating systems

Firewall

Network security applications

T-1 Line

DSL

Satellite

Wireless protocols
IP addressing

2.2. Information Sharing vs. Knowledge sharing

The term information sharing? has a long history in information technology.
Traditional information sharing referred to one-to-one exchanges of data between a
sender and receiver. These information exchanges are implemented via dozens of
open and proprietary protocols message and file formats. Electronic data
interchange (EDI) is a successful implementation of commercial data exchanges
that began in the late 1970s and remains in use today.

Initiatives to standardize information sharing protocols include extensible
markup language (XML), simple object access protocol (SOAP), and web services
description language (WSDL).

From the point of view of a computer scientist, the four primary information
sharing design patterns are sharing information one-to-one, one-to-many, many-to-
many, and many-to-one. Technologies to meet all four of these design patterns are
evolving and include blogs, wikis, really simple syndication, tagging, and chat.

One example of United States government's attempt to implement one of
these design patterns (one to one) is the National Information Exchange Model

1 https://www.techopedia.com/definition/16955/network-infrastructure
2 https://en.wikipedia.org/wiki/Information_sharing

18



(NIEM). Unfortunately, one-to-one exchange models fall short of supporting all of
the required design patterns needed to fully implement data exploitation
technology.

Advanced information sharing platforms provide controlled vocabularies,
data harmonization, data stewardship policies and guidelines, standards for
uniform data as they relate to privacy, security, and data quality.

Peer-to-peer (P2P) computing or networking is a
distributed application architecture that partitions tasks or
workloads between peers. Peers are equally privileged, =
equipotent participants in the application. They are said to =
form a peer-to-peer network of nodes.! SEfid BatEd

Peers make a portion of their resources, such as
processing power, disk storage or network bandwidth, directly available to other
network participants, without the need for central coordination by
servers or stable hosts. Peers are both suppliers and consumers - of
resources, in contrast to the traditional client-server model in 2 %:
which the consumption and supply of resources is divided.  \ 7
Emerging collaborative P2P systems are going beyond the era %% of
peers doing similar things while sharing resources, and are FERERAE
looking for diverse peers that can bring in unique resources and capabilities to a
virtual community thereby empowering it to engage in greater tasks beyond those
that can be accomplished by individual peers, yet that are beneficial to all the
peers.

While P2P systems had previously been used in many application domains,
the architecture was popularized by the file sharing system Napster, originally
released in 1999. The concept has inspired new structures and philosophies in
many areas of human interaction. In such social contexts, peer-to-peer as a meme
refers to the egalitarian social networking that has emerged throughout society,
enabled by Internet technologies in general.

Knowledge sharing, on the other hand, is an activity through which
knowledge (namely, information, skills, or expertise) is exchanged among people,
friends, families, communities (for example, Wikipedia), or organizations.?
Organizations have recognized that knowledge constitutes a valuable intangible
asset for creating and sustaining competitive advantages.> Knowledge sharing
activities are generally supported by knowledge management systems.* However,
technology constitutes only one of the many factors that affect the sharing of
knowledge in organizations, such as organizational culture, trust, and incentives.
The sharing of knowledge constitutes a major challenge in the field of knowledge
management because some employees tend to resist sharing their knowledge with
the rest of the organization.

/.
R

l\l/l

1 https://en.wikipedia.org/wiki/Peer-to-peer

2 Bukowitz, Wendi R.; Williams, Ruth L. (1999). The Knowledge Management Fieldbook. FT Press. ISBN 978-0273638827.

3 Miller, D.; Shamsie, J. (1996). "The resource-based view of the firm in two environments: The Hollywood film studios from 1936 to
1965", Academy of Management Journal 39 (5): 519-543.doi:10.2307/256654

4 http://www.crunchbase.com/company/bloomfire

19


https://en.wikipedia.org/wiki/International_Standard_Book_Number
https://en.wikipedia.org/wiki/Special:BookSources/978-0273638827
https://en.wikipedia.org/wiki/Digital_object_identifier
https://dx.doi.org/10.2307%2F256654

Although knowledge is commonly treated as an object, Snowden! has
argued it is more appropriate to teach it as both a flow and a thing?. Knowledge as
a flow can be related to the concept of tacit knowledge, discovered by Polanyi
which was later further explicated by Nonaka. While the difficulty of sharing
knowledge is in transferring knowledge from one entity to another, it may prove
profitable for organizations to acknowledge the difficulties of knowledge transfer
and its paradoxicality, adopting new knowledge management strategies
accordingly.

Explicit knowledge sharing occurs when explicit knowledge is made
available to be shared between entities. Explicit knowledge sharing can happen
successfully when the following criteria are met:

e Articulation: the knowledge provider can describe the information.

e Awareness: the recipient must be aware that knowledge is available.

e Access: the knowledge recipient can access the knowledge provider.

e Guidance: the body of knowledge must be defined and differentiated
into different topics or domains so as to avoid information overload,
and to provide easy access to appropriate material. Knowledge
managers are often considered key figures in the creation of an
effective knowledge sharing system.

e Completeness: the holistic approach to knowledge sharing in the form
of both centrally managed and self-published knowledge.

Tacit knowledge sharing occurs® through different types of socialization.
Although tacit knowledge is difficult to identify and codify, relevant factors that
influence tacit knowledge sharing include:

e Informal networks such as daily interactions between people within a
defined environment (work, school, home, etc.). These networks span
hierarchies and functions.

e The provision of space where people can engage in unstructured or
unmonitored discussions, thereby fostering informal networks.

e Unstructured, less-structured or experimental work practices that
encourage creative problem solving, and the development of social
networks.

3.1. Multimedia

Following the arrival of multimedia CALL,
multimedia language centers began to appear in
educational institutions®. While multimedia facilities
offer many opportunities for language learning with
the integration of text, images, sound and video,

1 Edward Joseph Snowden (born June 21, 1983) is an American computer professional, former Central Intelligence Agency (CIA)
employee, and former contractor for the United States government who copied and leaked classified information from the National
Security Agency(NSA) in 2013 without prior authorization.

2 Snowden, D. (2002). "Complex acts of knowing: paradox and descriptive self-awareness". Journal of Knowledge Management 6
(2): 100-111. d0i:10.1108/13673270210424639

3 http://www.emeraldinsight.com/doi/abs/10.1108/14777281011010497?journalCode=dlo

4 http://www.liquisearch.com/language_software/multimedia
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these opportunities have often not been fully utilized. One of the main promises of
CALL is the ability to individualize learning but, as with the language labs that
were introduced into educational institutions in the 1960s and 1970s, the use of the
facilities of multimedia centers has often devolved into rows of students all doing
the same drills. There is therefore a danger that multimedia centers may go the
same way as the language labs. Following a boom period in the 1970s, language
labs went rapidly into decline. lays the blame mainly on the failure to train teachers
to use language labs, both in terms of operation and in terms of developing new
methodologies, but there were other factors such as poor reliability, lack of
materials and a lack of good ideas.?

Multimedia is content that uses a combination of different content forms
such as text, audio, images, animation, video and interactive content?. Multimedia
contrasts with media that use only rudimentary computer displays such as text-only
or traditional forms of printed or hand-produced material.

TEXT AUDIO STILL IMAGES

ANIMATION VIDEO FOOTAGE INTERACTIVITY

Multimedia can be recorded and played, displayed, dynamic, interacted with
or accessed by information content processing devices, such as computerized and
electronic devices, but can also be part of a live performance. Multimedia devices
are electronic media devices used to store and experience multimedia content.
Multimedia is distinguished from mixed media in fine art; by including audio, for
example, it has a broader scope. The term "rich media" is synonymous for
interactive multimedia. Hypermedia scales up the amount of media content in
multimedia application.

Multimedia may be broadly divided into linear and
non-linear  categories. Linear active content @@ @
progresses often without any navigational control for the
viewer such as a cinema presentation. Non-linear uses @ @ @
interactivity to control progress as with a video game or
self-paced computer based training. Hypermedia is an example of non-linear
content.

Multimedia presentations can be live or recorded. A recorded presentation
may allow interactivity via a navigation system. A live multimedia presentation
may allow interactivity via an interaction with the presenter or performer.

Multimedia presentations may be viewed by person on stage, projected,
transmitted, or played locally with a media player. A broadcast may be a live or

1 Davies G. (1997) "Lessons from the past, lessons for the future: 20 years of CALL". In Korsvold A-K. & Ruschoff B. (eds.) New
technologies in language learning and teaching, Strasbourg: Council of Europe, p. 28. Also on the Web in a revised edition
(2009):http://www.camsoftpartners.co.uk/coegdd1.htm/

2 https://en.wikipedia.org/wiki/Multimedia
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recorded multimedia presentation. Broadcasts and recordings can be either analog
or digital electronic media technology. Digital online multimedia may be
downloaded or streamed. Streaming multimedia may be live or on-demand.

Multimedia games and simulations may be used in a physical environment
with special effects, with multiple users in an online network, or locally with an
offline computer, game system, or simulator.

The various formats of technological or digital multimedia may be intended
to enhance the users' experience, for example to make it easier and faster to convey
information. Alternatively, in entertainment or art, to transcend everyday
experience.

Enhanced levels of interactivity are made possible
by combining multiple forms of media content. Online
multimedia is increasingly becoming object-oriented and
data-driven, enabling applications with collaborative
end-user innovation and personalization on multiple
forms of content over time. Examples of these range
from multiple forms of content on Web sites like photo
galleries with both images (pictures) and title (text) user-updated, to simulations
whose coefficients, events, illustrations, animations or videos are modifiable,
allowing the multimedia "experience” to be altered without reprogramming. In
addition to seeing and hearing, Haptic technology enables virtual objects to be felt.
Emerging technology involving illusions of taste and smell may also enhance the
multimedia experience.

3.2. Designing a Multimedia lesson

Reviewing Multimedia web resources for creating a full-length lesson:

Youtube is a service that provides watching or uploading user-created video
content into the cloud storage for accessing via web.!

Duolingo is the world's largest online language learning platform.
Duolingo's adaptive experience has gamified elements to make language learning
more fun and effective. 100 million students are learning a language with
Duolingo.

TED.com TED is a nonprofit devoted to spreading ideas, usually in the form
of short, powerful talks (18 minutes or less). TED began in 1984 as a conference
where Technology, Entertainment and Design converged, and today covers almost
all topics — from science to business to global issues — in more than 100
languages. The advantage of this resource is that all talks are short in length and
come with built-in subtitles.

BBC Learning English As part of the BBC World Service, BBC Learning
English has been teaching English to global audiences since 1943, offering free
audio, video and text materials to learners around the world. From mobile English
courses in Bangladesh and Latin America to our online offer for millions of

1 http://realityworks.com/documents/resources/using-youtube-to-create-multimedia-facs-lessons.pdf
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Chinese learners, BBC Learning English provides multimedia English language
teaching materials to meet learners’ needs.

Questions:

What is the correct term to use, IT or ICT?

What is your preferred device?

What’s the difference between hardware, software and firmware?
Give an example of using computer while teaching passive voice.
What are some popular software that aids language learning?
What kind of specialists needed to develop a language learning software?
What’s the difference between physical and virtual network?
What are four main information sharing patterns?

9. What is “torrent”?

10.Who is Edward Snowden?

11.List 10 web-sites that share knowledge.

12.What method social networks use to share knowledge?

13.What are main components of multimedia?

Nk owdE

I1.Web-based language learning (2 coar)

Pexa:

1. Condition. Availability — materials, equipment, Internet connection,
printing and displaying.

2. Preparation. Using different platforms for maximum effort. Using cloud-
based applications.

3. Planning. About lesson integrity, studying class needs and information
acquisition methods.

4. Action. A demonstration of full-length interactive web-based lesson in
example of a secondary school English curriculum.

1.1. Condition/Equipment/Printing and Displaying

There are a few devices or = - =
equipment that work especially well == == teaching
English as a second language. They will allow
you more versatility in the modern
classroom. These pieces are the
Smartboard, document camera, and mounted
overhead projector. With these three items,
you can take your students to a variety of
settings and add more dialogue to your ESL
class.

Smartboard. For those that may ‘ .~ not be
familiar, the smartboard is a window " T T into  the

digital universe. It simultaneously functions as a writing surface/computer. This
means that you can draw, write, and explore on a large enough surface that all of
your class can see clearly. This is critical for ESL students for a number of reasons.
Unlike a PowerPoint slideshow, the interactivity of the Smartboard allows for
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higher levels of engagement in real time. There is an ever-growing database of
lessons from excellent teachers found at Prometheanplanet.com.! This means you
can really cut back on the time you spend creating your ESL lessons--not to
mention you can always change the content of these lessons to fit your needs. On
this Promethean site alone, there are over 800 lessons specifically for ESL
classrooms designed by ESL teachers. There are thousands of lessons for every
other content area, which as an ESL teacher you realize are fair game. Take an
elementary lesson on the stages of water for example; you could easily use that
same content for a junior high ESL class at the appropriate level.

Document Camera The document camera is a modern evolution of the old
school transparency projector. Unlike its predecessor, it can project images of
anything that you and | can see and therefore does not require transparencies. The
document camera is a real time video that can be projected onto a screen or
Promethean board. The benefit of this handy tool is that you have the ability to
show student work before and after. You can highlight points that students are
doing well as well as bring attention to great artwork. This camera can be used in
the morning to display work that all students need to complete. It can be used to
share pictures of students and to correct work. It can draw students’ focus onto
specific parts of the books that you are reading and help transition to new topics
easily.

Mounted Overhead Projector. This helpful tool makes visuals large
enough for your entire class to enjoy--and for an ESL classroom, you really do
need images! Having a mounted projector will give you access to the many
millions of photos and artwork that the Internet has to offer. Now, you simply need
to splice those images into a presentation and your visuals will help your ESL
students connect the dots. The mounted overhead projector is becoming more and
more commonplace in our schools due to its effectiveness as a teaching tool. If you
don't have one yet, see if your administration has thought about installing them.

The Three Combined. By combining these three technological devices, you
can explore any part of the globe. Information that was previously unreachable is
now within your grasp.

However, it is important to remember that the essence of great ESL teaching
is relating to the students and understanding where they are coming from. Despite
the advances in technology, it is still incredibly important to focus on the
individual needs of your students (see in Planning stage) as best you can. These
technologies can help you do that, but they will not do it for you.

1.2. Condition/Internet Connection

Internet connection is becoming ever essential requirement for organizing
language classes. Be it searching for a word definition, or retrieving an article from
Wikipedia, or demonstration illustrations and images during the lesson, you need
to be connected. Moreover, nowadays, most of the learners have their own devices
— such as tablets and smart phones. Instead of denying them to bring to class, what

1 http://www.prometheanplanet.com/en/search/resources/subject-area/english/language/english/
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does it take us to encourage them to bring their lovely gadgets and use them for
maximum effort? For this, the educational institution must have a stable high-
speed connection to internet, or else every material that we designed with the mind
that internet will be available — will fail. At least, a teacher himself can go for a
little sacrifice and bring his own 3G/LTE! connection to the class.

We are seeing more evidence that broadband and cloud computing are
revolutionizing education. The traditional teaching tools that we grew up with —
chalky blackboards and hardback books - are being replaced with interactive
digital content delivered through high-speed broadband. This means third-graders
can explore the surface of the sun through high-definition video as they learn about
the solar system. It means learners can experience history lessons through
interactive videos.

Here are 5 reasons? why internet is a common requirement in a modern
classroom:

Reason No. 1: Professional Development. As the world continues to
embrace and evolve the Internet, businesses and organizations are increasingly
looking to tap into this resource. It is in the best interest of educators, and
professionals in general, to be aware of what the Internet has to offer. We can
choose to sit back and wish it would all just go away because it’s too hard to find
the time for it, or we can choose to embrace it, and look for simple ways to learn
more about it. Another unavoidable fact is the growing desire for experience and
familiarity with the Internet and other computer technologies as a hiring
requirement in the educational field.

Reason No. 2: The Power to Engage Internet tools can be fun! Internet
tools are interactive! What a great way to engage students in the classroom. Many
of the tools are collaborative, and they are all hands-on. Applications that allow for
the creation of cool looking timelines, videos, or other dynamic presentations can
be a lot of fun, and when a student realizes that they can easily make the resulting
creation available for viewing on the Internet, it can be pretty exciting!

Reason No 3: Students use them already “Meet them where they live!”
We’ve all heard this, and there is a solid undercurrent of wisdom in it. Many
students use Internet tools on a regular basis. If you use some of them in the
classroom, you will be talking to them in their language. And for those who have
not been exposed to a given technology, you’ll be teaching them something they
are probably predisposed to learning more about.

Reason No. 4: it’s not going away (it will only grow) The Internet is here
to stay. It’s been well over a decade now that ‘average users’ have had access to
the Internet, and we’re now knee deep in the Social Media revolution that has
defined Web 2.0. It isn’t going away. It isn’t a fad. It’s only going to grow and
evolve. It’s already woven into the fabric of the daily lives of millions of people.
Yes, a lot of folks are wasting a lot of time doing things on the Internet that don’t
contribute to society or offer much in the way of personal growth, but at the same

1 http://www.ianswerguy.com/what-is-3g-4g-Ite/
2 http://www.emergingedtech.com/2009/05/5-reasons-why-educators-need-to-embrace-internet-technologies/
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time, there are countless ways in which the multitude of tools and technologies
available on the Internet are being used in wonderfully constructive ways. Come
and be a part of it, and contribute your voice.

Reason No. 5: Businesses want to hire workers who understand the
Internet. Yes, they do. If you introduce your students to technologies like Blogs,
RSS Feeds, Wikis, and so on, you will be helping to build their resume. Businesses
and organizations are more interested in these types of tools every day. They’re
thinking about how to get on board and get ahead of the curve, and how they can
offer value in the workplace. Blogs are being used to provide updates about new
developments, Wikis are being used as knowledge bases, RSS Feeds are being
used to capture a steady stream of information about topics of interest, Social
Bookmarking tools are being used for research, and the list goes on and on. Name
any Internet technology, and there is a growing list of business applications for it.
Go to Google and search “Twitter for business” and see the list of articles on the
subject. Businesses want to hire workers who understand the Internet.

2.1. Platforms: Tablets or PC in classroom

Computers in the classroom include any digital technology used to
enhance, supplement, or replace a traditional educational curriculum. As
computers have become more accessible, inexpensive, and powerful, the demand
for this technology has increased, leading to more frequent use of computer
resources within classes, and a decrease in the student-to-computer ratio within
schools.

The shift in worldwide computer usage and the need for computer skills in
today's workforce have pushed the Uzbekistan government to create guidelines for
educators to ensure that students are prepared to meet the demands of the 21st
century. The National Program for Training Personnel is aimed at preparing
students with such skills demanded of those entering the 21st century learning
environment as well as the 21st century and work environment .

Changes such as this, along with the ke ;eai&ﬁ-ﬂf““‘\‘";‘mmn
changes in the ways that 21st century learners @ fourClsasit %\,'vmao\
communicate, have impacted the ways that Yo @boo\( '{é

.- e

classroom computers are utilized. Currently, 2S ¥ r fac

teachers are tapping into the enhanced abilities of ngﬁ’““ﬁ* @f“ ; =\
current classroom computer technology by =4 P velB
utilizing various Web 2.0 tools to enhance their instruction. Such tools are also
being used to extend classroom communication outside of the campus through
online collaborative tools. Centered primarily on collaboration and sharing, Web
2.0 computer applications encourage student self-expression; interaction with
peers, and opportunity for authentic learning experiences Through the
implementation and integration of Web 2.0 computer technologies into the
classroom setting, authentic and meaningful learning experiences are now able to
occur in ways that have been previously unimaginable. Currently, the learning that

1 http://www.uzbekistan.be/events/06%20March%202007/irgashev.pdf
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is taking place is not simply about typical concepts or facts as laid out in school
curricula. Instead, it is about the process of building connections As a result, the
awareness of the importance and the value of communication is becoming instilled
into children. Today, with a single laptop, Webcam, projector, and an Internet
connection, a teacher can broadcast and begin collaboration with any other
classroom. As groups of learners coalesce around shared passions online, they
experience something that is difficult to replicate in physical space
Applications Classroom computer access to Web 2.0 applications such as
online learning communities and interactive educational tools offer a more
dynamic learning experience, with direct benefits to students. Web 2.0
technologies that are being utilized within the classroom have made it possible for
essential learning to be introduced to students during their elementary levels of
education and to be refined through their middle, high school and collegiate
experiences. As classroom computer technology is being used for different types of
communication—for presentation, for class interaction, and for collaboration,
students are required to be readers and writers, editors and publishers; and must be
willing to collaborate and co-create with others, working closely together to learn
even more in the process. Web 2.0 Interaction involves not only sharing ideas or
information with someone else, but also receiving feedback®. The collaboration
engages groups of people in not only sending and receiving feedback but working
together for creating, building, and editing, these skills are a necessity for students'
futures as they grow and enter the workplace.
! 2§ The goal of using such computer applications is to
, increase peer-to-peer interactions through digital means, in
/ order to replicate real-life 21st century communication skills.
One such technology that has gained significant recognition within K-12 education
is the Weblog. Weblogs, or blogs, are frequently accessed on classroom computers
due to their positive effects upon students. These online journals are primarily used
to support communication in the form of presentation, and they provide a useful
tool for class interaction. Weblogs allow students to present their own findings and
discoveries to an authentic audience. Receiving feedback about

- :
4,08 course work not just from your teacher but from your peers, or
.°. .'. possibly from the outside world, can be very empowering to

Va? students. In their eyes, having the ability to publish their
writing on a blog suddenly transforms them into authors and
publishers. Blogs make students are of careful and

conscientious writing. Students are no longer writing for an audience of one.
Instead, their words face an audience of their peers as well as countless others
whose primary goal is not only to read, but also to provide commentary, feedback
and even to critique and criticize their words. By using classroom computers for
such means, students become increasingly more cautious and aware of their

1 Driscoll, K (May—June 2007). "Collaboration in Today's Classrooms: New Web Tools Change the Game". Multimedia & Internet @
Schools 14 (3): 9-12.
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grammar, spelling and word-choice knowing that they are the authors of a
published piece of writing that will reach a wide audience.

Similarly, Wikis are commonly accessed on classroom computers due to
their positive impacts®. The collaborative environment that wikis facilitate can
teach students much about how to work with others, how to create community, and
how to operate in a world where the creation of knowledge and information is
increasingly becoming a group effort. The implementations and uses of wikis
range from the development of group-based writing projects, to collaborative note
taking, to brainstorming. Teachers can set up wikis for groups of students, giving
them the opportunity to all join in on equal footing to give feedback, to make
suggestions and changes, and to jot down ideas. With a wiki, everyone is an author
of the wiki at the same time. Additionally, Wikis afford students the opportunity to
express themselves using multiple modalities. Therefore, children who struggle to
express themselves through the written word are now at ease due to ability to insert
music, graphics, video, and photos into their writing. With the help of this
technology, students who struggle with language are now able to create
multimodal compositions, allowing them to communicate meanings that were once
inaccessible or not fully expressed through their printed word?. These ongoing
collaborative efforts also reinforce the notion of careful, contentious writing.
Students' words are no longer for an audience of one, but instead for an audience of
countless individuals. The awareness of this global reach reminds students to be
cautious with grammar, word choice and style as they know that others will be
expanding upon their written ideas.

Because of their versatility, Podcasts® are also commonly accessed on
classroom computers. These downloadable, portable files allow listeners to
subscribe to digitally recorded audio clips and replay them at their own
convenience. Similarly, the use of Vodcasts* has become almost as common, as
they allow for students to view digitally recorded video on classroom computers.
Accessing Podcasts and VVodcasts on classroom computers allows for differentiated
instruction within the classroom environment. These technologies provide students
with the opportunity to learn at their own pace and the freedom to go back
whenever possible and as frequently as necessary in order to check their
understanding. Podcasts are offering ESL students, and those with learning
disabilities, the chance to review lectures at their own pace for increased
comprehension. Many ELL and ESL students need additional support with
defining commonly used language as well as with the pronunciation of new
vocabulary. Other students, such as those with special needs have difficulty
reading and reviewing complex texts. Accessing Podcasts and Vodcasts on
classroom computers can easily provide helpful tools to address these students'
needs.

1 Achterman, D (December 2006). "Beyond "Wikipedia"".Teacher Librarian 34 (2): 19-22.

2 McPherson, K (December 2006). "Wikis and Student Writing". Teacher Librarian 4 (2): 70-72.

3 Podcast (n) a digital audio file made available on the Internet for downloading to a computer or portable media player, typically
available as a series, new installments of which can be received by subscribers automatically.

4 Vodcast (n) similar to podcast, but with video recording,
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Tablets have permeated the classroom in the last few years. Companies
including Microsoft, Apple and Samsung have issued free devices, software and
services to insinuate themselves into the classroom -- not only giving students
more access to technology no matter their background, but potentially also to
influence the next generation of consumers toward a particular brand or operating
system.

However, no matter the reasons, technology has the potential to enrich a
learner's experience in the classroom and give teachers more access to resources,
lesson ideas and subject matter. Tablets, due to their portability and app support,
remove the need to trudge over to a computer room to access the Web - and can
store safely away after a lesson.

So, why, and how should tablets be integrated into lesson plans? Let's start
with some general tips concerning these products.t

e A global learning platform. Far beyond the days of pen-pals and letters, the
Internet gives students the chance to access a global network, and far more
resources than the local library or a school's intranet.

e Reaching out. Writing a paper on a local news story or scientific article no
longer has to be prescribed to the source material -- instead, emails or
messages can be sent in real-time, enriching student projects.

e Free, in-depth and interactive resources. From e-books to articles and apps,
repositories of educational content are easy to find online. Tablets, due to
app support, can be used to host educational games in class, and teachers can
use tablet software to organize lessons and projects -- as well as lift media to
be shown to students without resorting to a VCR.

e Distance learning. Coursera, Apple's iTunes U and edX are only some of
many online courses available to tablet users. Whether you're teaching
primary, high school or at college, the materials and courses which can be
accessed and stored on a tablet can prove invaluable for today's teachers.

e The resource range. Tablets, due to their size and portability, can be easily
incorporated within a learning space. Lessons which involve moving around
a classroom and trying out different activities in each are compatible with
tablets -- for example, why not set your students an educational game in one
corner, and a discussion point or quiz in another? Or set them loose to take
photos in school grounds?

e Content generation. It is not just about what resources you can lift from apps
and the Internet - projects no longer have to be limited to colored pens and
paper, and students themselves can use many applications to create their
own content and collaborate with others on projects. From using the tablets
to take photos or Google Drive to work on a document at the same time, the
possibilities are endless.

e The arts and music. Writing music, downloading clips, experimenting with
color or exploring interior design -- all of these ideas can be integrated
within lessons through tablets and applications.

1 http://www.zdnet.com/article/50-resources-for-using-an-ipad-android-tablet-in-class/
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e Culture and broadened horizons. Using tablets and video communication
software can be a sure-fire way to introduce your students to different
cultures and learners. Why not set up a digital pen-pal scheme, or organize a
Google Hangout, Face Time or Skype with a class in another country?

e Presentations and writing. From submitting work to creating student forums,

tablets have a variety of uses -- least of all acting as a reliable
communication method when students have to work together on writing or
projects.

e Adaptation. For children with special needs or those who face
communication challenges, many apps are available for tablets which can
adapt lessons to different levels and needs. Touch-screen tablets help with
children that find eye contact difficult, and apps can help with basic life
lessons, words and math.

2.2. Using cloud based apps, Google for Education
Google for Education has Google Drive and its

varied distribution tools as its core. Through the Go gle use of
Google Docs, Drive, mail, calendar, and more,

teachers can create virtual classes, track for Education
document changes, participate in discussions, and
more—what many teachers have been doing for years, but in a formal package that
can also serve alignment across classrooms and schools.

Google for Education made news recently when New York announced that
it had approved Google’s Chrome books for use in their schools. It’s nothing
revolutionary, but it doesn’t seem like revolution is very much in demand in most
schools. In that way, Google apps and Google for Education make a lot of sense
for schools and districts trying to unify their digital practice under a single #edtech
ecology.

Google Apps is a core suite of communication and collaboration
applications that allow students to work from any device on documents and
projects. Once a school registered email address is registered with Google Apps for

Education, teachers and students can unlock Google’s apps

with one login. An “office suite” of tools - Docs, Sheets,

E M L Slides, and more - that offers the ability to work from any

- | device as well as share and collaborate. Because all Google

E - Apps save to the cloud, teachers and students gain the

we = o= == flexibility to work from any computer or device. Students

and teachers can seamlessly save work and collaborate both synchronously and
asynchronously.

About Google Drive Much like a computer has a hard drive full of folders
and files, Google Drive is a cloud-based storage system that can be accessed from
anywhere, and anything, with Internet access. Think of Google Drive as the home
base of Google Docs, Spreadsheets, Forms, Presentations, Drawings, and other
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files. Google Drive lets you store and access these files anywhere - on the web, on
your computer hard drive, or on an iPad or Android tablet. Any file in Drive can be
saved and shared either to another Google account user or to the world. Offline
features allow you to work on documents even when Internet access is not
available and work automatically syncs when the devices go back online.

In addition to being able to store files in Drive, teachers and students can
create using the Google Docs Suite - similar to Microsoft Office or Apple’s iWork.
These docs automatically save and allow you to create, access, and collaborate in a
version-free world. Unlike Office or iWork, Google Drive can create Forms and
Drawings.

Google Classroom is a blended learning platform for schools that aim to
simplify creating, distributing and grading assignments in a paperless way. It was
introduced as a feature of Google Apps for Education following its public release
on August 12, 2014. Its aim is to be a paperless educational system.

Google Classroom ties Google's many products together to help educational
institutions go to a paperless system. Assignment creation and distribution is
accomplished through Google Drive while Gmail is used to provide classroom
communication. Students can be invited to classrooms through the institution's
database, through a private code that can then be added in the student interface or
automatically imported from a School Information Management System. Google
Classroom integrates with students and teachers Google Calendar. Each class
created with Google Classroom creates a separate folder in the respective Google
product where the student can submit work to be graded by a teacher.
Communication through Gmail allows teachers to make announcements and ask
questions to their students in each of their classes. Google Classroom will not show
any ads in its interface for students, faculty, and teachers. Teachers can add
students directly from the Google Apps directory or can provide a code that can be
entered for access to the class by students.

Google Docs, Google Forms, Google Sheets and Google Slides are a word
processor, a spreadsheet and a presentation program respectively, all part of a free,
web-based software office suite offered by Google within its Google Drive service.
The suite allows users to create and edit documents online while collaborating with
other users in real-time.

The three apps are available as web applications, as Chrome apps that work
offline, and as mobile apps for Android. The apps are compatible with Microsoft
Office file formats. The suit also consists of Google Forms (survey software),
Google Drawings (diagramming software) and Google Fusion Tables (database
manager; experimental). While Forms and Tables are only available as web
applications, Drawings is also available as a Chrome app.

The suite is tightly integrated with Google Drive. All files created with the
apps are by default saved to Google Drive. While Google Docs has been criticized
for traditionally lacking the functionality of Microsoft Office, it has received praise
for its simplicity, ease of collaboration and frequent product updates. In 2011 The
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Next Web described Google Docs as a "pretty robust set of free tools that are
improving every month"?,

Google Hangouts is a communication platform developed by Google which
includes instant messaging, video chat, SMS and VOIP features. It replaces three
messaging products that Google had implemented concurrently within its services,
including Google Talk, Google+ Messenger (formerly: Huddle), and Hangouts, a
video chat system present within Google+. Google has also stated that Hangouts is
designed to be "the future" of its telephony product, Google Voice, and integrated
some of the capabilities of Google Voice into Hangouts. In current versions of
Android, Hangouts is the default application for text messaging.

3.1. Lesson integrity

A lesson plan is a teacher's detailed description of the course of instruction,
or 'learning trajectory' for a lesson. A daily lesson plan is developed by a teacher to
guide class learning. Details will vary depending on the preference of the teacher,
subject being covered, and the needs of the students. There may be requirements
mandated by the school system regarding the plan. A lesson plan is the teacher's
guide for running a particular lesson, and it includes the goal (what the students are
supposed to learn), how the goal will be reached (the method, procedure) and a
way of measuring how well the goal was reached (test, worksheet, homework
etc.).?

A well-developed lesson plan reflects the interests and needs of students. It
incorporates best practices for the educational field. The lesson plan correlates with
the teacher's philosophy of education, which is what the teacher feels is the
purpose of educating the students.®

Secondary English program lesson plans, for example, usually center around
four topics. They are literary theme, elements of language and composition,
literary history, and literary genre. A broad, thematic lesson plan is preferable,
because it allows a teacher to create various research, writing, speaking, and
reading assignments. It helps an instructor teach different literature genres and
incorporate videotapes, films, and television programs. Also, it facilitates teaching
literature and English together. Similarly, history lesson plans focus on content
(historical accuracy and background information), analytic thinking, scaffolding,
and the practicality of lesson structure and meeting of educational goals.* School
requirements and a teacher's personal tastes, in that order; determine the exact
requirements for a lesson plan.

Unit plans follow much the same format as a lesson plan, but cover an entire
unit of work, which may span several days or weeks. Modern constructivist
teaching styles may not require individual lesson plans. The unit plan may include

1 Paul Sawers (2 September 2011). "15 tips to get the most of Google Docs". The Next Web.

2 "What Is A Lesson Plan?". English Club. Retrieved 15 October 2014.

3 Mitchell, Diana, and Stephen Tchudi, Exploring and Teaching the English Language Arts (4th Ed.). Boston, MA: Allyn & Bacon, 1999.
4 Lesson Plan Reviews Introduction. Teachinghistory.org. Accessed 15 June 2011
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specific objectives and timelines, but lesson plans can be more fluid as they adapt
to student needs and learning styles.

Unit Planning is the proper selection of learning activities which presents a
complete picture. Unit planning is a systematic arrangement of subject matter.
Samford "A unit plan is one which involves a series of learning experiences that
are linked to achieve the aims composed by methodology and contents".
Dictionary of Education: "A unit is an organization of various activities,
experiences and types of learning around a central problem or purpose developed
cooperatively by a group of pupils under a teacher leadership involving planning,
execution of plans and evaluation of results".

Criteria of a good Unit Plan

1. Needs, capabilities, interest of the learner should be considered.

2. Prepared on the sound psychological knowledge of the learner.

3. Provide a new learning experience; systematic but flexible.

4. Sustain the attention of the learner till the end.

5. Related to social and Physical environment of the learner. 6. Development
of learner's personality.

It is important to note that lesson planning is a thinking process, not the
filling in of a lesson plan template. Lesson plan envisaged s a blue print, guide map
for action, a comprehensive chart of classroom teaching-learning activities, an
elastic but systematic approach for the teaching of concepts, skills and attitudes.

3.2. Student’s needs and information acquisition methods

Discussing the utilizing of modern information-communication
technologies, we should consider student’s information acquisition (or absorption)
methods, on which we may rely on the H. Gardner’s theory of multiple
intelligences. The theory of multiple intelligences is a theory of intelligence that
differentiates it into specific (primarily sensory) 'modalities’, rather than seeing
intelligence as dominated by a single general ability. Gardner articulated eight
criteria for a behavior to be considered intelligence.! These were that the
intelligences showed: potential for brain isolation by brain damage, place in
evolutionary history, presence of core operations, susceptibility to encoding
(symbolic expression), a distinct developmental progression, the existence of
savants, prodigies and other exceptional people, and support from experimental
psychology and psychometric findings.

Gardner  chose  eight 8001, abilities
that he held to meet these criteria: g musical—
rhythmic, visual-spatial, verbal- linguistic,
logical-mathematical, bodily = :

Kinesthetic, interpersonal, = =

intrapersonal, and naturalistic. He =~ ULTIPLE later
suggested that existential and R _ | moral
intelligence may also be worthy ? of

1 Gilman, Lynn (2012) [2008]. "The Theory of Multiple Ini al on 25 November

2012. Retrieved 14 November2012.
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inclusion. Although the distinction between intelligences has been set out in great
detail, Gardner opposes the idea of labeling learners to a specific intelligence.
Gardner maintains that his theory of multiple intelligences should "empower
learners™, not restrict them to one modality of learning. According to Gardner,
intelligence is "a bio psychological potential to process information that can be
activated in a cultural setting to solve problems or create products that are of value
in a culture.”

What you may not be as familiar with is how to apply a multiple intelligence
approach to learning in your classroom using information-communication
technologies. The activities that can be accomplished using pc, tablets or any other
IT equipment shown in italics

Start with the checklist. Use it to refresh your memory on each of the
intelligences and pinpoint learning activities that will appeal to your students based
on their particular strengths. To involve students in identifying their multiple
intelligences, invite them to complete The Connell Multiple Intelligence
Questionnaire for Children.! They will find it exciting to see the areas they are
strongest in, and to understand how these might be affecting their schoolwork.

Verbal-Linguistic Intelligence (Word Smart)

Description: Verbal-linguistic students love words and use them as a
primary way of thinking and solving problems. They are good writers, speakers, or
both. They use words to persuade, argue, entertain, and/or teach. Learning
Activities and Project ldeas:

e Completing crossword puzzles with vocabulary words

e Using digital resources such as electronic libraries, desktop publishing,
word games, and word processing.

e Studying the habits of good speakers.

Logical-Mathematical Intelligence (Math Smart)

Description: Logical-mathematical students enjoy working with numbers.
They can easily interpret data and analyze abstract patterns. They have a well-
developed ability to reason and are good at chess and computer programming.
They think in terms of cause and effect. Learning Activities and Project ldeas:

e Searching for patterns in the classroom, school, outdoors, and home.

e Conducting experiments to demonstrate science concepts.

e Using math and science software such as Math Blaster, which reinforces
math skills, or King's Rule, a logic game.

e Using science tool kits for science programs.

e Designing alphabetic and numeric codes.

e Making up analogies.

Spatial Intelligence (Picture Smart)

Description: Students strong in spatial intelligence think and process
information in pictures and images. They have excellent visual receptive skills and
excellent fine motor skills. Students with this intelligence use their eyes and hands
to make artistic or creatively designed projects. They can build with Legos, read

1 http://www.ctevh.org/Conf2015/Workshops/412/412a.pdf
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and put together 1,000-piece jigsaw puzzles. Learning Activities and Project

Taking photographs for assignments and classroom newsletters.

Taking photographs for the school yearbook, school newsletter, or science
assignments.

Using clay or play dough to make objects or represent concepts from
content-area lessons.

Using pictorial models such as flow charts, visual maps, Venn diagrams,
and timelines to connect new material to known information.

Taking notes using concept mapping, mind mapping, and clustering.

Using puppets to act out and reinforce concepts learned in class.

Using maps to study geographical locations discussed in class.

Illustrating poems for the class poetry book by drawing or using computer
software.

Using virtual-reality system software.

Musical Intelligence (Music Smart)

Description: Musical students think, feel, and process information primarily

through sound. They have a superior ability to perceive, compose, and/or perform

music

. Musically smart people constantly hear musical notes in their head.

Learning Activities and Project Ideas:

Writing their own songs and music about content-area topics.

Putting original poems to music, and then performing them for the class.
Setting a poem to music, and then performing it for the class.

Incorporating a poem, they have written with a melody they already know.
Listening to music from different historical periods.

Recording a poem over "appropriate” background music (i.e., soft music if
describing a kitten, loud music if they are mad about pollution).

Using rhythm and clapping to memorize math facts and other content-area
information.

Bodily-Kinesthetic (Body Smart)

Description: Bodily-kinesthetic students are highly aware of the world

through touch and movement. There is a special harmony between their bodies and
their minds. They can control their bodies with grace, expertise, and athleticism.
Learning Activities and Project Ideas:

Creating costumes for role-playing, skits, or simulations.

Performing skits or acting out scenes from books or key historical events.
Designing props for plays and skits.

Playing games like Twister and Simon Says.

Using charades to act out characters in a book, vocabulary words, animals,
or other content-area topics.

Participating in scavenger hunts, searching for items related to a theme or
unit.
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e Building objects using blocks, cubes, or Legos to represent concepts from

content-area lessons.

Using electronic motion-simulation games and hands-on construction Kkits
that interface with computers.

Interpersonal (People Smart) Students strong in interpersonal intelligence

have a natural ability to interact with, relate to, and get along with others
effectively. They are good leaders. They use their insights about others to
negotiate, persuade, and obtain information. They like to interact with others and
usually have many friends. Learning Activities and Project Ideas:

Working in cooperative groups to design and complete projects.

Working in pairs to learn math facts.

Interviewing people with knowledge about content-area topics via hangouts
or Skype

Tutoring younger students or classmates

Using puppets to put on a puppet show.

Intrapersonal Intelligence (Self Smart) People with a strong intrapersonal

intelligence have a deep awareness of their feelings, ideas, and goals. Students with
this intelligence usually need time alone to process and create. Learning Activities
and Project Ideas:

Writing reflective papers on content-area topics.

Writing essays from the perspective of historical figures, such as Civil War
soldiers or suffragettes.

Writing a literary autobiography, reflecting on their reading life.
Writing goals for the future and planning ways to achieve them.
Using software that allows them to work alone, such as Decisions,

Decisions, personal choice software, or the Perfect Career, a career choice
software.

Keeping journals or weblogs throughout the year.
Making a scrapbook for their poems, papers, and reflections.
Naturalistic Intelligence (Nature Smart) This intelligence refers to a

person's natural interest in the environment. These people enjoy being in nature
and want to protect it from pollution. Students with strong naturalistic intelligence
easily recognize and categorize plants, animals, and rocks.

Caring for classroom plants.
Caring for classroom pets.
Sorting and classifying natural objects, such as leaves and rocks.
Researching animal habitats.
Observing natural surroundings.
Organizing or participating in park/playground clean-ups, recycling drives,
and beautification projects.
4.1. Action
A demonstration of full-length interactive web-based lesson in example of a

secondary school English curriculum.
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To tackle the all the behavioral peculiarities discussed above, we should
design a lesson that includes almost all of the strength categories kids may fall into.
This sample lesson may clearly demonstrate the learners the clear advantages of
using web-based learning method.

For the demonstration of lesson material, we will use cloud-based
presentation tool called “Prezi”. Preparing material for this lesson using this tool
may take from 45 to 60 minutes.

Prezi’s unique slick “zooming” function emo offers
an increasingly popular alternative to the W "7 & @
.- . . . ~ &z
traditional ~ PowerPoint  presentations in P 0%
education and business alike. Prezi is an _/ G online,
Flash-based presentation creator who shares similar

functionalities with other information presentation programs such as Microsoft
PowerPoint and Apple Keynotes. It is a visual learning tool, which allows you to
create maps of texts, images, videos, graphics, etc... and present them in a
nonlinear way. The menu for adding elements has a unique navigational approach

LESSON ACTIVITY SCRIPT

Demonstration will be shown in a cloud-based multimedia-
presentation application called Pezi. This demo will compare 2
animals — a dog and a cat, detailed in their origin, genetic
relationships with other animals, body parts, behavior, reproduction,
with a vocabulary set of about 40 words. The lesson will include 3
computer-based games (1 individual and 2 team-based) to strengthen
vocabulary.

Lesson starts with activity of guessing the image on the
projected screen-the part of their head illustrated to learn new words
and demonstrate on image (new words: nostrils, nose leather,
whiskers, wet nose, fur, muzzle, snout, flews, fangs etc.) as well as
corresponding verbs (sniff, sweat, scent, lick, cooldown etc.)
Activity paused and learners given time to discuss new words. End
of section one. Every section reveals a new part of animals’ body
illustration and compares them, revealing thus new vocabulary, facts
about their nutrition, genetic origins and behavior.

At the end of activity, learners will play team based game,
where learners split into groups and choose the numbers on screen to
reveal a question and have 5 seconds to answer it (vocabulary related
question).

...shown on screen...

and is easy to master.

Prezi’s most noticeable feature is its zoom in and out function which really
brings your message to life. Instead of “flicking” from one slide to the next — as
you would do in your good old PowerPoint presentation — Prezi gives you a chance
to explore a canvas of ideas by focusing on minute detail as well as allowing you
to see the big picture. Instead of a slide show which offers information in
accumulation, Prezi favors visual learning and works very much like a graphic
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organizer or a mind map. Therefore, it highlights the way concepts are
interconnected.

In many classrooms these days it is fair to say that PowerPoint has become
the default setting for information to be communicated. As effective as it may be in
presenting ideas to students, overuse of PowerPoint tends to lead to
disengagement, to that “not another PowerPoint” feeling your learners may
experience at times. Prezi on the other hand has the WOW factor.

e Prezi creates stunning visual impact. Import pictures, maps and PDFs and
use them as a canvas. With the cinematic experience of the zooming
function, your students will feel like they are transported into a “world” that
you have designed yourself.

e Prezi is interactive whiteboard friendly. Designed in 2009 with the iPad in
mind, it allows you to create exciting and interactive presentations with
touch navigation.

e Prezi offers more freedom of navigation. Your Prezi can be kept in the
public domain and therefore accessed by your students on the Internet. At
home, they can navigate the Prezi themselves, observe connections of ideas
and visualize concepts.

e Prezi is a great tool for interactive classroom sessions or group projects.
Students can cooperate in real time with up to ten others, in the classroom or
at home, to brainstorm and build a presentation on one shared virtual
whiteboard.

e If you already have all your notes in PowerPoint, you don’t need to start all
over again. Use the PowerPoint Import feature to transfer your existing
content directly into your Prezi.

Questions

1. What equipment can you use at classroom?

2. What other web resources do you know for acquiring Smart board-
adapted learning materials?

3. What software do you use for creating presentational/ interactive
materials?

4. What should be done to provide an Internet connection to your school?

5. How often do you copy/paste learning materials from Internet?

6. What web-services do you use to interact with students?

7. In what social networks are you registered? How digitally socially active
are you?

8. What is the blog? To what benefits it can be used for?

9. What is wiki? Why should everyone distribute to community-driven wiki
pages?

10. Does your school have enough computers or tablets to conduct a lesson
using them? How often are they used?

11. What is the percentage of your students that own tablets and use them
during lessons?
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12. What Google servics do you use constantly? To what effect?
13. What benefits does Google Drive offer?

14. Can you describe 2 scenarios of teacher-student collaboration using
Google services?

15. What does lesson dis-integrity may lead to?

16. Do you study your students’ information acquisition strengths and
weaknesses? How deep does your studies go?

17. Did you ever use H.Gardner’s theory of multiple intelligences in
developing lesson plans or activities? To what effect?

18. Can you think of any other uses of computers/tablets in lesson activity
according to 8 intelligences, rather than shown in the text?

19. What presentation topics can you think of using slick zooming effect of
Prezi?
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IV. AMAJIU MALIFYJIOTJIAP MATEPUAJLUIAPU
I. Technology-enhanced language teaching (2 coar)

1. Difference between PC and Tablets, accordingly Windows and Android
Students are given a list of possible functions that PC running Windows and
tablets running Android offer. They will choose the best that fits them as each list
item adds points to the platform they prefer working with.
Form: Please underline what you need more and calculate points taken in the

according cell

Windows (PC, laptop) Pts Android (Tablet, Smartphone) Pts
Working with/creating text documents | 2 Reading books, documents, 2
(Word) spreadsheets, etc.

Working with/creating Presentations 2 Social networking (Facebook, twitter, 1

(PowerPoint) Instagram)

Downloading video/audio content 1 Shooting photos, recording videos 2

Working with/creating Presentations 1 Voice communication, 1

(Excel) Messaging/Instant messaging

Typing fast 2 Quick web searching, touch-screen web- | 2
browsing

Plug-and-play Flash-drives, Hard- 1 Instant sharing photos/videos 1

drives etc.

Editing images (Photoshop) 1 Taking/managing notes, idea sharing, 2
creating memes

Editing video/audio (Premiere etc.) 1 Portable e-mailing 1

High-end 3D gaming 1 Casual gaming, educational gaming 1

Creating interactive lessons (iSpring 2 Watching videos 1

etc.)

Burning/recording CDs 1 GPS tracking, navigating maps 1

Organizing your files 1 Downloading/purchasing apps 1

Total points for PC

Total points for Tablet

You prefer PC/TABLET (please underline)

2. Networking basics, connecting to internet using cable, Wi-Fi, 3G/LTE.
Please write description to each pictogram, representing networking in

different platforms:

Icon

Description

| It represents the local area network in different platforms

-y

a)

.,))

P

{
t, R
A
o — | W
4
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3. Design basics of multimedia applications, using image (Photoshop), audio
(SoundForge) and video (Premiere) editing tools.

Please sort the file formats listed in the table 1) by their types 2) by the size
they generate, smallest to largest.

Image | Audio | Video
JPG MP4 AlFF
AVI MKV BMP MP3
0GG PSD TIFF
WAV FLV GIF PNG

4. Compiling a multimedia app using iSpring (PowerPoint add-on)
Create a interactive dialogue using iSpring Conversation Maker with
following topics with conversation possibility branching no less than 3 variants: 1)

At the dressmakers; 2) At car saloon 3) Surprise meeting in street.
Choose appropriate actors and background.
Example of dialogue flow
K% Hey Sam, hello, fancy that!
S*: Hello yourself, Kate, how’s it?
K: Yeah, I'm fine, but you look gorgeous, are you dressing up for wedding or
something?
S: Thank you! Not wedding. Just a for a new job that | got just yesterday.
K: Congratulations! That must be very high-paying job if you are
suiting up like this!
S: Kind of. Remember the Schneider & Schreiber
Architecture? I’m their Senior Architect now.
S: Well thank you, you yourself shining and glamouring | see.
K: Oh you always had something nice and quick to say, thank
you!
S: You were always like that. | remember you could
spend eons in front of the mirror making up the atoms of
your face.
S: You got me. I’'m suiting up for a wedding. You know, after we broke
up I haven’t been wasting much time.
K: Seriously? OMG. I thought... I was actually testing you to see
if you will call me back...
S: Yeah, | think you just test the shit out of yourself. |
hope you won’t do that to your future boyfriend.
S% Hey Kate, what are you doing in men’s dressing saloon?
K: Why I can’t enter men’s saloon? I was actually looking up a necktie and a belt
for my boyfriend, for his birthday.
S: Bitch please. You are not going to present him 2 things to hang
himself, are you? Present him a Playstation4.
K: I don’t think so. I don’t want him to become a videogame
junkie like you, do 1? Building and crafting virtual worlds? Like
you said, “Bitch please.”
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S: Videogame junky that works as a Senior Architect for
Schneider & Schreiber Architecture? | think games pay
off.
K: Seriously?!? Whoa! I... I'm speechless.
S: You have got a boyfriend already? Who is that bastardo afortunado?
K: He’s a nice guy. He’s drummer and got his own rock band.
S: A drummer? What, are you like 15? Kate | worry for
you. [ hope it’s not Aerosmith.
K: Hahaha. no it’s called “Satan’s Whiskers”
S: W.T.F. [facepalm]
S3: Kate? WTF? Have you been following me?
K: What? Me following you? No! God! Good to see you too Samuel. Well, since
you’ve asked, I saw you at the mall entrance and followed you a little. No
worries, just to say hi.
S: Hi then.
K: Sam I’m missing you. I saw you the other day with Gwen, and
I realized how much I love you. | love you so much.
S: I’'m missing you too, Katniss, but we are not
compatible material. I heard you’ve been seeing a guy
that looks like a Curt Cobain.
K: Yes, he’s a drummer in the rock band, he is so
sexy and hot, but he’s little unstable...
S: Kate, just turn around and be gone. I’'m attending very important
matter right now. This time [ won’t let you mess up my life.

I1. Web-based language learning (4 coar)

1. Google advanced searching

Open Google Chrome web-browser and accomplish following searches
using advanced search syntax.

a) Find several images of red and green apple using only word “apple” in
searchbox, preferred resolution not smaller than 1600x1200

b) Find a sentence “study painting, poetry, music, architecture, statuary,
tapestry, and porcelain”, keeping the word order, use quotation marks

¢) Search for word “mustang” so that result is not the car neither the movie

d) Search for word “assessment” in englishtips.org website

e) Search using wildcards, which means use asterisk for the word that you
don’t know, for example lyrics of the song, “Shine * like a diamnond”

f) Find websites that is related to englishtips.org with “related” syntax

g) Convert certain amount of inch to centimeter, foot to meter, US Dollar to
Uzbekistan Sum using google

h) Solve mathematical problems in google search box, e.g.
(86/4)*(14*6+12)/3

1) Try to search several words using syntaxes “and” and “or”

j) Try to find out weather or time in certain location of the planet

k) Command your Android smartphone using “Ok, Google” voice request to
set an alarm to 15:30, open calendar, remind you to buy a milk at 18:10.

I) ask your Android smartphone using “Ok, Google” voice request what is
Welcome in Russian (or in any other language)
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V. KEUCJIAP BAHKH

Situation 1. You are a Technical assistance specialist (such as Genuis) and
had to explain IT-illiterate customers the steps they must take to troubleshoot a
laptop. It is easier to design a simple troubleshooting chart than explaining every
occasion separately, so that making a telephone call or video-chatting is the last
resort for the most complicated situations. Troubleshooting chart looks like below.
Your task is to continue the Problem and Solution section adding at least 15 more
items and matching them correctly with “e” mark.

Troubleshooting chart for laptop

Solution
= c
@ 2l E_| & | s
-
_c% o 13} = 8 _8 %)
S | 22| ¥B| o ‘©
[<B)
s | S| o8| 23| &0
= — = o S S 6| &
<} = Q| 88| £6
o ~ = O Q2 =
~ O | = 0| &2 O
D c Qo| X = % D
< @) o| < < O
8 (@) (@)
a | Device won’t turn on ) ° °
Device won’t boot ()
Device  beeping on °
power on
“No booting device °
found” error
Cd-drive won’t open [ o

Instructions: Learners may add in Problem items section the cases they have
come across or experienced, found solution with the help of somebody or by
themselves.

Practical application: This kind of charts may be applied to troubleshoot
devices or equipment as well as other problematic occurrences besides IT. For
example, why is certain student having trouble in acquisition of certain material?

Result: In most traditional courses, there are problems occurring with
student’s equipment such as not connecting to Wi-Fi or not loading a specific
application, where they interrupt the flow of lecture or lesson to engage the
instructor with these problems. Making up charts as above help students apply
every possible solution to solve their equipment problem, rather than stealing
lesson time.

Situation 2. You are a CEO of a scientific R&D institution (that possibly
deals with language learning), consisting of departments described as below. If
there is a necessity of designing business processes for every department in order
to accelerate the typical workflow, what kind of tasks should be computerized?
Propose at least 5 tasks for each department involving IT services that would ease
off some typical tasks (and give more time for creativity for departments).
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Your proposal to

Department Typical duties :
computerize tasks
Foreign -Studying foreign methods of learning | 1) Using skype or
Experience languages videoconferencing with
Dept. -Finding partners in foreign countries | foreign partners

to cooperate

2) ...
3) ...

Standardization
Dept.

-Conducting R&D on educational
standards

1) Using World ISO
information system to study

-Proposing standards enhancement standards
-Publishing standards and 2)...
requirements 3)...
3 Materials -Conducting R&D on educational 1) ...
Design Dept. materials design 2) ...
-Forming curriculum for learners 3)...
4 Testing Dept. -Forming IELTS/TEFL type tests 1)...
adapted for different stage learners 2) ...
-Studying different testing systems 3)...
5 | Accounting -Assigning budgetary funds for 1) ...
Dept. conducting R&D 2) ...
-Managing budget and salary 3)...
6 HR Dept. -Managing HR records 1)...
-Managing contractual procedures 2) ...
-Hiring/Dismissing staff 3)...
7 IT Dept. -Managing and maintaining IT ...
Infrastructure of institution 2) ...
-Studying possibilities of 3)...

implementing IT into company tasks

8 Monitoring -Monitor and assess each department | 1) ...

Dept. activities 2)...
-Manage incoming/ outgoing 3)...
correspondence

Instructions: Students should search web if they are not familiar with the
activities that departments are conducting. Adding unsophisticated tasks such as
“Use HR software” for HR Department is not acceptable.

Practical application: This type of planning gives the clear idea to learners
how IT may be applied to accomplish different tasks (not only for word
processing, presenting, printing). It may be useful for the occasions of managing
(or creating) projects, to formulate the general idea of computerization.

Result: The course participants have different professional background, most
of them not familiar with the typical tasks of their respective institution’s
respective departments. This situational case gives them an opportunity to project
and measure what can be done to computerize their institution.

Situation 3. You are a concerned parent of middle school (age 14-17)
child(ren). You want to educate your child so that he is able to accomplish his
school tasks and personal development using the IT gadgets. The list of gadgets is
given below. Due to your budget limitations, you can only choose 2 gadgets and
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you should clearly know for what purposes your child will use it. Check the 2
gadgets with checkmark and write down at least 5 purposes in purposes field.
Gadgets that | want to buy for my children

chk

Gadget or device

Function

For what purpose?

Desktop computer

Office applications, web browsing,
casual gaming

1) To learn how to use
Office apps and OS
2) ...

Laptop computer

Office applications, web browsing,
Portable

1) To work anywhere
2)...

Gaming rig Office applications, web browsing, | 1) ...
high-end 3D gaming, video 2) ...
editing, 3D designing 3) ...

Tablet (iPad, Galaxy | Web-browsing, planning, social ...

Note 10.1) networking, taking photos or 2) ...
videos, reading books, casual 3) ...
gaming

Smartphone Voice calls, messaging, web- ...
browsing, social networking, 2) ...
taking photos or videos, casual 3) ...
gaming

Gaming console | High-end 3D gaming, multiplayer | 1) ...

(PlayStation, Xbox) | social networking, watching HD 2) ...
videos 3).

Instructions: Students must search web if they are n

ot familiar with some

gadgets or devices. The purpose field should not copy functionality, instead there
should be written clear educational purposes.
Practical application: A lot of people never use their gadgets or device for its
full potential, so there is a lot of possibilities remain uncovered. Watching a newly-
released gadget commercial, we want it, but do we really need it? This situational
case helps to understand the purposes for which we need gadgets.
Result: The students will become more considerate of using their existing
devices or buying new ones. This situational case not only help using devices for
its full potential, but warn them of their undesirable side-effects for the children.
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V. MYCTAKNJI TABJIMM MAB3VJIAPU:

1. “10 things you didn’t know about...” maB3ycura uigorpaduk TAKIUMOT
MaTepHuaJIM TaiépJan.

a) Taxaumor 1 moHa ciaiagan udopar Oyaaau,
b) Hcranran coxara Taanykiu 10 Ta ¢pakTHH ¥3 Huura oyrad Oyiaau
¢) Kusukapnu Bu3yaa HAMOHHUIIMHN aKC STTHPUIIH MIapT.

2. AHKeTa Ba TecTJiap TaépJiam

a) Google Forms’man ¢orinamanran xomga 10 Ta caBoajgaH mOopat
aHKeTa TaWépiami, aHKeTaga Xap Oup kaBoO TypJiapujaH
doinamanunran  Oynumum  kepak  (Multiple choice, Checkbox,
Dropdown, Multiple row, Marking),

b) PollMaker’'nan d¢oiigananran  xoinga 15 Ta caBoigaH wuOopat
WHTCPAKTHB OHJIAWH TECT TY3WII, TECT HATWKACHHH OaxoJraml
MaHTHUKWHU UILIa0 YUKHUIIL.
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VI. TJIOCCAPUN

3G/LTE When describing smartphone data networks, you commonly hear the terms
3G, 4G, and LTE. This refers to the generation of network technology. The
third generation network, known as 3G, is the oldest technology of the
group. 4G is the fourth generation data network and LTE stands for Long
Term Evolution.

Absorption the fact or state of being engrossed in something

Acquisition the learning or developing of a skill, habit, or quality

Add-on an accessory device or piece of software designed to increase the capability
of a computer or hi-fi system

Android OS The Android OS is an open source operating system primarily used in
mobile devices. Written primarily in Java and based on the Linux operating
system, it was initially developed by Android Inc. and was eventually
purchased by Google in 2005.

App a self-contained program or piece of software designed to fulfill a particular
purpose; an application, especially as downloaded by a user to a mobile
device

Blend a mixture of different things or qualities

Boot the process of starting a computer and putting it into a state of readiness for
operation

Cloud a network of remote servers hosted on the Internet and used to store,
manage, and process data in place of local servers or personal computers

Design the art or action of conceiving of and producing a plan or drawing

ESL A student whose primary language or languages of the home, is other than
English and would require additional English language support to develop
reading, writing, listening and speaking skills.

Hierarchy an arrangement or classification of things according to relative importance
or inclusiveness

Integrity the condition of being unified, unimpaired, or sound in construction

Interaction reciprocal action or influence

iISpring Freeware PowerPoint plug-in iSpring converts your PowerPoint
presentation to an interactive Flash video with the click of a button.

LMS A learning management system (LMS) is a software application for the
administration, documentation, tracking, reporting and delivery of electronic
educational technology (also called e-learning) courses or training
programs.

Photoshop Photoshop, the proprietary name of a software package for the digital
editing of photographic images

Platform a standard for the hardware of a computer system, determining what kinds
of software it can run.

Portability the ability to move or be moved freely and easily

Premiere Adobe Premiere Pro is a timeline-based video editing software application.
It is part of the Adobe Creative Cloud, which includes video editing, graphic
design, and web development programs.

Quiz a test of knowledge, especially a brief, informal test given to students

Satellite an artificial body placed in orbit around the earth or moon or another planet
in order to collect information or for communication

Scenario a postulated sequence or development of events

Sharing gain access to somebody’s own resource to others
post or repost (something) on a social media website or application.

Smartphone a cellular phone that performs many of the functions of a computer,
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typically having a touchscreen interface, Internet access, and an operating
system capable of running downloaded applications

Social Network

a dedicated website or other application that enables users to communicate
with each other by posting information, comments, messages, images, etc.

Sound Forge

Sony Sound Forge (formerly known as Sonic Foundry Sound Forge) is a
digital audio editing suite by Sony Creative Software which is aimed at the
professional and semi-professional markets.

Storing keep or accumulate (something) for future use

Survey investigate the opinions or experience of (a group of people) by asking them
questions

Tablet a computer that accepts input directly onto an LCD screen rather than via a
keyboard or mouse

Touchscreen a display device that allows a user to interact with a computer by touching
areas on the screen

Utility a utility program

Video- Videoconferencing (VC) is the conduct of a videoconference (also known as

conferencing

a video conference or videoteleconference) by a set of telecommunication
technologies which allow two or more locations to communicate by
simultaneous two-way video and audio transmissions.

Wi-Fi a facility allowing computers, smartphones, or other devices to connect to
the Internet or communicate with one another wirelessly within a particular
area.

Windows OS The most widely used operating system for desktop and laptop computers.

Developed by Microsoft, Windows primarily runs on x86-based computers
(the ubiquitous PC), although versions have run on Intel's Itanium CPUs
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