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Introduction: 

Information communications technologies have the potential to change the ways in which 
teachers and students communicate and to build upon the traditional teaching and learn-
ing methods. These changes can be seen in the way in which e-learning has emerged and 
the attempt to use social network sites and live online collaboration tools in the teaching 
environment.  
However, when it comes to using Web2.0 tools in class the clash of (media-)cultures is 
becoming increasingly obvious. Studies show that Europe’s teachers do not feel confident 
using Web 2.0 tools; are uncertain about using Web 1.0 for teaching and learning pur-
poses; and are often critical towards the benefits of computers (for teaching and learning 
purposes). On the other hand, because of their everyday-life media-using habits, they are 
using Web 2.0 in similar ways to their students. To undertake a promising project of using 
Web 2.0 in classes, teachers and students have to learn from each other. Teachers have 
to link into their student’s media-using habits when creating teaching and learning scenar-
ios and materials whereas students have the chance to gain media competence, to reflect 
their media use and to use the computer as a learning tool. These are general compe-
tences they will need in future study or employment. 
The ICTeacher training programme has been developed to give teachers a chance to 
strengthen their basic ICT competences and gain the ability to apply to their existing 
teaching methods, state of the art pedagogical approaches, resources and tools including 
Web 2.0. 
ICTeacher is a comprehensive blended learning programme for all teachers, no matter the 
type of school or subject they are teaching. The ICTeacher training programme acknowl-
edges and respects each teacher as the pedagogic professional he or she is and allows for 
the freedom to make use of his or her own existing creativity. Because of the heterogenic 
target group of ICTeacher, participants with different skill-levels and teaching experience 
using ICT in school, ICTeacher training provides basic ICT skills as well as innovative use 
of ICT for teaching and learning. The ICTeacher programme consists of two steps: 
As a first step, the training starts with an “ICT can do – self evaluation”, which allows the 
participants to test the level of their ICT basic skills with a “self assessment competence 
test” using a “Competence Assessment Tool”. Participants can evaluate their own basic 
ICT vocabulary and their skills to assess and determine what tools and programmes they 
need to handle an eLearning platform and to work out the tasks of the ICTeacher course. 
For teachers who have no or very basic ICT skills, “ICTeacher-Start” can take a face to 
face computer training programme. This training is based on existing European Computer 
Driving License (ECDL) modules, which have been adapted to meet exactly those basic 
ICT skills teachers really need. The “ICTeacher-Start” provides grounding in those ICT 
skills teachers would need to have to participate in the blended learning “ICTeacher 
Course” and it has been developed in cooperation with teachers and policy makers in Aus-
tria and within the ICTeacher European project consortium. This nine hour training pro-
gramme should be conducted in individual face to face sessions in order to provide en-
couraging support for each participant. Depending on the outcomes of the self-evaluation, 
the participants can select some or all of the “ICTeacher-Start” modules. If teachers have 
no basic training needs they can skip the “ICTeacher-Start”. 
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Those who passed the self-assessment (or ICTeacher-Start) may go on to the second step 
of the ICTeacher training – the “ICTeacher Course”: This 200 hours blended learning 
course (15 % face-to-face, 85 % e-earning) has five modules, including the application of 
Web 2.0 tools; practical approaches of game and play based learning; the application and 
production of digital learning content; the use of digital devices for mobile learning; and 
reflection on the ethical and social aspects of media and ICT.  
The “ICTeacher Course” will foster a competence and reflective ICTeaching practice in-
formed by principles associated with e-learning by doing with training based on the con-
cept of self-managed learning. In this environment, the role of the trainer is one of a tutor 
that encourages the participants to develop their own ideas in a collaborative learning 
process. To enable the participants’ self-managed learning, they are free to choose their 
own learning routes and to decide with which scenario they prefer to start. To ensure ef-
fective learning outcomes, the “ICTeacher Course” provides well structured online learning 
materials; an e-learning platform and an online e-guidance. The blended learning course 
also provides a learning environment where every ICTeacher participant gets the chance 
to enrich his/her learning and teaching competences in contact with new media cultures 
and ICT by applying the tools and aspects of the 5 scenarios in actual school practice and 
reflecting upon his/her experiences in a supportive learning community.  
 
Overall, the “ICTeacher Course” consists of three parts: 
 
1. A competence assessment tool: This self-evaluation test supports the IC-

Teacher-participant to indentify his/her individual ICT-basic-skills. If required, she 
can then select the appropriate parts of the ICT-basic-training offered in “IC-
Teacher-Start”. 

2. ICTeacher-Start: Those who have no or very basic ICT skills can take a 9 hours 
face-to-face ICT basic skills training programme. The content of this training has 
been developed based on competences which were defined by a survey of teachers 
on which skills are most important for teachers.  

3. The ICTeacher Course: This is the main part of the ICTeacher training. It is a 
200 hours blended learning course (15 % face-to-face, 85 % e-learning) qualifying 
primary and secondary school teachers and prospective teachers for the integration 
of ICT in their classes and teaching management. 

 
This training manual is designed for the trainer, who accompanies the ICTeacher-
participants through the blended-learning course. The first chapter covers general advice 
to prepare, structure and guide the course process, while the second chapter imparts ad-
vice and training options, such as activities, to conduct the face-to-face-parts of ICTeacher 
training. 
 
We wish all trainers an interesting ICTeacher-course! 
The ICTeacher-project-team 
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1 ICTeacher course methodology: 

This chapter offers general advice to the ICTeacher Trainer on how to guide and coach 
“ICTeacher Course” participants. It deals with the course-process; the online learning ma-
terials offered for self-managed learning; and the role of the trainer, including her/his re-
sponsibilities for face-to-face guidance, e-guidance and assessment.  

1.1 Course-process: 

The “ICTeacher Course” is divided into 5 thematic modules, which are scenarios for teach-
ing and learning with ICT: 
 

• Communication and Networking 
• Game based / Play based Learning 
• Digital Content 
• Mobile Learning 
• Reflection and Criticism 

 
Each of these scenarios deals with a specific aspect of media use in school or a specific 
group of tools that might be used for teaching and learning. In order to get the most from 
the teaching practice, teachers have to design and implement a comprehensive lesson-
plan integrating the tools/aspect of media use in a class teaching their subject(s). On 
completion of the teaching sessions, participants are required to reflect on the use of the 
media in the specific setting. The online learning materials for each scenario contain sub-
stantial theoretical information, practical hints, exercises and best practice examples for 
the application in class. However, teachers should be encouraged to develop their own 
ideas. This approach makes it possible for participants to plan their normal lessons sub-
jects while undertaking the ICTeacher training. 
 
The lesson plan the teachers create for each scenario, which will be part of their portfolio 
on the e-learning platform, is reviewed by the trainer before it is implemented. At this 
point the trainer should provide hints and advice for alterations, if necessary. After the re-
viewing process, teachers carry out the planned lesson in class. They document this in 
their portfolio and reflect on it. 
 
Participants’ reflections of their experiences serve as preparation for the face to face meet-
ings where it will be possible to participate in a virtual meeting with other teachers of the 
ICTeacher programme and exchange their experiences. This process should help establish 
a supportive network which is an important ingredient in the blended learning scenarios 
and gives the opportunity for reflection and further development of ideas within the group. 
This is very important for those who are not yet used to use online tools for communica-
tion and reflection.  
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Each scenario has defined learning outcomes which together form the ICTeacher compe-
tence grid and each lesson with its documentation covers a specific set of competencies. 
The trainer assesses whether or not the competencies have been achieved. After each 
scenario’s assessment, the trainer contacts the participant to give feedback. If a compe-
tence associated with the scenario has not been achieved, the participants will be able to 
attempt this competence while undertaking the next scenario. The trainer should give 
clear guidance on how to achieve that goal. 
 
The face to face meetings are extremely important for a number of reasons. Apart from 
reflecting and sharing experiences of the lessons undertaken, the face to face meetings 
should encourage a deeper appreciation of competences obtained by developing the sce-
nario; giving examples of best practice, discussing issues associated with media cultural 
topics, undertaking a playbased learning exercise; or giving hands-on advice for the tools. 
Sessions such as these are especially important for those teachers who are uncertain 
about using computers in class. In addition, since the use of computers in class may also 
influence teaching styles and the role of a teacher, discussions and reflection upon these 
issues will form an important part of the face to face sessions.  
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1.2 Online learning materials: 

On the DOKEOS learning platform the course participants will find learning materials for 
each scenario. The three types of learning materials are: 
 

• themes (introduction, background materials, links to further online-resources ) 
• tools (information about function and benefits) 
• tasks (initial task, sub-tasks and overall task)  

 
The themes and tools for each scenario are presented in a graded information background 
and the participants can work with these via a self-managed route on the learning plat-
form. 
 
The “tasks” section for each scenario provides an initial task, sub-tasks and an overall 
task, which create a step by step learning pathway for fulfilling the goals/competencies of 
the specific scenario. The overall task for each scenario involves the creation, implementa-
tion and subsequent critical appreciation of a lesson plan (see above – 1.1 course-
processes). 
 
The DOKEOS based e-learning platform, with its forums and applications to upload mate-
rials, allows for the expansion and improvement of the existing materials by the trainer 
and the participants, e.g. adding lesson plans, best practice examples, digital learning con-
tents (self-produced or found by the participants) and so forth. 
 
You can find the online learning materials to each scenario in the appendix 1 of this man-
ual. 

1.3 Role of ICTeacher Trainer: 

Your primary role as an ICTeacher trainer is to encourage and support participants to try 
out various ICT tools and associated pedagogical processes in their everyday school prac-
tice. Therefore learning by doing is a fundamental approach. It fosters a positive approach 
towards the new media culture and ICT. As part of this process, you should construct a 
supportive environment within which teachers can discuss the actual problems they have 
encountered while using ICT in school with a view to finding solutions to these problems. 
 
In addition, there are three other main functions and responsibilities for you as an IC-
Teacher Trainer. These are: the preparation and conduction of face-to-face meetings; the 
e-guidance of the online collaborative and individual learning processes; and the assess-
ment of the given tasks to the 5 scenarios.  
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1.3.1 Guidance for the Face-to-Face meetings: 

The face to face sessions are the place for guided reflection and exchange and are a vital 
component of the blended learning training course. The central aims of these sessions are 
to consider the tasks undertaken by the participants, to enable further examination and 
discussion on the present scenarios and to prepare the next scenario.  
 
The general structure of the face-to-face meetings is based on experiences of the Austrian 
pilot training of ICTeacher course and includes the following: 
 

• inform the participants about aims and process of the meeting 
• presentation and reflection of lessons associated with the current scenario 
• further work on the present scenario 
• decision about the next scenario 
• prepare the next scenario 

 
The first two face-to-face meetings and the final one differ from this structure, because of 
their introductory and concluding purpose and nature.  
 
The structure and precise implementation of the face-to-face meetings has to be deter-
mined by the trainer and should be driven by the specific context which may include the 
institutional setting of the ICTeacher course; the country and its particular school system, 
the technical and vocational options of the teachers and so forth. As a result, trainers may 
wish to re-configure the timing, frequency, purpose, nature and content of the face to 
face sessions. 
 
To make the face-to-face meetings effective and helpful for the learning practice, you 
should reflect on the support and supervision you have given the participants during the 
learning process. This should include the advice given to participants on the e-learning 
platform to help them decide what kind of activity, hands-on approaches or reflecting 
practice they need to foster their competence on the present scenario. In addition, you 
may need to study the learning materials of the current scenario, focusing on those parts 
that may still be unclear to the group or were particularly interesting and beneficial for the 
participants. This preparation will facilitate a collaborative group discussion about the 
competencies covered by the scenario and should encourage a deeper understanding of 
their relevance to the activity.  
  
In chapter 2, you will find specific guidance to help you to prepare and conduct the face-
to-face meetings for each scenario. To facilitate training that is focussed on the individual 
competences, needs and interests of the learning group, this manual offers a range of op-
tional activities you can choose for the purpose and needs of your training. While most of 
the offered activities are optional, there are some that are compulsory, e.g. to let the par-
ticipants decide on the scenario they wish to undertake. Some activities may be adapted, 
adjusted or advanced depending on the participants’ interests and their affinity to e-
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learning with some groups needing more face-to-face interaction, while others are com-
fortable with online sessions. Your own preferences and experiences as a trainer, after 
working on the themes and tools of the scenarios, will also influence the structure and 
content to the sessions.  
 
During the face-to-face guidance, the reflection process on the teachers’ lessons, the 
choice of the next scenario by the ICTeacher-participants, the work on the present sce-
nario and preparation of the next one should be coordinated in a productive balance. It is 
recommended that careful consideration be given to the balance of time allocated for re-
flection of the lessons; the use of activities like a “toolbox”, depending on the learning 
group’s need for preparation of next scenario and further work on the present scenario.  
There are different possibilities you could choose to assist in decision of the next scenario, 
One option is described in activity 3 of the second group meeting (see chapter 2.2 of this 
manual)  
 
The training guidance to the face-to-face meetings in chapter 2 imparts the following ele-
ments: 
 

• Aims 
• Information and Reflection 
• Activities  
• Examples of lesson plans (added to some scenario guidance) 

 
Aims: A description of the general tasks, processes and learning objectives to be consid-
ered in the face-to-face meeting  
 
Information and Reflection: To inform about necessary input and orientation of the par-
ticipants and offer advice on the presentation and reflection of the conducted lessons. 
There are a number of ways for participants to present their conducted lessons. Some 
participants may prefer to tell the others about their experience and talk about the learn-
ing process in an informal way while others may be more comfortable with a PowerPoint 
presentation or other forms of e-based visualization of their experiences; for example, 
they could show some results in form of pictures, recordings, videos, blogs and so forth. 
The focus here is not the form but the content of their discussions. 
 
Activities: To offer some play-based learning exercises, hands-on approaches and topics to 
discuss to work on the present scenario and prepare the next one. Most activities should 
include reference to the rationale, description and resources to enable effective use of a 
selected toolbox. Most activities in chapter 2 are usable for both the preparation and fur-
ther work on scenarios. Activity 1 of the guidance to scenario meetings is an exception 
since it is designed to discuss and clarify the goals of the tasks as well as undertaking 
“starting point” activity included in the learning material.  
Examples of lesson plans: These can be used by the trainer to indicate the possibilities on 
how the lesson plans could be developed. 
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1.3.2 E-guidance: 

The main functions of your E-Guidance are 
 

• e-tutoring of online collaboration and individual e-guidance  
• provide communication tools – email, phone, Skype, forums 
• supervising the effective use of communication tools (technical and practical) 
• foster the links section for collaborative learning  
• stimulate knowledge sharing 

 
Further information on e-moderation can be found in the scenario Communication and 
Networking (see appendix 1 in this manual). 

1.3.3 Assessment: 

You should consider undertaking the following steps when assessing the participant’s 
documentation covering the preparation tasks and the overall objective focused on the 
lesson plans: 
 

• Read the themes, tools and tasks of the scenario 
• Follow the participants activities on the e-learning platform (discussing, searching 

for material, sharing information) 
• Take a look at the lesson plan examples, included in this manual, or best practice 

examples  
• Read the first concept of the lesson plan and the other tasks to the scenario care-

fully 
• After giving advice on how to improve the concept, read the second version of the 

lesson plan and evaluate the improvement due to the given advice 
• Read the documentation and reflection on the conducted lesson 
• After giving feedback online, also give advice and guidance, if required, on how to 

present the conducted lesson and the teacher’s experience in the face-to-face 
meeting 

• After the presentation and reflection of the conducted lesson, go through all docu-
ments that led to these outcomes, including the e-tutorial and the learning process 
of the participant, and assess the final concept on the basis of the “ICTeacher 
Competence Grid” (see the next 2 pages) and the “Criteria for Success” (Resource: 
Tasks section to every scenario) 

• “Tick off” the competences the participants obtained by working on the scenario’s 
tasks (within every scenario these competences are defined as “goals”)  

• If there are some goals the participants could not achieve, they should have the 
chance to do an additional task, which fits to the missing competences until the 
next face-to-face meeting or to catch up these goals within the next scenario task. 
You should be able to give advice on how this could achieved. 
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1.4 ICTeacher: Competency Grid 

Please fill in your national language-version instead of this English below 
SC1=Digital Content, SC2=Communication & Networking, SC3=Mobile Learning, 
SC4=Game based / Play based learning, SC5=Criticism & Reflection  
Competences: To be able to SC1 SC2 SC3 SC4 SC5 
Search and select existing e-learning contents for teachers:      
Locate and use banks of digital resources, learning objects, 
repositories and centres of resources for teachers available 
on the Internet 

     

Establish and apply criteria for selecting e-learning contents      
Create e-learning contents      
Know and apply educational criteria for design of quality e-
learning contents      

Be aware of the potentials of different digital media (audio, 
video, images etc) and their applications for e-learning con-
tents design 

     

Create different types of e-learning contents (e.g. concep-
tual maps or narrated presentations)      

Setup network communication environments that encour-
age interaction and teamwork: 

     

Reflect on the benefits and the disadvantage of virtual 
communication 

     

Select suitable communication tools depending on every 
educational activity      

Create protocols for communication tools educative uses 
(communication norms and participants roles)       

Use available communication tools to establish communica-
tion dynamics, team-work and inclusion: 

     

Organize and support online discussions      
Organize online collaborative activities      
Encourage knowledge sharing in virtual communicative 
scenarios  

     

Monitor students’ collaboration in an e-learning environ-
ment       

Develop appropriate e-evaluation techniques for an online 
group context (product process)      

Define “mobile learning”      
Deal with the characteristics and potentials of various forms 
of mobile devices      

Choose a relevant mobile device for use in a teach-      
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ing/learning situation (dependent on the aim of the teach-
ing situation)  
Reflect on the choice of mobile devices in different concrete 
(teaching/learning) situations 

     

Reflect on consequences of choosing mobile devices in 
terms of changes in the planning and teaching/learning 
processes 

     

Evaluate the game using of the students      
Overview over different kinds of computer games and their 
learning aspects      

Choose a relevant computer game for use in a teach-
ing/learning situation      

Choose the appropriate didactical concept for the imple-
mentation of game based and play based learning 

     

Create a specific lesson plan in which students present their 
games experiences 

     

Reflect the national regulations of child-welfare regarding 
computer games      

Reflect on the impact of choosing computer games in terms 
of changes in the planning and teaching learning processes      

Identify those factors that influence access to and use of 
ICT  

     

Reflect on the benefits and disadvantages of using ICT in 
political movements 

     

Describe the concept “digital divide” and locate the reasons 
why it exists  

     

Describe and critically review the concept of “digital na-
tives”       

Reflect upon the ethical implications of ICT use       
Access and discuss the major EU initiatives concerned with 
ICT 

     

Define and evaluate the benefits of open source software       
Describe a range of non-technical factors that influence the 
use of ICT 

     

2 Training guidance to the face-to-face meetings: 

This chapter gives advice on how to prepare and conduct each face-to-face meeting of the 
ICTeacher training. The first two meetings have an introducing function to the ICTeacher 
training. In the first meeting participants conduct the “self assessment competence test” 
to decide if they require any basic training of ICTeacher-Start or if they can pass immedi-
ately to ICTeacher Course. The second meeting introduces to the ICTeacher Course and 
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its rules. Participants should be given information about the process of self-managed 
learning with the e-learning platform; how to undertake the tasks; and how they will be 
assessed by the trainer. In addition, the second meeting should allow the participants to 
decide with which scenario they will start. The remaining face-to-face meetings are con-
nected to the 5 scenarios of the ICTeacher Course. The order of the scenarios in the IC-
Teacher training is flexible since the group determines the order of the scenarios. As a 
consequence, you are not obliged to follow the order of the scenarios as detailed in this 
manual. 

2.1 First Meeting: 

Aims: In this meeting the participants are introduced to the concept and main ideas of 
the ICTeacher Course. Since they will be meeting each other and the trainer for the first 
time, sufficient time should be allowed for them to introduce themselves and to talk about 
their interests and experiences on ICT. This will enable the group to get to know each 
other and to appreciate your role as their trainer. In addition, they will undertake the “self 
assessment competence test” to find out what they can do and what they will need to 
learn in “ICTeacher Start” basic training before beginning with “ICTeacher Course”. Finally 
the date of the next face-to-face meeting should be fixed and this will, of course depend 
on the basic training needs of the participants (to enable the participation of the entire 
group). 
 
Information and Reflection: You should give a short introduction to yourself, thereby 
creating a welcome space where each participant can introduce himself/herself and 
his/her special interests and expectations to the ICTeacher Course. The next step should 
be to present the idea and concept of ICTeacher training as it is described in the Introduc-
tion and Chapter 1 of this manual. It is recommended that this presentation should not 
last longer than 10 minutes. Use the graphics above to explain the concept and the 
course-process. It is important during this stage to clearly inform the participants about 
the training concept and basic contents of the course, answer open questions and reflect 
on the expectations of the participants and their former experiences with ICT in learning 
and teaching. 
 
The next stage of the session could include the following (or similar) activities: 
 
Activity 1: A play based learning exercise called “media mix” 
 
Rationale: This activity allows participants to get to know each other and at the same time 
reflect on their media habits and their preferred media use.  
 
Description: Build a circle with chairs. Every Participant sits on one chair and you as the 
trainer start the game by standing in the middle of that circle. Then you say “Who likes … 
“ or “Who is experienced in” and name a media use or habit you like (for example watch-
ing horror movies or playing online games or reading Harry Potter or downloading music). 
Then everyone, who also likes that media use or habit, stands up from her/his chair and 
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changes place with another participant. During this changing activity you try to catch a 
chair for yourself. The person without a chair starts the next round. The aim of this game 
is – apart from the constitution of a good group spirit – that every member will get to 
know the different media uses and habits of other group members. They may also find out 
that there are different media generations in their group and start to think about changing 
habits in use of ICT.  
 
Resources: Time 15-25min and a place to build a cycle with chairs 
 
Activity 2: My personal “media biography”  
 
Rationale: This is an alternative activity with a similar goal as media mix and here the fo-
cus is to talk about one’s own media use and media habits and think about how they 
changed in time. This is a good exercise for reflecting on different media cultures and dif-
ferent ways people act with a range of media.  
 
Description: The participants go in pairs and do interviews with each other about their 
media use and their favoured media events from childhood to present day. After about 20 
minutes, they have to present the “media biography” of their interview partner as short as 
possible, e.g. in 3-5 sentences on a poster. 
 
Resources: Time 20-30min, pen and paper or posters A2 or A3 format 
 
Activity 3: Discussion about ICT, media cultures and changing role of teachers 
 
Rationale: Exercises and games of the kind of Activity 1 and 2 can be used as “ice break-
ers” to prepare for a discussion on the changing role of the teacher in a digitised environ-
ment. One aspect of this discussion may focus on the changing role of the teacher, espe-
cially when using ICT in a learning context, from being a distributor or supervisor of 
knowledge production to a facilitator of the tools used to get information as well as a 
coach of multiple learning processes that evaluate information and integrate it into prior 
knowledge. 
 
Description: After 10minutes in pairs, discuss in group  
 
Resources: Time 30-40min, flip chart to visualize some results, for input you could use 
“Teachers as E-moderators” a text in the themes section of this scenario (appendix 1 in 
this manual) 
 
Activity 4: ICT can do – self evaluation: The “self assessment competence test” 
should follow the activities described above. Therefore you explain the function of the test 
to the participants, e.g. that it is not a competitive or filtering text test, but a self evalua-
tion. Here is a rationale for the function and purpose of the self-assessment test: 
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• To ensure that students of the curriculum are able to use the necessary functions 
of computers and multi-media devices before undertaking the “ICTeacher Course” it 
is recommended that those students not used to work with computers on a daily 
basis should take the self-evaluation, 

• If major deficiencies in basic ICT competence are identified, participants should ob-
tain these competencies in order to facilitate the successful learning process sup-
ported by e-learning components of ICTeacher course. 

• The self-evaluation test is an indicator allowing participants to measure their own 
competence level and to enable a quick overview in terms of basic ICT competence, 
having fully explained the function of the test: 

• Hand out the self assessment competence test, available in Appendix 2 of this 
manual, to all participants. Make sure that everyone does the test for him-/herself. 
Completing and handing-in the self- assessment evaluation questionnaire completes 
the activities for the first session. 

2.2 Second Group Meeting: 

Aims: This meeting seeks to satisfy four aims: firstly to introduce the participants to the 
e-learning platform, where they find the learning materials for self-managed learning on 
the scenarios. Secondly, to introduce the course rules, the forms and channels of course 
communication; thirdly to explain the assessment process; finally to provide an overview 
to the 5 course scenarios and give advice to the group about how to choose their initial 
scenario. 

Information and Reflection:  

Inform participants about the e-learning part of the ICTeacher course and discuss the 
possible ways of collaboration within the group and the e-guidance you will give to facili-
tate the self-managed learning with the online materials. Therefore participants must be 
informed about the basic functions of the platform, the possibilities of group collaboration, 
navigation, forums, uploading papers for tasks and lesson plans and so forth. The best 
way to inform here is to do the Activity 1, which is an exploration of the ICTeacher e-
learning course on the DOKLEOS platform. 
 
After this “virtual expedition” of the e-learning platform, remind the participants about the 
rules of the course. Here you should consider issues such as the deadlines for submission 
of the scenario tasks (eg lesson plans); the possibilities and the limits of absence in face-
to-face meetings for participants; and the form and number of presentations of the con-
ducted lessons for each participant. You should consider also basic rules about breaks; 
catch up tasks and presentations of lessons and the engagement of participants in face-to-
face meetings and online forums of the platform. Some of the rules have to be decided by 
you, while others can be negotiated within the group and defined in agreements. For ex-
ample, the rules of communication for the course (including face-to-face and online) 
should be determined and decided in a negotiating process of the group and the trainer. 
Therefore you could do Activity 2. 
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Consider the following questions to define the rules and channels of course communica-
tion: 
 

• Which forums on the e-learning platform should be installed and used to discuss 
the topics of the course or to collaborate and exchange knowledge? 

• Is there a need for a netiquette on the online course? (Making their own online 
communication rules could be a good exercise for the teachers too)  

• Are the teachers used to Skype, IRCs or interested in communicating this way for in 
aid-groups or networks?  

• Which synchronous communication tools could be included in the platform? (Chat, 
IRC) 

• Which other tools can be used for course communication, apart from the e-learning 
platform? 

• What is the best communication tool for individual guidance trainer – participant, 
e.g. email, Skype, IRC, phone?   

 
Then next step is to offer the participants an overview of the scenarios, so that they know 
what they will work on in the course. You can illustrate the overview of the scenarios by 
showing some examples of possible lessons plans (see examples of lesson plans to some 
scenarios in chapter 2). 
 
The final step of this second face-to-face meeting is to let the participants choose their 
initial scenario. Activity 3 allows for a focused discussion of this process since it enables 
reflection about the teachers’ actual interests and the demands of their teaching practice. 
The activity also facilitates a discussion about which scenario fits best for the learning 
needs and interests of the group. Since there is always likely to be a diversity of interests 
and situations in a heterogeneous group of participants, there might be some participants 
who have interests and challenges in their school other than those identified by the major-
ity. Therefore you should inform them about the possibilities of coping with these individ-
ual needs, e.g. that there is enough space for individuality and creativity to work on their 
actual topics in every scenario or that they may work on another scenario additionally, but 
hand in the lesson plan at the deadline determined by the group.  
 
Activity 1: E-Learning registration, profiling and a short self-managed exploration of the 
learning platform (hands-on approach) 
Description: Show the main functions of the online-course, the registration and how to 
modify of a participant’s personal profile using a projector or big screen. Then everyone 
should have 10 minutes to explore the course for him/herself  
 
Resources: Time 15-30min, computers with Internet access, projector or big screen to 
demonstrate, “ICTeacher Online Guide” available in appendix 3 of this manual 
 
Activity 2: Discussion and agreements – rules and channels of course communication 
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Rationale: Negotiating, reflecting upon and determining the most efficient methods to 
communicate within the face-to-face and during the online parts of the blended learning 
training course is important for creating a positive and productive working environment. 
 
Description: Ask the participants what they expect from an e-learning platform and what 
tools of communication can be used. Inform them about the possibilities of installing and 
using forums for exchanging information and knowledge sharing as well as the social fo-
rums available on the platform. The same process should be adopted during the discus-
sions about course communications in the face-to-face meetings, e.g. talk about what is 
necessary to ensure exchange of experiences and discussing in a productive, open minded 
climate.  
 
Resource: Time 10-20min 
 
Activity 3: Learning group's “most wanted” tools/aspects of ICT, deciding on the first 
scenario 
 
Description: On the left side of a sheet of paper, participants write down which aspects 
and tools of the scenarios they already work with or use in his/her teaching practice. On 
the right side they indicate those they want to develop a greater competence in, either for 
the preparation of the delivery of their teaching practice. They then rate the aspects/tools 
in which they are interested and return into group. In the group every participants pre-
sents three of the “most wanted” tools or aspects for teaching practice. 
Finally the group and the trainer discuss which scenario best fits the needs of the group in 
terms of the “most wanted” ICT tools and aspects. By following this process, the group 
should arrive at a consensus predicated on the interests and challenges of the participants’ 
actual school practice.  
 
Resources: Time 15-30min, pen & paper, white board or flip chart 
 
 
 
 
 
 

2.3 Scenario - Communication and Networking: 

Aims: The aim of this scenario is to help teachers make effective use of information- and 
communications-technology to enhance the interaction in the learning process (teacher-
students, student-student). Therefore the participants have to prepare, conduct and re-
flect upon a lesson, where the emphasis lies on the pedagogical use of web tools as blogs, 
wiki, internet forums, chat or social networks to foster learning interactions. The face-to-
face meeting is the place where the presentations of lessons delivered and reflections of 
experiences are given. In addition, further work on communication and networking tools 
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allows for a deeper appreciation of the competences while undertaking some hands-on 
helps focus on parts of the chosen scenario that may still be unclear to the group. 
 
Information and Reflection: Start the face-to-face meeting by asking participants to 
articulate their experiences in using the communication and networking tools on the 
DOKEOS platform. They should identify what works well and where improvements could 
be made. After a short round of feedback, participants should then make presentations of 
their conducted lessons. To structure the presentations, you could ask the participants to 
give a short description of their lesson plans and to report about successful results and 
difficulties. The reflection should cover what worked well and what problems were en-
countered. The session should then go on to discuss what issues created the difficulties 
and how they can be resolved for the next time. There could also be further reflection on 
new ways to use networking and communication tools in similar or different pedagogical 
situations.   
 
Activity 1: Find your starting point (preparation task) 
 
Description: Discuss the goals of the tasks (overall task and tasks 2-5) and do the task 1 
to “find your starting point” (this activity must be done before the participants work on the 
scenario, that is either in the previous face-to-face meeting or during online group ses-
sions!)  
 
Resource: Task 1 of scenario (online learning material, see also appendix 1 to this manual) 
 
 
Activity 2: Wiki on Communication and Network tools and their pedagogical benefits 
 
Rationale: After working on different tools of communication and networking, presenting, 
and discussing the results of the learning processes is a good exercise for knowledge 
management and helps foster knowledge sharing and networking skills. 
 
Description: The participants create a Wiki using communication and networking tools and 
consider the potential for teaching and learning purposes. Therefore they could work in 
pairs and include their own conducted lessons (if you use this as a working-on-the-
scenario activity) or study the tools section of the scenario and choose one tool to de-
scribe on the Wiki (this could be a preparatory activity for the scenario tasks). 
Resource: Wiki included on DOKEOS platform, information online learning material 
 
Activity 3: Web research exercise on benefits and dangers of social networks for young 
people  
 
Rationale: Navigating the Web with a specific target of investigation differs from the usual 
routines of surfing. This exercise fosters information literacy skills to select, evaluate and 
integrate information found online with prior knowledge.  
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Description: The participants are sent on a Web research activity for 15-20min and should 
copy their findings, e.g. articles, comments from weblogs and pages, into a text document 
(e.g. word). The links (URL) should be integrated in the document. Afterwards, they pre-
sent their “picture” of Web findings and discuss the status of their resources, e.g. are they 
part of an informed argument, authoritative or gossip. 
 
Resources: Time 15-30min, Internet access, the links section of the scenario could be a 
starting point to this activity 
 
Activity 4: Reflecting on social network sites versus schools as spaces for identity and 
learning 
 
Rationale: Social network sites like Facebook or MySpace are places for young people to 
meet their peers online, present themselves, and communicate about their fears, hopes 
and everyday-life. Some media scholars also argue that these places can be seen as 
spaces for social learning and knowledge sharing. Thinking about the value social net-
works offer young people for asking questions, presenting themselves in a competent way 
and designing their profiles (sometimes semi-professional), may help teachers find some 
clues what school may learn from these online spaces. 
 
Description: Discuss the following question within the group: “What can school learn from 
social networks in order to foster commitment and offer interesting spaces for learning?”  
 
Resource: Time 15-30min, “young people and social networking sites”, which is part of the 
themes of the online learning material to this scenario (see appendix 1 of this manual) 
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Example for a lesson plan: blog – 10-12 years - biology 

General information: 

Number of students : 
20 

Age range: 10-12  Subject: biology Lesson topic: 
a healthy meal-plan for the week  

Lesson description  

Hour 
number 

Location(s) Learning aim(s) Activities, exercises Tools and com-
petences 

1 market  finding seasonal fruit and vegetables, asking for 
the price and taking pictures of them  

forming pairs 
educational excursion 
practising the use of a digital camera  
asking questions to the stallholders  
following a protocol 

Learning how to use 
a digital camera 

2 computer 
room 

Upload pictures on a computer.  
The groups put the pictures in the right order to 
describe a recipe. 
The groups write captions for each image (e.g. 
how to use the vegetables/fruit, why this is 
healthy etc.) 
The groups upload the finished slideshow on a 
photography website, such as flickr.com, and 
prepare a visual recipe with instructions for each 
photo.  
All the students elaborate a healthy meal plan 
that shall last for a week.  

Downloading pictures from a digital 
camera;  
searching and visualizing the saved 
pictures in the folders;  
creating an account on Flickr; 
inserting picture commentary;  
designing and saving a slideshow 
 
 

Usage of communi-
cative and teamwork 
skills.  
Finding one’s way on 
an Internet platform.  

(3) kitchen cooking  Every group will cook its own recipe   
ATTENTION: make sure that it is not possible to recognise any of the students on the pictures; also make sure you obtain parental authorisation for the 
pictures before the lesson. This is a very good chance to talk to the students about privacy and data protection 
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Example of a lesson plan: forum – 13-15 years - German 

General information: 

Number of students:  
22 

Age range: 13-15  Subject: German Lesson topic:  
criminal history 
 

Lesson description 

Hour num-
ber  

Location (s)  Learning aim(s)  Activities, exer-
cises  

Tools and compe-
tences  

1 & 2 computer room  Discovering the phases in the creation of a 
computer game; reflecting on one’s own 
computer game-playing habits. 

www.todesursache-
mord.de 
or other fitting murder-
mystery games  

Finding and under-
standing computer 
games instructions; 
playing a computer 
game  

3 classroom Form groups The groups work out how the 
game was designed, and which elements led 
to the discovery of the murderer.  
The most important elements in murder-
mystery stories.  

Conversation between 
students and teacher; 
written summary;  
examination  

Plot-development 
analysis  

4 & 5 computer room  Writing a mystery story:  
first, the students write a mystery story (alone or in groups.) Then, the students post their story 
on a forum.Another student (or group) posts questions about it, as if he were a detective, in or-
der to solve the crime. More and more elements about the mystery are posted by the au-
thor(s)on the forum. This also has the advantage that it may trigger a reflexive process regard-
ing whether the beginning of the crime story was well-structured and logical. It is then alway 
possible to modify the original story, on the basis of the questions asked by the other students.  

Which tool has been used? 
http://service.gmx.net/de/cgi/derefer?TYPE=3&DEST=http%3A%2F%2Fwww.todesursache-
mord.de%2Fcrime%2Fd%2Fbook12.htm Other tools possible. 
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Example of a lesson plan: Wiki & YouTube – 13-15 years - mathematics 

General information:  

Number of students:  Age range: 13-15 Subject: mathematics Lesson topic: 
The circle: consolidation of topics such as radius, di-
ameter, circumference, area of a circle, simple calcu-
lations 

Lesson description:  

Hour num-
ber  

Location  Learning 
aim(s) 

Activities, exercises Tools and compe-
tences 

Reflection on the in-
set skills 

1 computer room The circle: 
 
radius 
diameter 
circumference 
area  

Students are divided into 4 
groups 
Each group works on a topic 
related to the circle       
Every group searches Wikipe-
dia for information on the cir-
cle, on related aspects and on 
calculation methods 

Ability to use Wikipedia 
for finding useful, on-
topic information    

 

Homework at home The circle: 
 
radius 
diameter 
circumference 
area 

All students look for circle-
related funny or informative 
videos on YouTube. 
They then have to e-mail the 
links they found to the other 
students 

Ability to use YouTube 
for finding useful, on-
topic information    

Entertaining lesson; en-
courages the students to 
independently collect use-
ful information on the 
Internet at home.  

2 computer room The circle: 
 
radius 
diameter 
circumference 
area 

Every group votes the two 
best videos, among the ones 
the whole group found. The 
videos are then played in the 
class.  

Teamwork,  
presentations 
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2.4 Scenario - Criticism and Reflection: 

Aims: The aim of this scenario is to gain a differentiated view on the social and ethical 
issues associated with ICT. Therefore the participants have to prepare, conduct and reflect 
upon a lesson that enables their students to enhance their competences in reflecting on 
the ethical and social issues of ICT. The meeting begins with the presentations and reflec-
tion of conducted lessons. Further work on the scenario should impart a combination of 
playful activities and reflecting on ethical aspects of ICT, relevant for teachers’ everyday 
school practice. 
 
Information and Reflection: For the reflection of the teachers’ lessons, provide theo-
retical input about the pedagogical concepts of “Media Competence” and “Media Literacy”. 
Participants should then think about the media competences their students/pupils have 
acquired when doing the activities of the conducted lessons. (Resources: 
http://www.aml.ca or http://www.medialit.org) 
 
Afterward you could work on some of the themes of the scenario, maybe those most dis-
cussed in the forums of learning platform, and do some activities combined with a broader 
discussion, to deepen the knowledge and reflection on the ethical and societal aspects of 
ICT .  
 
Activity 1: Find your starting point (preparation task) 
 
Description: Discuss the goals of the course task and establish network and aid-groups to 
find ideas and strategies to work out lesson plans to the task. The aid-groups could be 
built around topics and tools. The aid-groups share research results for resources, ex-
change ideas and give feedback, discussing online in forums of the e-learning platform. 
Note: this activity must be done before the participants work on the scenario that is either 
in the previous face-to-face meeting or during online group sessions. 
 
Resource: the learning platform to create online forums for each aid- and network-group 
 
Activity 2: Exercise on participatory cultures  
 
Rationale: Participatory culture is a term, which describes the phenomenon that many ap-
plications of the so called social web (in technical terms Web 2.0) can be used by the con-
sumers in a participatory and active way, so that it's better to speak of “prosumers” (a ne-
ologism built by the words producer and consumer). The high degree of participation, es-
pecially the possibilities to easily create own content and to self navigate, may cause spe-
cific expectations that are not met within school practice where participatory culture is not 
encouraged. To foster the understanding of this media culture, participants should start to 
think about their own abilities of participation through different media. 
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Description: The participants go in groups of 3-5 and talk about their passive and active 
media use in comparison with the media use of their students. Then they visualize their 
media participation on a flipchart or paper and discuss both in the group setting. If the 
teachers do not know much about their students media use, an exercise to prepare and 
conduct a questionnaire in their class could follow and be presented online on the platform 
later. 
 
Resources: Time 15-20min, pen & paper, a whiteboard or flipchart, for basic information 
see, e.g. http://en.wikipedia.org/wiki/Participatory_culture 
 
Activity 3: Creative and reflective potentials of online-video-culture  
 
Rationale: Many young people use social web applications like YouTube or MySpace for 
presenting their favourite music video, videos of themselves (produced with mobile 
phones, digital cameras or else) or just fun videos they like. Some of the productions in-
clude creative, ironic or even self-reflective potentials. Teachers could learn a lot about 
online-video-culture by searching and analysing some of these amateur or fan-videos.  
 
Description: Participants search for examples of creative self-made or mash-up (remixed) 
videos on the net, present it to the group and analyse their productive and expressive po-
tential with the help of the trainer. 
 
Resources: Computers with internet access 
 
Activity 4: “The Starwars Kid” - privacy as an ethical problem of online-video-culture 
 
Description: The participants watch the video of “The Starwars Kid” and one of its re-
mixes, e.g. “The Starwars kid drunken jedi”. Then they should talk about the meaning and 
the emotions it provokes. Finally the participants should read the article on Wikipedia 
about the background of the video and reflect on “privacy” and ethical problems of Social 
Web  
 
Resources: Time to watch Video 3min, for discussion 20-40min, Computers with internet 
access or downloaded video (Google - The Starwars Kid), background information can be 
found on Wikipedia 

2.5 Scenario - Digital Content: 

Aims: The emphasis of this scenario lies in the search, design and adaptation of digital 
content that can qualify as teaching and learning materials or could be integrated in a 
learning context according to didactical criteria. The task of the scenario is a hands-on ac-
tivity showing participants how to work with C-map tools. In addition, further work on 
scenario digital content could concentrate on the search and sharing of reasonable and 
helpful digital teaching materials for the subjects of the participating teachers.  
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Information and Reflection: Because the production of the digital learning materials 
with C-map tools should be prepared by a hands-on approach within the face-to-face 
meeting, this may be conducted in addition to Activity 1 in the face-to-face meeting. This 
may have time management implications. The scenario digital content could also take a 
bigger focus on the aspect of searching and evaluating digital content. Therefore you 
should give a presentation on issues such as the validation of resources, different types of 
files and copyrights.  
 
Activity 1: Find your starting point (preparation task) 
 
Description: Discuss the goals of the tasks (overall task and tasks 1-3) and do the task 1 
to “find your starting point” (this activity must be done before the participants work on the 
scenario, that is either in the previous face-to-face meeting or during online group ses-
sions)  
 
Resource: Task 1 of scenario (online learning material, see also appendix 1 to this manual) 
 
Activity 2: Hands-on animated gifs 
 
Rationale: Animated gifs are an easy way to make digital learning materials more attrac-
tive to young people. They could also be used to demonstrate some functions processes 
or connections of a topic in an illustrative and entertaining way. Therefore they can moti-
vate the students to work on subjects that may be usually unattractive to them. 
 
Description: Participants search for images they want to integrate into a gif-animation and 
use the freeware design-tool gimp to create an animated gif to decorate the digital learn-
ing material or illustrate some topics with the animation.  
 
Resources: Time 30-60min, use gimp a freeware design tools for images (www.gimp.org), 
video tutorials on “how to create animated gifs” can be found online on videos-platforms, 
e.g. YouTube. 
 
Activity 3: Find and evaluate digital teaching materials 
 
Rationale: There are many digital materials for teachers on the Web that can support les-
son preparation and teaching. Some teachers may ask: “But where can I find practicable 
and innovative digital content for my lesson?” and “How do I select, which contents are of 
good quality?”  
 
Description: The participants look at the link section of the scenario and go on the search 
for teaching materials they could use in their subjects. Participants critically view the ma-
terials to see if they are thoughtful and well designed for their purpose. Then they decide 
on one example of good quality material, download it and present it in the group. Finally, 
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general quality criteria for online teaching material could be taken from the examples in 
the group and posted on to the learning platform.   
Resources: Time 20min, Internet and online learning materials to scenario digital content, 
flipchart or whiteboard 
 
Activity 4: Hands-on production of teachers- and learners-podcast (audio) 
 
Rationale: Podcasts are an easy way to broadcast self produced audio files to everyone 
with internet access. For most young people, it is a normal everyday activity to exchange 
audio files using their mobile devices or online. In a didactical perspective, one can argue 
that the auditive mode and other modalities like the sense to touch are often neglected in 
the design of learning materials, in favour of the visual modalities, e.g. written language 
and symbols. To foster the auditive learner, podcasts are a good endorsement to other e-
learning and mobile learning contents. 
 
Description: The trainer shows the participants the basic functions of a freeware for audio 
recordings, e.g. audacity. Then they go in pairs and make a short recording, which simu-
lates a podcast for their students to a topic of their actual school practice.  
 
Resources: freeware audacity - http://audacity.sourceforge.net  

2.6 Scenario - Gamebased / Playbased Learning: 

Aims: This scenario deals with computer gaming culture, media education concerning 
computer games and the integration of computer games into teaching and learning. The 
aims are to introduce the participants to the concepts of play-based and game-based 
learning and to explore the possibilities of gaming for learning and teaching purposes. 
 
Information and Reflection: The presentation of the lesson could include the reference 
to playing of the games, if there were any included in the conducted lessons. Participants 
should then be asked to give a short description of their lesson plans to the audience and 
to report about successful results and difficulties. This reflection should include both what 
was successful and what was not. The next step is to discuss what problems lead to the 
difficulties and how they can be resolved for next time and turned into successful ap-
proaches. There could also be further reflection on the didactical potential of some games 
for learning different skills and competences, which are also relevant within the subjects of 
the participating teachers. 
 
Activity 1: Find your starting point (preparation task) 
 
Description: Discuss the goals of the tasks (overall task and tasks 2-5) and do the task 1 
to “find your starting point” (this activity must be done before the participants work on the 
scenario, that is either in the previous F2F meeting or during online group sessions)  
 
Resource: Task 1 of scenario (online learning material, see also appendix 1 to this manual) 
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Activity 2: Didactical potential of computer games – testing and evaluation exercise 
 
Rationale: To play a computer game is a completely different activity and experience than 
simply watching a person a play computer game. To understand the fascination of a given 
computer game and to analyse its benefits, learning potential and problematic content, 
one must play the game and reflect on the gaming experience. For the evaluation part one 
must have or develop criteria and exchange them with others.   
 
Description: Participants should test one computer or console game to evaluate its didacti-
cal potentials for learning and teaching. This could be done at home, before the face-to-
face meeting or after the face-to-face meeting (then the exchange is conducted online in a 
virtual group session or on a forum). The results are presented and discussed in the group 
either in the face-to-face meeting or online in a separate forum on the e-learning plat-
form. 
 
Resources: Time 20min (40 if testing is included), computer with internet access, scenario 
learning material on “quality criteria of computer games” (see appendix 1) 
 
Activity 3: Play and reflect upon multiplayer network gaming 
 
Rationale: Playing a multiplayer game can be understood as a form of social learning ac-
tivity. The challenge and communication within the gaming fosters a lot of competences 
and abilities. Teachers can profit from this experience  
 
Description: Download and play the free to play game “trackmania” within the group. This 
should be played in a multiplayer network, although the game allows also single player.  
 
Resources: Time 15-20min, Local Area Network (LAN), www.trackmania.com 
 
Activity 4: Level design and construction challenge – a form of play -based learning  
 
Rationale: Many games include a level designer or construction tool, which allows players 
to be creative and design their own game worlds, e.g. racetracks in the game trackmania. 
Teachers learn in this activity what's meant by play-based learning by playing with the 
possibilities of the game, which is also to test and experience its limitations. 
 
Description: The participants construct own racetracks on their computer. Then they 
change the computers to play the racetracks designed by the others.  
 
Resource: Time 30min, www.trackmania.com 
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Lesson Example „ Akrasia“ 

Short Overview 

Topic Drug abuse/addiction, gaming experience, 
metaphors 

Target Group 12+ 
Time in class 2 x 45 min 
Learning materials  Game 

http://gambit.mit.edu/loadgame/akrasia.php 
(download for free), 
Additional Information and learning material ei-
ther about drug abuse and addiction or meta-
phors 

Technological Equipment Computer with connection to the internet for the 
whole class; 
Requirements: 

• Windows 2000/XP/Vista (Windows XP 
recommended) 

• 700 MHz Pentium III or equivalent 
• 512 MB of RAM 
• 64 MB 3D video card 
• 36 MB HD space 

You will need administrator rights in order to 
install the game downloaded. 

Learning Goal 

Students learn to reflect on what they feel and experience while playing a computer game. 
They are guided to reflect on what “addiction” means. The game serves as an input for 
the topic “drug abuse” and “addiction”. 
It may also serve as a modern example of a metaphor, and may be used in combination 
with a poem on addiction to compare the way of expressing feelings through different 
media. 

Description of the game 

(taken from: http://gambit.mit.edu/loadgame/akrasia.php) 
 
Akrasia is a single-player game that challenges game conventions and is intended to 
make the player think and reflect. It is based on the abstract concept of addiction, which 
is expressed metaphorically throughout the game. 
 
Spoiler Warning! The game is set in a maze that represents the mind. The maze has 
two states – a normal and a psychedelic state. To enter the game, the player has to col-
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lect a pill-shaped object and thus enters the game as "addict". From "chasing the dragon" 
and the experience of dependency to working your way through "cold turkey stage" where 
willpower is mapped onto navigation skills, this game models the essential dimensions of 
the addiction gestalt as identified by its creators. 
Depending on player behaviour and choice, the game can have various outcomes that re-
flect this behaviour. Someone who tries to shake the habit as quickly as possible will find 
herself in a different situation at the end of the game than someone who indulged in chas-
ing the high. Unlike many other games where the player is forced to learn a specific be-
haviour in order to win the game, this game gives the player a lot of freedom in regard to 
the realization of the game as text. The interpretation of the game is different depending 
on how the game is played, thus Akrasia is a prime example of a dynamic, player-
dependent meaning generation. 
 
The game is meant to be played several times until all the connections between its various 
elements – the high-score, the life bar with its symbols, the two creatures that inhabit the 
maze in its two states, etc. – are decoded and its underlying meaning reveals itself. But 
although every single element in the game supports one specific reading, the beauty of 
Akrasia is its interpretative richness. All the elements in the game make sense in regard to 
one reading, but it is not the only possible one. The experiences that shall be conveyed in 
every single stage of the game do not only fit one experiential gestalt, but a variety of 
structurally similar experiences. 
 
Akrasia takes the notion of "meaningful games" to the next level. Play it, experience it and 
put on your thinking cap. 
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Description of the lessons 

Lesson 1 

Students receive a short introduction to the game and its topic. Then the playing phase 
starts. Students are being asked to note down their impressions of the game after playing 
on the prepared sheets (see reflexion.doc on the platform). Students may play the game 
several times, in order to explore all the elements of the game. If there is time left, the 
experiences are being compared and discussed.  

Lesson 2 

The game served as a bridge to the topic of drug abuse and addiction. Now the most im-
portant signs of being addicted have been “experienced” in the game. Which where those? 
Ask students to sum them up. Now go on working with the usual learning materials about 
drugs and addiction. 
[A variation of this could be comparing the game with a poet about drug abuse e.g. a poet 
written by an addictive http://www.projectghb.org/addiction/ghb_addiction_poetry.htm,  
 

• How is addiction being demonstrated to the reader? 
• Which of the two is more involving and touching? 
• What elements does the game/the poem use to involve and touch you?] 
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Lesson Example „Me and my Games“ 

Short Overview  

Topic Computer gaming habits 
Target Group Different, depending on how detailed things 

are being elaborated 
Time in class 2 x 45 min 
Learning materials  paper, pen 
Technological Equipment Calculator  

Learning Goal 

Students learn to reflect on their computer gaming habits as well as reflecting on the 
games they are playing. They work in teams and exchange their gaming experiences. Stu-
dents are elaborating a framework to reflect and analyze computer games on their own. 
Further more they learn to express the questions they have on a specific subject, catego-
rize their thoughts and elaborate a questionnaire in teams. 

Description of the Lessons  

• The lesson starts with an input from a newspaper article about how dangerous 
computer games are. Students are being asked about their opinion. Questions to 
start the discussion: 

• What dangers does the article mention? 
• Do you agree with the article? 
• Which games are meant here? All computer games? Specific ones? 
• What other factors could lead to violent behaviour? 

 
Then the survey is introduced to the students. The following questions are tried to be an-
swered within the lessons: 
 

• What kind of computer games are there in general? Which genres do you know? 
How do they differ from each other? [students note them one by one on the black-
board] 

• Has playing a certain genre of games a connection to other things in live? Clothing, 
music, getting angry soon, favourite subjects, etc.?  

 
Students are asked to divide themselves into groups according to the genres they like. 
Each group works on describing elements of “their” genre that characterize it. What makes 
them different to other games? 
 
When everybody finished they report their description to the whole class. 
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Then the groups get back together and elaborate items for a questionnaire about com-
puter gaming culture. They search for items that maybe could have an influence on which 
computer game you might like. 
 
Together the class reports their items and works on a questionnaire together.  
 
Every student fills in the questionnaire herself/himself and searches two more children to 
fill it in. [Homework/during the break] 
Questionnaires are then being collected and evaluated. 

Hints  

For younger students or if less time is available you can also provide information about 
computer game genres (easy to find on the web, eg.:  
http://en.wikipedia.org/wiki/Video_game_genres# ) and you can also provide the ques-
tionnaire and concentrate on data collection and evaluation. 
 
 
 



  

ICTeacher-Training Manual 35 / 168 

2.7 Scenario - Mobile Learning: 

Aims: This scenario deals with approaches and tools of mobile learning and lets teachers 
explore how to use mobile devices in students’ learning processes. The further work on 
mobile learning should focus on parts of the scenario that may still be unclear to the 
group, include hands-on approaches and the reflection of the concrete conditions for mo-
bile learning in the participants schools, e.g. if there are (enough) mobile devices or if stu-
dents could work with their own, personal devices (for input see themes of the scenario).  
 
Information and Reflection: To prepare this meeting you could ask the participants 
(e.g. by email) to bring their personal mobile devices (phones, mp3-players, digital cams) 
with them, to facilitate the exploration of their functions in the hands-on part of the meet-
ing. Asking the participants to give a short description of their lesson plans to the audience 
and to report about successful results and difficulties will help structure the presentations. 
The next step is to discuss what problems lead to the difficulties and how they can be re-
solved for next time and turned into successful approaches. There could also be further 
reflection on the didactical potential of some mobile devices for learning different skills 
and competences, which are also relevant within the subjects of the participating teach-
ers. There could also be consideration of new ways to use mobile devices in excursion or 
to enable just-in-time assistance by the teacher.  
 
Activity 1: Find your starting point (preparation task) 
 
Description: Discuss the goals of the tasks (overall task and tasks 2-4) and do task 1 to 
“find your starting point” (this activity must be done before the participants work on the 
scenario, that is either in the previous face-to-face meeting or during online group ses-
sions!)  
 
Resource: Task 1 of scenario (online learning material, see also Appendix 1 to this man-
ual) 
 
Activity 2: Mobile audio, recording interviews for a report 
 
Rationale: Many mobile devices as mobile phones, smart phones, mp3-players have audio 
recordings functions. They can be used for investigative, self-managed mobile learning. To 
practice the techniques of recording, cutting and conducting audio interviews, teachers 
could do this in teams with the guidance of the trainer. This will help foster teamwork and 
enables the experience of mobile learning during a hands-on activity. 
 
Description: Prior to the face-to-face meeting, participants in groups of 3-5, work consider 
online (either by forum or Skype) a theme on which they want to create.  
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In the face-to-face meeting participants undertake a recording with their mobile devices. 
Subsequently, the trainer shows the participants how to cut the recording with audacity 
and create an audio report that may also include music and sound-fx. 
 
Resources: Time 1-2 hours, mobile devices with recording function, freeware audacity - 
http://audacity.sourceforge.net  
 
Activity 3: Mobile video – short movies  
 
Rationale: To plan and shoot a short movie in a team, is a social learning activity that fos-
ters visual and digital literacy, narrative competences and the collaboration in teams. By 
learning these media teaching techniques, teachers will to be able to implement them in 
their school practice, e.g. in drama course, history or language learning. 
 
Description: Description: Prior to the face-to-face meeting, participants in groups of 3-5, 
work consider online (either by forum or Skype) a theme on which they want to create a 
short movie.  
 
You should advise participants that that the story should be simple rather than complex 
and not include more than 5 to 10 scenes/clips. They work out a concept as well as which 
functions they have in the filming-team (actor, camera, sound). In the face-to-face meet-
ing they conduct the shooting of the short movies. The trainer shows the participants how 
to cut the material with windows moviemaker. 
 
Resources: Mobile phones or digital cams, pen and paper, windows moviemaker can be 
downloaded for free on the internet, for a broad introduction to video production see, 
http://web.archive.org/web/20061210123604/http:/evc.org/pdf/Hands_On_Guide.pdf (but 
bear in mind that the short videos, shoot by mobile devices, aren't recommended to match 
the standards of a video project with cams) 
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2.8 Final Meeting: 

To close the ICTeacher course a final face-to-face meeting is recommended. It may in-
clude the following elements: 
 

• It could open with an review of the scenarios and the experience of the ICTeacher 
participants 

• The competences the participants achieved by doing the scenario tasks, conducting 
and reflecting their lessons, should be part of a feedback round 

• This could lead to a discussion on further projects the participants work on to-
gether, after finishing the course, within their ICTeacher network.  

• The results of some lessons and activities could be presented in a “best of” vision to 
show the development the group has made 
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Appendix 1 – Learning Materials  

Scenario: Communication & Networking 

Title of scenario To use the Internet, to communicate and to build and maintain 
networks for teaching and learning.  

Aim This scenario seeks to help teachers make effective use of infor-
mation- and communications-technology to enhance the interac-
tion in the learning process (teacher-students, studen-student). 

Goal To be able to: 
1. Set up network communication environments that encour-

age interaction and teamwork 
• Reflect on the benefits and the disadvantage of virtual 

communication 
• Select suitable communication tools depending on every 

educational activity 
• Create protocols for communication tools educational uses 

(communication norms and participants roles) 
2. Use available communication tools to establish communi-

cation dynamics, team-work and inclusion 
• Organize and support online discussions 
• Organize online collaborative activities 
•  Encourage knowledge sharing in virtual communicative 

scenarios 
• Monitor students’ collaboration in an e-learning environ-

ment 
• Develop appropriate e-evaluation techniques for an online 

group context (product-process) 

Criteria for success 1. The student should be able to use communication and 
teamwork tools (platforms and social software) to work ef-
fectively within a group environment. 

2. The student should know why and how to use a certain 
tool for a task 

3. In general, the paper handed in by the course participant 
must be a reasonable, pedagogical, and didactical answer 
to the challenge set by the aim and goals of the scenario. 

4. The required number of pages (see below) must be met. 
5. The paper must be written in a language that is accept-

able in terms of a professional discourse. 

Tools and themes Tools: 
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• Blog 
• Wiki 
• Internet Forum 
• Chat 
• Social Networks 

Themes: 
• Characteristics of virtual communication 
• Teachers as E-Moderators 
• Working collaboratively 
• Young People and Social Networking Sites 
• Cyber Bullying and Netiquette 

Task1 (re criterion 
1): 
Helpful hints for the 
course participant 

Find your starting point … 
Consider and describe the most important requirements for a 
good group work. What would be different if the group were not 
together in a room but in a virtual room? 
What do you assume is positive, what’s negative? 
(1/2 – 1 page) 
Write down five possible sources where you can get information 
to a special question in your present teacher-life. 

Course tasks Overall task: 
You are required to plan, deliver and evaluate a lesson where the 
students have to use collaborative and informative Internet-tools. 
 
Task 2 (re criterion 1): 
Undertake a brief, informal survey of the existing digital skill lev-
els of the students. This could take the form of group work. 
(1 lesson � 1 page) 
 
Task 3 (re criterion 1): 
Review what tools students use to share information in a group 
environment. Select a learning activity that students would nor-
mally undertake in groups. 
(1 lesson � 1 page) 
 
Task 4 (re criterion 2): 
Propose/integrate the most suitable communication digital tools 
to develop the learning activity. Involve the students in this proc-
ess.  
(1 lesson � 1 page) 
 
Task 5 (re criterion 1): 
Discuss and agree with your students on appropriate monitoring 
protocols (norms, times and roles) for a group work 
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(1 lesson � 1 page) 
 
Task 6 (re overall task): 
Describe the concrete lesson as a teaching plan (one day – one 
week). 
Describe the plan (activities, time, material, etc.) 
Describe the choices you made along the way (reflection) 
Evaluate the lesson 
Hand in your teaching plan including your reflections on choices 
you had to make in the building of your plan.  
(5 pages) 

Online literature In German: 
Mit innovativen Mitteln heute für die Welt von morgen 
lernen 
http://derstandard.at/1237228284285 
(www.derstandard.at, 25. März 2009) 
In English: 
Best practice example - St George's School 
http://www.teachernet.gov.uk/wholeschool/Communitycohesion/
Community_cohesion_case_studies/engagement/cs4/  
Summary: The aim of this intergeneration project was for chil-
dren to interview their parents/grandparents to ascertain their 
origins. A 'Heritage Book' was developed which celebrates the 
differences and similarities within the school and local commu-
nity. 
In Spanish: 
Las herramientas de comunicación en el “aprendizaje mezclado” 
http://tecnologiaedu.us.es/cuestionario/bibliovir/blended04.pdf 
CABERO, J. (2004): Píxel-Bit. Revista de medios y educación 
(ISSN: 1133-8482), n º 23, 2004, 27-41. 
"Comunidades virtuales para el aprendizaje. Su utilización en la 
enseñanza" 
http://tecnologiaedu.us.es/cuestionario/bibliovir/jca14.pdf 
CABERO, J. (2006): EDUTEC. Revista Electrónica de Tecnología 
Educativa, 20,  
"La interacción en el aprendizaje en red: uso de herramientas, 
elementos de análisis y posibilidades educativas" 
http://tecnologiaedu.us.es/cuestionario/bibliovir/jca18.pdf 
CABERO, J. y LLORENTE, M.C. (2007), Revista Iberoamericana de 
Educación a Distancia, vol. 10, 2, 97-123 (ISSN: 1138-2783). 
La tutoría virtual: técnicas, herramientas y estrategias 
http://tecnologiaedu.us.es/cuestionario/bibliovir/tutoriavirtual.pdf 
LLORENTE CEJUDO , M. C.(2005), Conferencia presentada en 
Eduweb 2005 (Valencia – Carabobo – Venezuela). 
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Comunidades Virtuales y Aprendizaje Digital, Actas de EDUTEC 
03 
http://gte.uib.es/publicacions/comunica/edutec03/salinas_cv.pdf. 
Salinas, J. (2003), Comunidades Virtuales y Aprendizaje Digital, 
Actas de EDUTEC 03 
El trabajo cooperativo en entornos virtuales de aprendizaje 
http://cv.uoc.edu/~mcooperacion/aulas/Material_Curs_0/arxius/T
rabajo_cooperativo_EVA.pdf  
Montse Guitert y Ferran Giménez (2000), Aprender en la Virtuali-
dad, UOC. 
In Danish: 
Emneforløb med it i fokus (overskrift: kommunikation) 
http://materialeplatform.emu.dk/materialer/public_bogkort.do?id
=972166 
Fokus på læring i elevhøjde 
http://materialeplatform.emu.dk/materialer/public_bogkort.do?id
=266887 
In Hungarian: 
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Appendix 1 – Learning Materials  

Themes - Scenario Communication & Networking 

Introduction 

Communication and networking is something very common in class, especially when it 
comes to small projects that are being conducted. Usually students and teachers collabo-
rate in a face to face setting. If work groups are established at school, students collabo-
rate on a project during their lessons and teachers are there to watch the progress of all 
the groups’ work. They try to get an overview about each group’s working process and 
give their best to support those who need help. They make sure that all the students of 
the group are actually working, and that discussions are focusing on the group work’s 
topic and not on last weekend’s adventures. But sometimes it is hard work to get an over-
view of the whole social and work progress of each group. Here computer-based commu-
nication and networking tools can help. Applied properly, they provide the advantage that 
all communication that is going on is saved and stored – so the overview over each 
group’s working and communication process is provided to the teacher at any time. Sec-
ondly, the group work does not necessarily need to take place in the classroom. Students 
can conduct their own research individually and still work together on their project and 
discuss. 

Some YouTube videos (in English language) 

A Vision of K-12 Students Today 

http://www.youtube.com/watch?v=_A-ZVCjfWf8&feature=related 
This project was created to inspire teachers to use technology in engaging ways to help 
students develop higher level thinking skills. Equally important, it serves to motivate dis-
trict level leaders to provide teachers with the tools and training to do so. (bjnesbitt) 
Learning to Change-Changing to Learn 

http://www.youtube.com/watch?v=tahTKdEUAPk&feature=related 
Learning to Change Changing to Learn Advancing K-12 Technology Leadership, Consor-
tium for School Networking (COSN). (floyda007) 
Education Today and Tomorrow 

http://www.youtube.com/watch?v=Fnh9q_cQcUE&feature=related 
This video was created by Tom Woodward of Henrico County schools in Virginia. Tom 
used the work of Karl Fisch from Colorado who created a PPT using various quotes and 
statistics from "flat world" thinking. (shareski) 
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The characteristics of virtual communication 

Later on we will talk about the role of the teacher as an e-moderator. For this we have to 
understand how communication works and what the specialties of communication in a vir-
tual setting are. 

Four sides Communication model 

According to Schulz von Thun a message communicated consists of four sides: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
It is not only the content of the message, there are also other things expressed such as 
self revelation, the relation to the one the message is transmitted, and usually there is 
also an appeal being transmitted. These aspects are being transferred in a face to face 
context by the words that are being said, the sound of the voice, the facial expression as 
well as by gesture.  
But usually virtual communication lacks some these possibilities to express oneself. This 
might lead to misunderstandings in communication.  

Some aids have however become available to express oneself: Emoticons, that are being 
added to the written text in chats as well as in emails to add the dimension of feelings to 
the text being written. E.g.: 
 
:-) Standard Smiley (you are joking; satisfied)  
:) Standard Smiley for lazy people  
,-) Winking Smiley. You don't mean it, even if you are joking  
;-)  Winking Smiley See above  
:-> Follows a really sarcastic remark  
(-: Left handed Smiley  

Re-
ceiver 

Message 
 Sender 

Self revelation Content 

Relation Appeal 
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:-( Sad Smiley. You aren't joking; You are not satisfied  
:< Very Sad Smiley.  
:C Very Sad Smiley  
:-*  Kissing Smiley 

Résumé 

The message in a face-to-face communication is more than only the content of the mes-
sage. In a virtual world some of the parts of a “normal” conversation are missing. Emoti-
cons are helpful, but you always should be aware of this lack. 
 

Online literature 

In English: 
 
“The four sides model – Schulz von Thun” on Wikipedia.org 
http://en.wikipedia.org/wiki/Four_sides_model 

In German: 

Das Kommunikationsmodell von Schulz von Thun in Wikipedia.de 
http://de.wikipedia.org/wiki/Kommunikationsstile_nach_Schulz_von_Thun 
Der Mensch ist nicht für die virtuelle Kommunikation geschaffen 
http://www.wissenschaft.de/wissenschaft/news/152667.html 
(Doris Marszk, bild der wissenschaft, 06.08.2001) 

In Spanish: 

In Hungarian: 

In Danish: 

http://www.emu.dk/webetik/dokumenter/uv/case_kommunikation.doc 
http://www.emu.dk/webetik/undervisning/takt_tone/kommunikation.html 

Some YouTube videos (in English language) 

The Dangers of Virtual Communication 

http://www.youtube.com/watch?v=Ixl_i2yOEHc&feature=related 
Dr. Whosinberger explains that although there are many benefits of virtual communica-
tions, young people must beware of the dangers. (barbecker) 
Virtual Communication -- Design & Innovation 

http://www.youtube.com/watch?v=pECR2gGL9sg&feature=related 
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An interesting, informative and entertaining Video - This video shall enable you to effec-
tively recognize the phenomenon of Virtual Communication, familiarize yourself with the 
relevant developments and its current and futuristic usage as well as provide you with a 
direct experience of some of its representative applications. (perolal) 
Online Communication 

http://www.youtube.com/watch?v=Gw-zUOhSJKA&feature=related 
A serious yet amusing look at home online communication effects our lives. (jphoenixelon) 
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Working collaboratively 

Collaborative working is „working jointly on an activity or project“ 
(Oxford dictionary, 2006) 
 

Some benefits of the using of web-based applications of collaborative working 

• Saves time. Students can work either together or independently, either way con-
tributing to the overall success of their group. 

• Develops oral and written communication and social interaction skills. 
• Allows for interactions with students outside their class, school, city, state and even 

country. 
• Prepares young students for upper grades and the technology tools they will be en-

countering there. 
• Allows students who are unable to attend school to keep up with their peers. 
• Share ideas. 
• Increases student motivation. 
• Encourages the view of different perspectives. 
• Aids in metacognitive and evaluative thinking skill development. 
• Develops higher level, critical-thinking skills thanks to use of problem-solving ap-

proaches. 
• Encourages student responsibility for learning. 
• Establishes a sense of a learning community. 
• Creates a more positive attitude about learning. 
• Promotes innovation in teaching and classroom techniques. 
• Enhances self management skills. 
• Develops skill building and practice. Common skills which often require a great deal 

of practice can be developed through these tools, and made less tedious through 
these collaborative learning activities in and out of class. 

• Develops social skills. 

The role of the teacher 

Instructors play a vital role in facilitating online collaborative learning. Researchers indicate 
that strong instructor support, frequent instructor-student interaction, and superior organ-
izational skills are critical elements of successful online collaborative learning (Ku, Lohr, & 
Cheng, 2004). According to the Shank study, the competences of online instructors and 
those planning the use of online collaboration tools in a traditional classroom setting, are 
as follows: 
Administrative - The primary goal is to assure smooth operations and reduce instructor 
and learner overload. 

• Design - The primary goal is to assure successful learning outcomes. 
• Facilitation - The primary goal is to provide social benefits and enhanced learning. 
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• Evaluation - The primary goal is to assure that learners know how they will be 
evaluated and help learners meet objectives. 

• Technical - The primary goal is to assure that barriers due to technical components 
are overcome. 

(Taken from http://en.wikipedia.org/wiki/Computer-
supported_collaborative_learning#Benefits released under the Creative Commons Attribu-
tion-Share-Alike License - http://creativecommons.org/licenses/by-sa/3.0/) 

Online literature 

In English: 

Improving the effectiveness of collaborative group work in primary schools 
http://pdfserve.informaworld.com/392489_751318976_783186132.pdf 
Effects on science attainment 
(Ed Baines a; Peter Blatchford a; Anne Chowne a Institute of Education, University of Lon-
don, UK) 
 

In German: 

 

In Danish: 

http://www.forskningsnettet.dk/lom0105 
 

In Hungarian: 

 

In Spanish: 

 

Some YouTube videos (in English) 

Primary AFL - Collaborative Learning 

http://www.youtube.com/watch?v=w_hNCJ5ciho 
Park Lane Primary are looking at different learning styles to raise pupil self esteem, accel-
erate progress and foster pupil participation in their learning. 
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Teacher Pippa McGeoch removed ability settings in her Year 6 class with very positive re-
sults. Students became more motivated when working together with learning partners and 
sitting at mixed ability tables. 
In a mathematics lesson about co-ordinates, differentiation is achieved through the choice 
of success criteria. They peer assess each others letter-writing, focusing on informal lan-
guage. (TeachersTV) 
E-safety: Safeguarding learners online 

http://www.youtube.com/watch?v=WJ_BT_A6vtw 
Web 2.0 collaborative technologies are creating new learning opportunities but schools 
need pupils to be vigilant about the risks and responsibilities that are part of this. (har-
nessingtechnology) 
 
 
In the next chapter we will talk more about the role of the teacher as e-moderators. 
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Teachers as E-Moderators 

The use of web based tools does not reduce the teacher’s workload, it changes the nature 
of their work and it supports certain processes. When using virtual communication and 
collaboration tools to support group work in class, the teacher becomes a facilitator of 
group work: an e-moderator. An e-moderator has to initiate web based communication 
and interaction processes, as well as to facilitate and structure them. Therefore the char-
acteristics of online communication as well as of the different media used have to be con-
sidered.  

Synchronous and asynchronous communication 

Other than in classic classroom settings, virtual communication is either synchronous (per-
sons communicate at the same time, but not in the same place) or asynchronous (persons 
neither communicate at the same time nor in the same place). 
Virtual communication is very often text based (e-mail, chat, forum, blog, wikis, ...) and 
sometimes it is also possible to talk (Skype, web conferencing systems) or to see each 
other (when using a webcam). 
These characteristics of the tools that are being used to communicate in the working 
process are most important to an e-moderator. This influences the communication process 
to a large extent. If facial expression and the sound of the voice are missing in the com-
munication process, an important part of communication tends to get lost (see chapter 
“Characteristics of virtual communication”). 

Responsibilities of e-moderators 

Katja Bett and Birigt Gaiser have divided he responsibility of e-moderators into 4 distinct 
areas (cf. Bett/Gaiser 2004): 
1. Organisational and administrative role 
2. Motivational and emotional role 
3. Role as provider of content 
4. Role as teacher of didactical skills 
 
Organisation and administrational role 

An e-moderator has to ensure that the system (the platform, the forum, etc.) that is being 
used as communication tool is running properly. He/she also has to consider each stu-
dent’s possibilities to access the system used. It leads to frustration of students, if the tool 
they are supposed to use does not work properly. But sometimes this happens and the e-
moderator can think about possible ways of how to deal with this beforehand. 
Motivational and emotional role 
Group work demands identification with the group, active participation of each member as 
well as the commitment of each member. As in each group work, the teacher has to take 
care that the group is establishing. If the group is working together mainly in a virtual set-
ting, one has to care even more for the motivation of the group members and moderate 
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the emotions within the group. Virtual communication lacks of possibilities to express emo-
tions in comparison to a face-to face setting. This is why conflicts within a group might 
arise more easily due to misunderstandings. The teacher as e-moderator therefore has to 
take a closer look at the group process.  
Due to the fact, that virtual group work is not actually “watched” or “controlled”, student 
motivation might be lower. The e-moderator should guide the group and motivate it with-
out controlling all communication processes. It is good to have a separate “private area” 
for students to discuss and communicate and to be available in case of conflicts. In order 
to be informed about each student’s progress in group work it is sufficient to follow the 
discussions in the working areas. 
 
Role as provider of content 

Online discussions sometimes drift apart from the topic they initially were about. An e-
moderator has to make sure that the discussion still fits the forum threads topic. Most fo-
rums offer the opportunity to moderators and administrators to move posts to another 
thread. For example if your students start discussing organisational issues rather than 
topic related issues, you should tell them to discuss this in another thread. This provides 
consistent discussions and also makes the forum a place to look up information. If for ex-
ample organisational questions are collected in one forum thread, all students have the 
chance not only to ask questions, but can also easily look up answers to questions that 
have been asked by their colleagues before. 
Role as teacher of didactical skills 

In establishing web based training content, it doesn’t come down only to transfer tradi-
tional scenarios (e.g. lectures, exercises, seminars) to the Internet, but rather to create 
new scenarios, that meet the requirements of digital media. 
E-moderators are confronted with the task to understand the didactical added value of 
online scenarios and to implement them. 

Résumé 

An e-moderator has to take care of the lack of some sides of a „normal“ conversation. He 
or she has also to be aware that there are four main responsibilities, which have to be ful-
filled in their role: the technical / administrative setting has to work properly; the group 
has to work together; the discussion should fit the given topic and he or she has to under-
stand the new possibilities of digital media. 

Online literature 

In English: 

Who wants to be an e-moderator? 
http://www.learnerstogether.net/who-wants-to-be-an-e-moderator/105 
(Dr Gilly Salmon, learnerstogether.net, originally published in September 2002) 
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The Effect of a New Approach to Group Work on Pupil–Pupil and Teacher–Pupil Interac-
tions 
http://web.ebscohost.com/ehost/pdf?vid=2&hid=3&sid=256bb4e8-bd3b-4101-a27a-
5d231949bec3%40sessionmgr9 
(Peter Blatchford and Ed Baines Christine Rubie-Davies Paul Bassett and Anne Chowne) 

In German: 

E-Moderation, Katja Bett / Dr. Birgit Gaiser, e-teaching.org 
http://www.e-teaching.org/lehrszenarien/vorlesung/diskussion/e-moderation.pdf 

In Hungarian: 

 

In Spanish: 

 

In Danish: 

http://design.emu.dk/artikler/0301-moderator.html  
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Young People and Social Networking Sites 

This article is a summary of the publication:  
boyd, danah. “Why Youth Social Network Sites: The Role of Networked Publics in Teenage Social Life." 
Youth, Identity, and Digital 
Media. Edited by David Buckingham. The John D. and Catherine T. MacArthur Foundation Series on Digital 
Media and Learning. Cambridge, 
MA: The MIT Press, 2008. 119–142. doi: 10.1162/dmal.9780262524834.119 

The making of Social Networking Sites 

In 2002 one of the first social networking sites was launched – Friendster- as a website 
that contained profiles, public testimonials or comments, and publicly articulated, travers-
able list of friends. The intention was to meet potential business partners, but soon a wide 
array of activities was engaged, such as tracking down former schoolmates or even creat-
ing fictional profiles for entertainment purposes; bands used the site for connecting with 
their fans. 
Then, in 2003 MySpace was launched- a social networking site for musicians and their 
fans. But soon music fans also invited their friends, who were not especially interested in 
music. “Many began participating because of the available social voyeurism and the oppor-
tunity to craft a personal representation in an increasingly popular online community.” 
(boyd 2008, p. 119)  
The use of the platform differed between mid-twenties and teenagers. While the older us-
ers had fun in connecting with strangers, younger people more likely connected with their 
peers, they already knew or with celebrities they adored. 

Profile, Friends and Comments 

Social networking sites are based around personal descriptions of each participant, called 
profiles, which are more or less little homepages embedded into the social networking 
site. The style of these sites emerged out of dating services, which is why profiles usually 
prepare space to give information about: age, sex, location, interests, hobbies and a pho-
tograph. Also videos or images can be added to the personal profile page. Additionally the 
page also contains space to show a list of “friends” within the same network and the pos-
sibilities for others to leave comments or messages, usually visible to every network user. 
Usually users have to apply for “adding” a friend to their friend-list. 
By writing messages to one another via the profile sites, a lot of private conversations are 
becoming public, which users are usually not aware of. 

Participation 

As stated before, teenagers like to use social networking sites, because they want to con-
nect with their peers. Beneath all explanations Boyd has been receiving from young peo-
ple is a clear message: “the popularity of MySpace is deeply rooted in how this site sup-
ports sociality amongst pre-existing friend groups” (Boyd 2008, p.126) 
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Teenagers usually learn about MySpace from their friends- they join because they are be-
ing invited. The first step on the platform is to create their personal profile. By looking at 
other user’s profiles they become a sense of what is socially appropriate and afterwards 
they start to change settings and manipulate their profile in a way to express themselves. 
“At a basic level, the choice of photos and the personalized answers to generic questions 
allow individuals to give meaningful cues about themselves…. Through this process, they 
are socialized into MySpace—they learn both technological and social codes. While techno-
logical information gives them the wherewithal to craft a profile, the interpretation and 
evaluation of this performance is dictated by social protocols. MySpace profiles become 
yet another mechanism by which teens can signal information about their identities and 
tastes” (Boyd 2008, p.128) 
But although teenagers are able to present themselves is a different way to their offline 
identity, they still have to care that their presentation is received positively by their peers, 
most of whom they primarily know offline. 

Résumé 

Teenagers use social networking sites because they want to be connected with their, 
mostly pre-existing peer-group. Through creating their personal profiles they’re getting 
socialized, they learn the technological and social codes. With the profiles the teens can 
signal information about their identities and tastes. 

Online literature 

In English: 

Taken Out of Context - American Teen Sociality in Networked Publics 
http://www.danah.org/papers/TakenOutOfContext.pdf 
(Dissertation, Danah Michele Boyd, Fall 2008) 
Are social networking sites good for our society? 
http://socialnetworking.procon.org/ 
(© ProCon.org, a 501(c)(3) non-profit) 
Young People and Social Networking Services available at 
http://www.digizen.org/socialnetworking/ 

In German: 

Soziale Netzwerke 
http://samanthahutter.wordpress.com/ 
(WordPress.com blog) 
Stammtisch war gestern, soziale Communities sind heute 
http://www.medienkulturzentrum.de/index.php?id=214&PHPSESSID=1qscnrhadn3h45tjes
qjskodl2 
(© Medienkulturzentrum Dresden e. V. 2006-2008) 
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In Danish: 

http://loegstrup.blogspot.com/2009/12/twitter-i-klassen.html  

In Hungarian: 

 

In Spanish: 

 

Some YouTube videos (in English) 

Social Networking in Plain English 

http://www.youtube.com/watch?v=6a_KF7TYKVc 
A short explanation of social networking websites and why they are popular. (leelefever) 
What's So Great About Online Social Networking? 

http://www.youtube.com/watch?v=_8_D451cHm4&feature=related 
Co-founders of social networking sites Jaiku, Twitter and Dopplr discuss the benefits of 
online social networks. (ForaTv) 
Facebook and YouTube Five Years from Now 
http://www.youtube.com/watch?v=dXcWXiHgTZQ&feature=channel 
TechCrunch's Michael Arrington asks YouTube CEO Chad Hurley and Facebook CEO Mark 
Zuckerberg what their respective companies may look like five years into the future. (Fo-
raTv) 
Social Networking...Dangerous? 

http://www.youtube.com/watch?v=XZmWI5yTDOc 
The BBC comes to GHS to investigate the dangers of social networking amongst young 
people, and they show footage of the Year 12 production - 'Dotcom' - as well as interview 
one of the directors, Rohini. (macguffin) 
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Cyber Bullying & Netiquette 

Cyber Bullying 

Cyber Bullying (Cyber Mobbing, Cyber Stalking) is the durable, aimed insulting of persons, 
to threaten them with violence or to put them in a bad light with the aid of the modern 
communication tools, such as mobile phones and Internet. The offenders act usually 
anonymously out of an ambush.  

The victim has no place to hide, even at home he / she is reached by the modern commu-
nication media. Rumours are set through SMS, Skype, e-mail or Instant messenger and 
expand themselves quickly into the social networks. Also it is not easy to prevent, 
amongst others, the wide dissemination of embarrassing photos once they have been 
made public. Anxieties, depression, insomnia, a decline of school achievements and even 
suicidal thoughts may be consequences. 
 
Who are the victims of Cyber Bullying? 

Everyone who has a mobile phone or a computer with Internet connection (Bluetooth, 
WLAN etc) can be affected by Cyber Mobbing! Especially young people, who spend much 
of their free time on social networks, are at risk. International studies say that about 25% 
of the pupils have at least been exposed to this phenomenon. This abuse is not restricted 
to only pupils and students, even teachers can be subjected to this form of attack. For ex-
ample, there are Internet pages where pupils are able to rate their teachers. On the one 
hand this is helpful information, on the other, this opens a door to possibly name and 
shame their teachers. 
 
What to do? 

The best way is to ignore Cyber Bullies.Many Internet forums, Chats and Social networks 
give their users the possibility to “ignore” messages from specific members as also Emails 
from special senders can also be blocked or moved into a trash-folder. To change the 
username is another method. 
Cyber Bullies can be reported to the operators of a platform with the hope they will be 
banned. 
Cyber Mobbing is a criminal act and can be sentenced by law. For this it is important to 
have evidence such as screenshots, protocols, E-Mails or text messages. 
The police can trace the identity of a bully with the aid of the relevant providers. 
 
Cyber Bullying and educational training 

Cyber Bullying is a reality for pupils and students. Most of them do not know what to do 
against it and how to react to it. So, schools and teachers should inform their students 
and make them feel comfortable enough to talk about their experiences. 
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Netiquette 

Netiquette is a portmanteau word of net & etiquette and means “good behaviour in virtual 
communication”. Although international organisations try to determine conventions  

(e.g. http://tools.ietf.org/html/rfc1855) it is different in different communities. 

Netiquette has no juristic obligation; the owner of a communication network determines 
what is allowed and what is not. 
 
Some of the most discussed topics are 

Interpersonal behaviour: to avoid abusive, derogative or ambiguous statements. 
Readability of texts: correct use of syntax, correct use of capitalization; making a line 
not longer than 78 letters, not writing permanently in capital letters or not using too many 
colours. 
Every email should include a subject. 
Copyright: to know that there are legal rules for sending information from a third person. 
 
The main goal of netiquette 

… is to have pleasant communication with the participants of a communication network. 
As you see in the examples above, it is easy to have a nice conversation if you think about 
what would be enjoyable and comfortable for the receiver of your message. 

Résumé 

Cyber Bullying is, persistent, aimed insulting of persons with modern communication tools. 
Everyone can be a victim, especially young people. They often don’t know what to do 
against it. The responsibility of teachers has to be informing their pupils and providing 
enough security to talk about it. 

Online literature 

In English: 

Stop Cyberbullying – What is it, How it works, … 
http://www.stopcyberbullying.org/index2.html 
(© WiredKids, Inc.) 
Cyberbullying Research Center 
http://www.cyberbullying.us/ 
(© Cyberbullying Research Center) 
Cyberbullying Legislation -  
Why Education is Preferable to Regulation 
http://www.pff.org/issues-pubs/pops/2009/pop16.12-cyberbullying-education-better-than-
regulation.pdf 
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(The Progress & Freedom Foundation – Progress on Point, Volume 16, Issue 12, June 
2009) 
The Core Rules of Netiquette 
http://www.albion.com/netiquette/corerules.html 
(© 1990-2005 Albion.com and Seth T. Ross) 

In German: 

Cyberbullying - Übergriffe "signifikant gestiegen" 
http://derstandard.at/1246541372709/Cyberbullying---Uebergriffe-signifikant-gestiegen 
(www.derstandard.at, 3. Juli 2009) 
Cyber-Mobbing in Wikipedia.de 
http://de.wikipedia.org/wiki/Cyber-Mobbing 
Thema Cyberbullying – Jugendinfo.de für Bremen und Bremerhaven 
http://jugendinfo.de/themen.php/484/cyberbullying.html 
Die Netikette 
http://www.uni-leipzig.de/netikett.htm 
(Nach: Newsgroup: de.newusers; From: Joachim Astel) 

In Hungarian: 

 

In Danish: 

https://edublog.sdu.dk/download/Netikette.pdf  
http://www.emu.dk/webetik/cybermobning/index.html  
http://www.emu.dk/billeder/webetik/netikette.doc  

In Spanish: 

 

Some YouTube videos (in English) 

Childnet International - Cyber Bullying 

http://www.youtube.com/watch?v=fNumIY9D7uY 
This video illustrates the dangers of cyber bullying and offers solutions to the problem. 
(KLSSupport) 
Cyber-Bullying 

http://www.youtube.com/watch?v=nQ42Jwg6GhY&feature=related 
This video is one of the Merit Award winners in the School Digital Media Awards 2009 
(Singapore). It was inspired from Project Digital Citizenship, a Cyber Wellness Project by 
Mr. Kwan Tuck Soon. (mrkwan) 
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How to Follow Proper Netiquette Rules 

http://www.youtube.com/watch?v=6dRoclqDJh0 
Watch this video for a demonstration of "How to Follow Proper Netiquette Rules". (How-
cast) 
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Photo from „Lady Madonna“, taken from 
flickr 

Tools – Scenario Communication & Networking 

Blog 

 
 

Definition and description 

A blog is a kind of a website with consecutive mostly textual entries like a diary or a jour-
nal; normally it is an endless, reversely sorted chronological list. In a blog, the author of-
ten describes his or her daily life and his opinion to different topics.  
 
A blog is easy to use for the reader and for the owner who describes his life and states his 
opinion to different topics. The entries are primarily textual (others see “Some terms”). 
In many blogs the readers are allowed to leave comments or to initiate discussions about 
an article. In this case a blog is not only a one way medium but also a place for communi-
cation like a forum or an online newspaper. In many blogs you can subscribe to messages 
of another blogger (RSS). 
Most of the blogs are personal blogs, where the blogger describes their personal experi-
ences and adventures. Some blogs are non-personal blogs. The main purpose here is to 
publish information and comments. 
 
Some terms: 

photoblog a blog that focuses on photographs 
video blogging a blog that focuses on videos 
MP3 blog a blog that focuses on music 
podcasting a blog that focuses on audio files 
microblog another type of blog featuring very short posts 
  (up to about 140 characters) 
corporate (organizational) blogs a blog for business purposes 
blogs by genre e.g. political blogs, travel blogs (travelogs), fashion 
blogs, 
project blogs, edublogs, classical music blogs 
blogosphere the collective community of all blogs 
blog search engines are used to search blog contents e.g.: 
  Bloglines, BlogScope, Technorati 
 
Project blogs...  

record a project, detailing the end goal, procedures and status updates. 
On the one hand a ”project” can be a professional project of a company or an organisa-
tion, on the other hand a private project or a project of pupils in a school-class. 
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Edublog (educational blog): 

An edublog is a blog written by a person who is interested in education. There are blogs 
written by or for teachers, blogs made for classroom training. You can also find blogs 
about educational theories and policy. 
The entirety of educational blogs is called "edublogosphere" or "edusphere" (as a subset 
of the blogosphere), educators who blog are called edubloggers. 

How to ... 

Technically speaking, there are two categories of blogs:  
• blogs which are conducted by professional providers and made available to their 

clients as a service so that they can use them after registering. 
(e.g. Blogger, Twitter); 

• other blogs are run by the individual owner of the blog on an own webspace or 
server. For this, a special weblog publishing system to develop a blog is needed. 

 
A weblog publishing system (weblog software, blog software, blogware) is an easy–to-use 
content-management-system to create and administrate weblogs (support the authoring, 
editing, and publishing of blog posts and comments, with special functions for image 
management, web syndication (website material is made available to multiple other sites), 
and moderation of posts and comments. 
Here are some examples of blog software: 
b2evolution, Drupal, LifeType, Movable Type, Nucleus CMS, Serendipity, Textpattern, 
WordPress 

Possible uses 

The primary example for usage of private blogging is an online-diary: 

• Diary of your daily life 
• Holidays-(photo-)blog 
• Blog about special periods of life e.g. the time you tried to quit smoking or the pe-

riod you learned to play the guitar 
 
Teachers and trainers often use blogs to 

• record the progress of school projects 
• discuss educational topics with others 
• let others know their opinions about the educational-policy in their country 
• share teaching resources 

 
Students and pupils can use blogs to 

• work on projects although they are geographically separated from each other 
• talk about school policy 
• share their work 
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More and more bloggers use this medium as a “political stage”, to discuss socio-political 
issues or to comment social processes. Depending on ease of use and access, blogging 
becomes more and more a part of basic journalism (grassroot journalism) for everyone so 
that he or she can influence general opinions. 

Online literature: 

In English: 

http://edublogawards.com/ 
The Edublog Awards, the international and community based awards programme for the 
use of educational blogs. 
http://www.cealive.com/ 
Example of a blog of a college: The Campus Blog of The College of Engineering, Adoor 
http://edublogs.org/ 
Widely used edublog by teachers 
http://teacherlingo.com/ 
Community of teacher blogs. Including lesson-plans. 
http://edu.blogs.com/ 
Blog of one of Europe’s foremost experts in digital media for public services, particularly in 
education. 

In German: 

http://lehrerblog.jugend-und-bildung.de/ 
Blog für alle, die zum Thema Lehrersein, Schule, Schülerinnen und Schüler, Kollegen, Bil-
dungspolitik oder auch Hausmeister etwas loswerden wollen 
http://blog.focus.de/lehrer/ 
Blog in dem zwei Pädagogen erzählen, wie sie den Schulalltag mit Kindern und Eltern erle-
ben. 
http://www.lehrerfreund.de/ 
Ein Portal rund um das Thema Schule und Bildung. Im Vordergrund steht die Veröffentli-
chung von aktuellen News aus Bildungspolitik und Schule. Außerdem ausführlich kommen-
tierte Links zu Sites mit guten Materialien und Tipps und Unterrichtsmaterialien aus der 
Praxis, i.d.R. zu den Fächern Deutsch, Geschichte, Gemeinschaftskunde/Politik. 
http://www.brg-judenburg.ac.at/ 
Beispiel für einen Schul-Blog über die Aktivitäten der Schule, über die Lehrer und Klassen. 
http://eduweb.schule.at/wp/elsa/ 
Tagebuch einer Konferenz 

In Spanish: 
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In Hungarian: 

 

In Danish: 

http://www.youtube.com/watch?v=NN2I1pWXjXI/ 
animationsfilm om blogs  
http://www.emu.dk/gym/fag/en/inspiration/it/blog.html/ 
EMU-side om blogs i undervisningen 
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Photo from Andjam79, taken 
from flickr 

Wiki 

 
 
 
 
 
 

Definition and description 

A Wiki is a system of interlinked internet-pages. Users can not only read it, but also 
change it and add information to it. The term “wiki” means “fast” in the Hawaiian lan-
guage. 
The basic idea of wikis is to use the experience and the knowledge of a large number of 
people in order to create collective knowledge. For this reason, everyone is allowed to add 
information to and change the pages of a wiki. 
There are wikis for only a special company, a special department or for a special topic 
where only specialists are allowed to add or change entries.  
The one characteristic of wikis is the possibility to add and change articles; the other is to 
administrate versions of the articles – all changes made by users are documented – so 
wrong and false changes can be rolled back upon easily. 
The most well-known public wiki is Wikipedia, a free online encyclopedia.Everyone can 
post or change articles, but new changes will be revised and released by the original au-
thor and new articles are marked as recently posted and are going to be checked concern-
ing plausibility and their verifiability (external sources and references). 

How to … 

For editing wikis there is a special simplified content-managing-software (wiki-software, 
wikitext), e.g. MediaWiki. More and more wikis are making WYSIWYG ("What You See Is 
What You Get") editing available to users. The important thing is not to create a sophisti-
cated layout but an easy-to-use formatting and editing language. 
To edit pages in e.g. Wikipedia you only have to click on one of the “edit” or “edit this 
page” links. 
For documenting changes, your IP address will be recorded publicly in the page's edit his-
tory. If you are registered and have an account, this will not be necessary. 
You can create an own wiki for example for your school or your university, too. 
So-called “Wiki-Farms” are systems that allow for creating wikis automatically. 
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Here are some links (most of them in English): 

http://c2.com/cgi/wiki?WikiFarms 
The primary goal of this page is to help people to find good places to host their new wiki 
idea. 
http://wikispot.org/Create_a_wiki 
http://www.wikispaces.com/ 
http://www.surfnetkids.com/how_to_create_a_wiki.htm 
http://power-netz.de/mediawiki.php?gclid=COuC34LFzp4CFRyFzAodfC65qg 
(This one is in German) 

Possible uses 

In companies and organisations wikis are mostly used to make the knowledge of the com-
pany transparent, so that “Siemens knows what Siemens knows”. 
A possible use at school is to work collaborative on texts, e.g. to create a wiki for a special 
topic. 



  

ICTeacher-Training Manual 65 / 168 

Online literature 

In English: 

http://www.world66.com/ 
a travel guide organized as a wiki. 
http://www.scholarpedia.org/ 
Scholarpedia is a peer-reviewed open-access encyclopedia written by scholars from all 
around the world. 
http://www.wikiversity.org/ 
Wikiversity supports learning communities, their learning materials, and resulting activi-
ties. 

In Spanish: 

http://enciclopedia.us.es/index.php/Enciclopedia_Libre_Universal_en_Espa%C3%B1ol 
Spanish wiki encyclopedia 

In German: 

http://abitur.wikia.com/wiki/Hauptseite 
Dieses Wiki hat es sich zum Ziel gesetzt, Abiturienten bei ihren Vorbereitungen auf das 
Abitur unter die Arme zu greifen. 
http://chemipedia.de/mediawiki/index.php/Hauptseite 
Chemipedia ist eine Chemie-Wissensdatenbank, die von Freiwilligen in der ganzen Welt 
aufgebaut wird. 
http://www.schulwiki.org/wiki.cgi 
Dieses Wiki unterstützt LehrerInnen in Deutschland, der Schweiz und Österreich bei der 
Verwendung von Wikis im Unterricht. Kleinere Projekte mit Schülern oder Schulklassen 
können hier durchgeführt werden. 

In Danish: 

http://www.emu.dk/tema/web2/wiki/index.html 
fra EMU 

In Hungarian: 
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© Copyright Katy Walters and licensed for reuse 
under this Creative Commons Licence. 

Internet forum 

 
 
 
 

Definition and description 

An Internet forum (web board, message board) is an online-discussion site to express, ex-
change and archive thoughts, opinions and experiences. It is a modern blackboard. 
The communication in an internet forum is asynchronous, in the sense that it is not in 
real-time. 
An Internet forum is usually dedicated to a certain subject and may be subdivided into 
subtopics (sub-forums). The users leave postings, which can be read and answered by 
other users. Several postings on the same topic are called “threads”. 
There are three large groups of web boards: 
Most of the Internet forums are run by private persons without commercial interests and 
are free of charge. Another large group is handled by companies in the form of “help-
forums” for their products (support-forums). The third group is commercial but free to 
use, for commenting on films, products or services. 
Internet forums are usually guided by moderators. In order to start a discussion, the mod-
erator places an initial question to the topic or publishes newspaper articles, commentaries 
or similar. When appropriate, the moderators may subdivide the discussion topic into sev-
eral threads or write summary-postings. The moderators also take care of the Netiquette 
in the postings. 
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How to … 

You can join an existing forum or you can create your own forum. 
Most Internet forums require registration in the form of a username and a password. The 
registration may include the verification of one's age and a declaration of the terms of ser-
vice. In many forums you can subscribe so that you will be informed via mail, when there 
are new postings (RSS-feeds). In addition, it may even be possible to include multimedia 
elements or small user-pictures (avatars). 
The easiest way to build ones own forum is to use the possibilities provided by a forum-
provider. 

Some links: 

In English: 

http://www.createforum.net/ 
http://www.forumbuild.com/index.html 
http://www.atfreeforum.com/ 

In German: 

http://www.forenworld.at/ 
http://www.forum-gratis.com/index.html 
Eine kommentierte Link-Liste von kostenlosen Forum-Provider 

Possible uses 

• Students or pupils help each other with their problems on homework 
• Questions and answers for exam preparation  
• Parents and pupils pose questions to teachers 
• Tips and information from teachers to teachers 
• Start a discussion on how to use ICT in classroom 
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Online literature 

In English: 

http://forums.atozteacherstuff.com/ 
Teacher resources, lesson plans, themes, tips, printables, and more 
http://forums.eslcafe.com/teacher/ 
Teacher Discussion Forums (and teacher-stuff) 
http://www.teacherstalk.co.uk/forum/ 
A free resource for teachers to obtain support and advice from other teachers 

In German: 

http://www.forum-schueler.de/ 
A variety of forums for pupils 
http://www.lehrerforen.de/ 
Different forums for teachers and teacher-students 

In Spanish: 

 

In Hungarian: 

 

In Danish: 

www.skolekom.dk 
En helt særlig tjeneste for lærere og elever i Danmark  
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Photo from iboy_daniel 
taken from flickr 

Chat 

 
 
 
 

Definition and description 

Chat is a form of electronic communication over the Internet, primarily designed for either 
the direct one-to-one communication between two individuals or the text-based group 
chat. As oppose to e-Mail or Internet forums, the conversation in a chat is synchronous in 
the sense that it takes place in real-time. 
The classical conversation in a chat is text-oriented. In modern chats sounds or videos can 
be added.  
 
There are three main forms of chats: 

• Internet Relay Chat (IRC) IRC is a network of Internet servers through which indi-
vidual users can hold real-time online textual conversations. On these servers, there 
are “channels” to individual topics to which people can join. After joining, your 
messages are broadcast to all those listening to that particular channel. The users 
require the software to be installed on their computer or the chat program can be 
started in the form of a plugin, as it may be integrated in the Internet-browser. 
IRC is mainly designed for group-oriented discussion forums. 

• Webchat In a Webchat, the chatting is handled over the WorldWideWeb. One does 
not require special software to be installed as it is an integrated part of the web 
browser, thus making a Webchat more suitable for those technically less versatile. 
Compared with the IRC chatting here is limited on the specific website. 

• Instant Messaging The participants do not chat in a public chat-room, but directly 
amongst themselves, which requires that they all have the necessary software in-
stalled on their computer (e.g. ICQ, Microsoft Live Messenger). The software allows 
you to see which of your friends are online and chat with them. 
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How to … 

When you first enter a chat room you will have to register and then choose a nickname 
identifying you in the chat. 
The conversation in a chat is fast and often not in complete sentences using a shorten 
language form somewhat as used in SMS. Here you can find some help for the special 
chat-language: http://www.chatdefinitions.com/ 
The virtual conversation in a chat might lead to misunderstandings because some main 
parts of a normal conversation are missing – you don’t see the other person and you are 
not able to hear the sound of the words. Therefore some aids have arised to express one-
self: Emoticons that are being added to the written text to add the dimension of feelings 
to the text being written, e.g.: 
:-)  Standard Smiley (you are joking; satisfied)  
:)  Standard Smiley for lazy people  
,-)  Winking Smiley. You don't mean it, even if you are joking  
;-)  Winking Smiley. See above  
:->  Follows a really sarcastic remark  
(-:  Left handed Smiley  
:-(  Sad Smiley. You aren't joking; You are not satisfied  
:<  Very Sad Smiley.  
:C  Very Sad Smiley  
:-*  Kissing Smiley 
 
Some chats allow to ad picture-emoticons e.g.  
 

Possible uses 

• Participate in online discussions about your vocation with other teachers all over the 
world 

• Chatting is most popular among young people even though they tend not to like 
expressing themselves in a written form. So it would be interesting to work with 
pupils and students on using a chat room, the special language and about 
“chatiquette” (netiquette in a chat room). 

• Continue a conversation started in school at home with friends, and then back at 
school. 

• Getting the chance to get ”out of the box” and get other points of view. 

Online literature 

In English: 

http://teachers.net/mentors/ 
chatrooms for different kind of teachers and subjects 
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http://chat.proteacher.net/discussions/register.php 
a professional community for school teachers of all over the world! 

In German: 

http://www.4teachers.de/?action=chat&sid 
Chatroom für Lehrer 

In Danish: 

http://www.emu.dk/webetik/undervisning/chat_sms/index.html 
Websider om bl.a. chat og fora 
http://www.dpu.dk/site.aspx?p=11170&pureid=10653&puretype=proj&lang=dan&retur=1 
ITMF-projekt 

In Hungarian: 

 

In Spanish: 
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Graphic from Hannelore Vonier, taken 
from flickr 

Social Networks 

 
 
 
 

Definition and description 

Social networks are network partnerships that offer their partners social network services 
like: 
personal profile (public and restricted only to members) 
address register 
searching 
inviting other people to the network 
sending and receiving messages to / from other members 
receiving information about special events or about the modification of the profile of other 
members 
Social network sites are typical of Web 2.0. 
 
Most of the social networks have the goal to let their members keep in touch with others, 
to find old friends from school or work, or to find jobs and partners for business ventures. 
Social networks finance themselves by member contributions as well as different forms of 
advertising and sponsorship.  
Because the service operators have access to the social graphs of the members (they 
know the relationship between members), they have interesting data for target group ar-
ranged advertising. Social networks are often criticise due to their use of user information. 
Another point of critique is the suspicion that social networks are used by employers to 
control their employees. 

How to … 

Common social networks are: 
• Facebook 

Facebook members are categorized in university-, school-, job- and regional-
network. Every user has a personal profile page side with or without a photo or 
video. On a notice board, visitors of the profile can leave messages. Users can send 
public and personal messages. Other people can be invited to groups and events. 
Facebook also has a market place where users can place small ads. Members may 
also be informed about changes in profiles or new notices on pinboards. 

• XING 
is a social platform in which people can administrate their (mostly) commercial con-
tacts. One of the main features of XING is to show the private and personal rela-
tional-network between a single person and others. In the member-profile you can 



  

ICTeacher-Training Manual 73 / 168 

add personal and commercial data, leave contact wishes and present that what you 
have to offer. A new contact has to be confirmed. You can also decide what parts 
of your personal information shall be accessible.To be a member, you have to reg-
ister. A free membership has restrictions in the functionality (e.g. sending mes-
sages), as opposed to paying membership.  
XING has a lot of other functionalities, e.g. a large quantity of forums, closed user 
groups with special functionalities for companies or additional features for regional 
groups. 

• Twitter 
is a social network as well as a partly public microblogging-site.Registered members 
can leave short messages up to 140 characters. As in other blogs, users write about 
their daily life or express their opinions to different topics. There is the possibility to 
leave comments or to start discussions about a message. To write in Twitter is 
called “to twitter” and the messages are “tweets”.The social network results on the 
thing that you can subscribe the messages of other users (then you are a “fol-
lower”). The sender can decide whether he wants to make his messages available 
to all or only to a certain group of friends. 

Possible uses 

• Find your schoolmates or childhood friends. 
• Join a group of others with common interests 
• Join a social network and invite your students, as it is important for students and 

teachers to get to know each other. 
• Teachers can get a feeling for student culture 
• Teachers and students can keep in touch after the semester ends 

Online resources 

http://www.xing.com/ 
http://twitter.com/ 
http://www.myspace.com/ 
http://www.facebook.com/ 
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Scenario: Criticism & Reflection 

 

Criticism and reflection: The ethical and social implications of ICT  

Title of the sce-
nario 

Computer and Internet use in everyday life and activity 

Aim  Being able to appreciate the social and ethical conse-
quences of ICT  
Being able to describe and evaluate the role of ICT to spe-
cific areas such as diversity and political movements  

Goal  To be able to:  
• Identify those factors that influence access to and 

use of ICT  
• Reflect on the benefits and disadvantages of using 

ICT in political movements  
• Describe the concept “digital divide” and locate the 

reasons why it exists  
• Describe and critically review the concept of “digital 

natives”.  
• Reflect on the ethical implications of ICT use  
• Define and evaluate the benefits of open source 

software  
• Access and discuss the major EU initiatives con-

cerned with ICT  
• Describe a range of non-technical factors that influ-

ence the use of ICT  
 

Course Task  You are required to plan, deliver and evaluate a lesson 
looking at the social and ethical implications of ICT, ICT and 
diversity (age would make a good example although other 
socio-economic aspects can be employed). Other possible 
topics could be political or social movements or egovern-
ment  
 
Lesson plans could follow the following suggestions: 
1. Carry out an informal survey of the class to establish 

what is the level of access to ICT within the student 
group. This could include broadband access. The 
survey could also look at what participants use ICT 
for. Discuss the reasons for any variation revealed. 
Compare the survey results with information relating 
to global ICT access. You could also look at regional 
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data. Refer to EU initiatives designed to expand ICT 
participation. 

2. Depending on the age of the students, discuss the 
ethical implications of ICT. Here you could look at 
downloading and consider questions such as is it 
right to download? And what are the consequences 
of downloading? Focus on ethical rather than legal 
issues 

3. A range of further topics is outlined on the Themes 
Section below. 

Task:  
• Describe the possible resources that could be used in 

this activity  
• Locate the source of these resources  
• Define the criteria used to select the teaching mate-

rials  
• On completion of the lesson, evaluate the effective-

ness of the chosen resources.  
• Assess the impact of the lesson of students’ appre-

ciation of the ethical and/or social impact of ICT  
• Initiate the development of a toolbox, such as wiki 

(see tools below) containing local resources and links 
to resources that can be used in later teaching ses-
sions  

 
Criteria for success   

• The participant will be able to design, deliver and 
evaluate learning activities that focus on the ethical 
and social implications of ICT 

• Specific outcomes will be: successfully search and lo-
cate online or offline material (his should include 
sites such as Google scholar); the application of rele-
vant education criteria to select appropriate multi-
media materials concerned with the scenario; de-
velop own or use existing case studies to discuss the 
social and ethical implications of ICT. 

• The participant can identify and discuss a range of 
ethical and social issues associated with ICT 

• The paper submitted by the student must adhere to 
appropriate academic standards  

• The course participant must reflect and comment on 
the appropriate categories mentioned in the “Tools 
and Themes 

• The required number of pages must be met 
Themes Issues to consider: 
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1. How real is the digital divide? Exam the distribu-

tion of technologies between social groupings. Look 
at the level of access through broadband. How 
widely available is mobile online access? Is there 
gender, age, class, and /or ethic grouping differ-
ences to levels of access to ICT? What policies are 
being adopted to overcome the digital divide?  

2. How are the aged portrayed on the internet? 
Look at the images concerned with age on the Inter-
net. Look at images about Internet use, e.g. the lat-
est advert campaign for Windows 7. What is the 
stereotype of older people and technology? How 
valid is this stereotype?  

3. Can ICT encourage involvement in the democ-
ratic process? How widespread is e-voting? What 
polices have been adopted to encourage e-voting? Is 
it technically possible to have extensive online vot-
ing? Would e-voting increase or decrease the digital 
divide? What are the technical and social barriers to 
expanding e-voting?  

4. How valuable are Web 2 tools in bridging the 
digital divide? Describe a range of Web2 tools. 
What are the tools used by the students? What are 
the most popular Web2 tools? Who uses Web2 tools? 
Can any of these tools be used to bridge the digital 
divide? If so, why and how? If not, why not?  

5. What contribution can open source group 
software such as OpenOffice make to the use 
of ICT? Describe and locate access to open source 
software (OSS). What makes this software different 
from say Microsoft’s software? What are the benefits 
of OSS? Identify problems with OSS. Does OSS have 
a role to play in decreasing the digital divide? 

Tools This is a list of possible web2 facilities you could use to un-
dertake this module. 

• Social Networking technologies: focus on build-
ing and reflecting social network or social relation-
ship among people, e.g., who share interests and/or 
activities. This tool is fully described in the Module 
covering Communications  

 
• Discussion/ fora tools: An Internet forum, or 

message board, is an online discussion site. This 
toolis fully described in the Module covering Commu-
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nications  
• Moderating online discussions: the moderators 

of online forums are uses of such forums but who 
regulate both access and content of the forums. A 
moderator can fulfil a number of roles such as: ad-
vice centre, control the etiquette of the forum, man-
age membership of a forum, and editing content.  

• Online collaboration tools: A blog (a contraction 
of the term "web log") is a type of website, usually 
maintained by an individual with regular entries of 
commentary, descriptions of events, or other mate-
rial uch as graphics or video. A microblog is a tool 
that  

• allows for short, often one sentence, blogs. Tweeting 
is an example of a microblog. These tools are fully 
described in the Module covering Communications.  

• A wiki is a website that allows the easy creation and 
editing of any number of interlinked web pages. This 
tool is fully described in the Module covering Com-
munications 

Best practice Park Community School in Havant, Hampshire  
 
http://news.bbc.co.uk/1/hi/school_report/7252429.stm 

Websites http://www.wisepedagogy.org/groupwork.shtml  
http://www.edtec.unsw.edu.au/inter/dload/flex_ed/guides/s
tudentV/GroupsOnline.htm  
http://www.mdfaconline.org/presentations/Online_Group_
Work.ppt#257,2,Successful Component  
http://www.adelaide.edu.au/clpd/online/assessonline/effecti
velrng/  
http://webpaproject.lboro.ac.uk/  
http://getvanilla.com/  
http://www.designingforlearning.info/services/writing/ecoac
h/ 
tenbest.html  
http://cetnj.ataccess.org/resources/atk12/bp/cooperative.ht
m  
http://www.iqat.org/best_practices.php 
http://www.educationworld.com/a_tech/tech/tech055.shtml 
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Introduction  

Frequently we are asked to accept that Internet technology embraces all our lives. How-
ever, the reality is that not everyone is either connected to or has direct involvement with 
the emerging technologies. Issues such as privacy, illegal downloading, the nature of 
online social relationships, ownership of data, and children using the Internet are some of 
the common areas of concern. This module seeks to investigate the social and ethical is-
sues associated with ICT. It is hoped that the module will encourage the creation of teach-
ing sessions that will challenge a number of generally accepted views about the relation-
ship between ICT and society. The following materials cover a range of issues that could 
form the basis of interesting and lively lessons.  
There is a significant amount of research in a range of media about ethical and societal 
issues of ICT that is easily accessible and searching and selecting appropriate data could 
form the core of student assignments. To help start, you will find access to a range of se-
lected videos on the following websites: 
http://www.wallwisher.com/wall/ICteacherscenario 
http://www.wallwisher.com/wall/critreflect2 
 
You can build your own “wall” of resources. It’s easy. 
One final note, all of the references mentioned below are in English but there is much re-
search in this area that has been published in other languages. 

The Digital Divide  

The term digital divide refers to the gap between people with effective access to digital 
and information technology and those with very limited or no access at all. It includes the 
imbalances in physical access to technology as well as the imbalances in resources and 
skills needed to effectively participate as a digital citizen. In other words, it is the unequal 
access by some members of society to information and communication technology, and 
the unequal acquisition of related skills. The term is closely related to the knowledge di-
vide as the lack of technology causes lack of useful information and knowledge. The digital 
divide may be classified based on gender, income, age and race groups, and by locations. 
The term global digital divide refers to differences in technology access between countries 
or the whole world.  
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Figure 1 below indicates that there is a global disparity of Internet users.  
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Figure 2: The Global Digital Divide Source: United Nations 
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The digital divide can be expressed in many forms. For instance it has been estimated that 
80% of the content available from the Internet is in English, a language understood by 
just 10% of the world’s population.  
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As the following chart shows, the digital divide not only results for a range of factors but 
can contribute to a continuing cycle of disadvantage. 

 
The digital divide can also be expressed in local environments and as Eynon (2006) argues 
that “reducing the digital divide is a complex task, particularly as it is a constantly shifting 
target. Even though a growing number of people now use the internet in the UK, there are 
differences in the quality of access to the internet and the kinds of activities people use 
the internet for.”  
 
Eynon’s research highlights the continuing need to revisit and re-work the notion of the 
digital divide since it involves more than simply access to technology but also should em-
brace the ways in which we use ICT. In this context Seong-Jae Min (2010) notes that digi-
tal divide research is now focused on the so-called second-level divide, which concerns 
Internet “usage” divides. Min's research suggests that while the first-level divide was asso-
ciated with sociodemographic factors, the second-level divide is associated with factors 
such as motivations and Internet skills. Min illustrates this by using an example of the sec-
ond-level digital divide—the democratic divide. Min argues that the “democratic divide 
concerns the differences between those who actively use the Web for politics and those 
who do not.” Min’s analysis appears to vindicate the view that “there is a democratic di-
vide where political Internet users are individuals with high Internet skills and political in-
terest.” 
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We see here a direct overlap between the notion of the digital divide and political move-
ments. 

Open Source Software 

Open source software is very often developed in a public, collaborative manner. A good 
example of open source software is OpenOffice which is a suite of programs that mirror 
programs such as Office. More information can be found at http://www.openoffice.org/. 
Wikipedia describes Open-source software (OSS) as computer software that is available in 
source code form for which the source code and certain other rights normally reserved 
for copyright holders are provided under a software license that permits users to study, 
change, and improve the software. Open source licenses often meet the requirements of 
the Open Source Definition. Some open source software is available within the public do-
main. Open-source software is the most prominent example of open-source development 
and often compared to (technically defined) user-generated content or (legally de-
fined) open content movements. The term open-source software originated as part of a 
marketing campaign for free. A report by Standish Group states that adoption of open-
source software models has resulted in savings of about $60 billion per year to consumers.  
Open source software is often free and is increasingly available for a range of activities 
associated with ICT including those required for educational purposes. 

Digital divide and e-democracy  

The theoretical concepts of e-democracy are still in early development, but many scholars 
agree that blogs (web logs), wikis and mailing lists may have significant effects in broad-
ening the way democracy operates. There is no consensus yet among scholars about the 
possible outcomes of this revolution; it has so far shown promise in improving electoral 
administration and reducing fraud and disenfranchisement; particularly positive has been 
the reception of e-government services related to online delivery of government services, 
with portals (such as United States USA.gov in English and GobiernoUSA.gov in Spanish) 
used as intermediaries between the government and the citizen, replacing the need for 
people to queue in traditional offices.  
 
One of the main problems associated with the digital divide as applied to a liberal democ-
racy is the capacity to participate in the new public space, the cyberspace - as in the ex-
treme case, exclusively computer-based democratic participation (deliberation forums, 
online voting, etc) could mean that no access meant no vote.  
 
Therefore, there is a risk that some social groups — those without adequate access to or 
knowledge of IT — will be under-represented (or others over-represented) in the policy 
formation processes and this would be incompatible with the equality principles of democ-
racy. Proponents of the open content, free software, and open access social movements 
believe that these movements help equalize access to digital tools and information. How-
ever, as the section on digital divide indicates there is much more work to be done before 
we can be confident that e-democracy will accessible to all. 
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E-Voting  

Electronic voting (also known as e-voting) is a term encompassing several different types 
of voting, embracing both electronic means of casting a vote and electronic means of 
counting votes. Electronic voting technology can include punch cards, optical scan voting 
systems and specialized voting kiosks (including self-contained Direct-recording electronic 
(DRE) voting systems). It can also involve transmission of ballots and votes via tele-
phones, private computer networks, or the Internet.  
 
Electronic voting technology can speed the counting of ballots and can provide improved 
accessibility for disabled voters. However, there has been contention, especially in the 
United States, that electronic voting, especially DRE voting, could facilitate electoral fraud. 
Polling place electronic voting or Internet voting examples have taken place in Australia, 
Belgium, Brazil, Canada, Estonia, the European Union, France, Germany, India, Ireland, 
Italy, the Netherlands, Norway, Romania, Switzerland, the United Kingdom and Venezuela.  

Age and the digital Divide  

The evidence shows age is a factor that influences access to and the use of Internet tech-
nologies. The “generational digital divide” is a term used to describe the gap between age 
sectors and use of ICT. It is also know that this particular form of digital divide is experi-
enced most intensely within lower income families. However, the evidence also suggests 
that it is possible for older adults to become digitally empowered, especially in the area of 
learning, by acquiring skills and experience in interacting with information and communi-
cation technologies. 

ICT and political movements 

The relationship between ICT and political movements has formed the focus of significant 
research in the recent past. A Google search using the parameters ICT and political 
movements in English results in over 29,000 research papers and citations. The issues 
covered range from participation in local campaigns to mobilisations for international social 
events. For example Jim Crowther, Akiko Hemmi, Ian Martin Eurig Scandrett (2008) have 
written about learning through ICTs in social movements and looked at the UK govern-
ment’s consultation proposals on informal adult learning, which recognised the importance 
of self-directed learning, learning in social movements and learning which involves the use 
of information and communication technologies (ICTs) (DIUS 2008). As they outline, their 
“research examines the role of technologically enhanced learning in environmental justice 
movement in Scotland through three case studies. Two involve community-based cam-
paigns: one against fish farming in the North West of Scotland; the other is an account of 
an occupational health campaign over working conditions in a micro-chip processing plant 
in the industrial belt of Scotland. The third case study involves the national organization, 
Friends of the Earth Scotland (FoES)”.  
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A significant conclusion of their research “which is likely to become more important in the 
future, is the use of social networking sites for environmental action. As the availability of 
interactive technologies becomes widespread, these sites will become more important for 
social activists’ learning and doing.”  
 
Taking a wider view of political movements Garrett (2006) notes that ICTs “are changing 
the ways in which activists communicate, collaborate and demonstrate. From cell-phone 
coordinated protest against the World Bank to software built to circumvent state-
sanctioned censorship examples of changes in the social movement landscape abound”  
 
Other researchers such as Anne-Marie Oostveen (2010) look at specific uses of ICT by po-
litical and social movements. Oostveen focused specifically on emails and she concluded 
that ICT “can be used in many ways by grassroots groups, such as educating, building a 
community, lobbying, recruiting fellow advocates, facilitating mass media coverage, fund 
raising, increasing attendance at events, and arranging logistical detail. It is now cheap, 
effective, and quick to 'broadcast' information (such as newsletters, event notifications, 
surveys, media contact, action alerts) via websites or emails.” 

ICT and ethics 

The relatively recent diffusion of information communication technology, both in terms of 
breadth and depth, has been paralleled by an expansion of research focused on the rela-
tionship between this technology and ethics. Departments, journals and journal articles, 
conferences, books and research projects, involving public and private funds, seek to in-
vestigate a wide range of issues where ICT both creates and is a possible provider of solu-
tions to significant problems. This has been particularly so since the development of web 
technology. Computing ethics is therefore a growing field with educational institutions in-
creasingly providing a range of courses on the topic. 
Issues associated with what is right or wrong when using the Internet figure prominently 
in discussions about the use and abuse of ICT. However, often the discussion revolves 
around which ethical approach to adopt, and whose ethical position to follow. Collste 
(2009) argues that the world wide use of information and communication technology is 
one aspect of globalisation. In the ethical discussion of the implications of ICT the right to 
privacy is in focus. However, ICT-ethics has been developed in a Western context and 
hence, privacy might be a Western value without relevance in other cultures. Here we see 
the tension arising out of the widespread use of technology and its impact on traditional, 
formerly, independent conventions.  
Górniak-Kocikowska (2007) suggests that “global ICT ethics should be an ethics focusing 
on the dynamics of the relationship between the weak and the strong, the rich and the 
poor, the healthy and the sick worldwide – and it should explore the ethical problems from 
the point of view of both parties involved.” She argues that in this way Global ICT Ethics 
can have a truly communicative character, and it can become an ethics that will be both a 
co-creator and also a result of a democratic process. 
Some researchers  Duquenoy, Martens and Patrignani (2010) argue that there has been a 
tendency in European schooling to focus on “teaching pupils how to use ICT for their 
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school work, and of course as part of a wider educational approach aimed at improving 
“digital literacy” and students’ employment opportunities. As a result the ethical issues as-
sociated with ICT tend to form a small, if that, part of the discussion with children about 
ICT.”  
This is a subject area that is likely to develop during the immediate period and is one that 
figures in many teacher training programmes. Bringing this discussion into the classroom 
can lead to a vigorous debate about issues such as software and music/video downloads, 
notions of privacy and the role of responsibility when using ICT. 

Conclusion 

As can seen from the above and range of materials available on the wallwisher websites, 
there are a significant number of social and ethical issues that are connected with ICT. As 
you will discover in your research and classroom discussions, there is often not one simply 
solution to the problems associated with the use of ICT. The purpose of this scenario is to 
prompt lively and informed debate, depending upon the level of the students, about the 
use of the technology. In doing so, we hope that they develop a critical and reflective eye 
when looking at the technology. 
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Scenario Digital Content 

Title of scenario Digital Content 
Aim This scenario seeks to help teachers to be able to search, design and 

adapt elearning contents (digital contents resources that support learn-
ing) according to didactical criteria (attractive, simple, useful, practica-
ble, motivational, and so forth).  
 

Goal:  to be able to: 
 
1. Search and select existing elearning contents for teach-

ers: 
• Locate and use banks of digital resources, Learning Objects Re-

positories and Centers of Resources for teachers available on the 
Internet 

• Establish and apply criteria for selecting elearning contents. 
2. Create elearning content 

• Know and apply educational criteria for design of quality elearn-
ing content 

• Be aware of the potential of different digital media (audio, video, 
Image…) and their applications for elearning content design 

• Create different types of elearning content (e.g. Conceptual 
maps, or narrated presentations…) 

 
Criteria for suc-
cess:  
 

The student group will be able to design and adapt elearning content 
according to educational criteria. Specific outcomes will be to: 
 
1. successfully search and locate on the Internet appropriate digital 

resources to integrate in elearning content (pictures, sounds, 
animations, documents, webs…) 

2. The application of educational criteria to select and design 
elearning resources. 

3. To use of different educative software to develop elearning con-
tent (e.g. CMap Tools) 

4. To use different banks of digital resources, learning Objects Re-
positories and Centers of Resources for teachers. 

 
 

Tools and 
Themes 

Tools: 
 
 
Educational software for designing elearning content. E.g.: 
CMapTools or Exelearning or Wink or JClic or Hotpotatoes 
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Banks of digital resources 
• Spanish Education ministry resources online for teachers 
• colorvivo  
• corbis 
• free images 
• Free music and sounds 
• iconbazaar 
• Microsoft gallery 
• Morguefile 
• Picasa 
• Presentations ETC 
• SXC 
• Web art gallery 
• Flickr 

 
Learning Objects Repositories and Centers of Resources for 
teachers 
Spain: 

• EFELCREN Resources Centre 
• ISFTIC 
• EDUXUNTA 
• EDUCANTABRIA 
• JUNTA DE ANDALUCIA 
• Austria: 
• BILDUNG 
• EDUHI 
• e-LISA 
• Hungary: 
• SULINET 
• Italy: 
• SLOOPPROJECT 

 
England: 
BECTA 
 
Copyright 
Creative commons 
 
Themes: 
 
1. Introduction 
2. Educational Criteria for designing digital materials 
3. The potential of different media 
4. The process involved in materials’ design in education 
5. How to develop a Multimedia Conceptual Map with CMaptools 
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Helpful hints for 
the ICTeacher 
candidate 
 

Find your starting point… 
 
Consider the amount and type of digital content you use in your class-
room. 

• What type of educative materials do you use and in what for-
mats (printed, digital, both)? 

• What do you use it for?  
• How do you find it? 
• Do you produce your own? 
• What are the advantages and drawbacks of the materials you 

have used?  
• In general terms, do you produce your own materials or use ma-

terials produced by others? 
• Do you know how to publish digital contents in order for your 

students to use it in their learning process? 
• Do you know any Centres of Resources for teachers or educative 

content repositories? 
 

Course Tasks PRACTICAL ACTIVITY WILL BE DEVELOPED DURING FACE TO FACE 
SESSIONS WITH TRAINERS SUPPORT: TO DESIGN AND ELABORATE A 
MULTIMEDIA CONCEPTUAL MAP WITH CMAPTOOLS PROGRAM. 
 
Sub task/process: 
 
1. TASK 1 Draw your mind map on paper (concepts, relations 

among them and the hierarchal structure) and search suitable 
multimedia resources to include in your mind map (FACE TO 
FACE SESIÓN 1) (re criterion 1, 2 and 4) 

2. TASK 2 Develop your mind map in a digital format using CMap-
Tools Software (FACE TO FACE SESIÓN 2) (re criterion 3) 

3. TASK 3 Export your Multimedia Conceptual Map on web format 
(FACE TO FACE SESIÓN 3) (re criterion 3) 

 
LESSON PLAN PROPOSAL: Integrate the digital content developed 
through Face to face sessions in an educative activity and reflect on the 
experience: opportunities, problems, and needs to improvement of the 
material… 
 

Examples of 
best practice 

http://www.xtec.net/%7Eivilater/blogs/Weblog%2BEducacio.html 
 
 
http://www.lbarroso.com/downloads/tutoriales/Podcasts1.html 
 

Articles for in- http://www.sav.us.es/produccioninternet/tutoriales/cmaptools.htm 
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spiration http://cmap.ihmc.us/Support/Help/ 
http://cmap.ihmc.us/videos/index.php 
http://cmap.ihmc.us/Support/help/Espanol/index.html 
 
http://blog.educastur.es/cuate/2006/06/29/mapas-conceptuales-con-
cmap-tools/ 
 

Literature links Theme developed: One basic article be accompanied by complemen-
tary documentation to deepen teachers knowledge: 
 
Title “Media Design and Production in Education” 
Author. Carmen Fernandez Morante. University of Santiago de Compos-
tela 
 
This article is a literal translation from: Fernandez Morante, C. (2007): 
“El diseño y la producción de medios aplicados a la enseñanza” en Ca-
bero, J, (Coord.): Tecnología Educativa, Madrid, MacGraw Hill, pp. 105-
123. (ISBN 978-84-481-5613-8 ). rAll right reserved 
 
http://www.eduteka.org/Entrevista22.php 
 

 Themes not included, but maybe important for other scenarios or an 
advanced version of ICTeacher:  
 
Concept of SCORM-compliance (SCORM = The Shareable Content Ob-
ject Reference Model) http://www.scorm.com/scorm-explained/ 
 
Being able to Design accessible Digital content for people with disabili-
ties (according WAI rules) http://www.w3.org/WAI/ 
TAW: Accessibility test http://www.tawdis.net/ 
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Themes for scenario: Digital content: 

 This article is a literal translation from: Fernandez Morante, C. (2007): “El diseño y la producción de me-
dios aplicados a la enseñanza” en Cabero, J, (Coord.): Tecnología Educativa, Madrid, MacGraw Hill, pp. 105-
123. (ISBN 978-84-481-5613-8 ). All right reserved 

Introduction 

As Cabero states (2001a, 296) resources are curricular elements which, by their symbolic 
systems and strategies of use allow the development of cognitive abilities and values in 
the individuals in a specific context, facilitating and stimulating the intervention over real-
ity, the reception and understanding of the information from the student and the creation 
of different surroundings which promote the learning and development of abilities. This 
conceptualization suggests that: 

• Due to the symbolic systems and structures of the resources these can encourage 
specific cognitive abilities. 

• They are transformers of reality but not of the real world. 
• The use of any resource in the classroom can only be justified when there is a 

pedagogical reason for it (what, for whom, how). 
• Its possibilities in promoting learning will depend on the teaching strategies the 

teacher uses; therefore the teacher is the most significant element to define its in-
tegration in the learning/teaching process. 

• They do not act in a meaningless way but rather in a psychological, physical, organ-
izational, and teaching complex network of psychological dimensions. These can ei-
ther ease the process or obstruct it. 

• There is no “super-range” as the effectiveness of a resource depends on all of 
these variables and their objectives. 

Therefore, from this perspective the design of resource materials in education needs a 
process of decision-making and a clear idea of the context and the participants, the objec-
tives and the contents we aim to develop; and lastly the potential of the different re-
sources in order to present, focus and structure the information. As Delacòte (1989) points 
out it is not about learning for the sake of learning (offering stimulating surroundings) but 
rather to act with a specific objective and using a variety of resources allowing the teacher 
to develop knowledge. 

Educational Criteria for design digital materials 

Due to other technical criteria which have been overly exaggerated (interoperability, re-
usability, efficient action taken for the automatization of tasks from the “Semantic Web”), 
it is now more than ever that we need to recover the criteria and principles in teaching, 
which every resource materials designer needs to keep well in mind. These criteria were 
formulated before in Educational Technology. Caber and Gisbert (2005) synthesized in 
their handbook about designing multimedia materials seven essential teaching demands 
for these types of resources. Although these criteria were made specifically for multimedia 
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we consider them to be valid for general teaching resources and are therefore to be con-
sidered: 
 
1. Putting the technical component before the teaching component. Do not 

introduce too many “virtuosities” without a teaching purpose as this can distract the 
pupil from key information. We should aim for a balance in combining textual ele-
ments, graphics, animation, videos, etc 

2. Do not use unnecessary resources in teaching. More information does not 
mean more learning. Excessive or extensive use of resources can at times deflect 
pupils from the essential elements, for instance, taking too long to download from 
the Internet.  

3. Promote a dynamic and instructional design. Help the pupils to work through 
the materials to get the gist. There must be coherence between both the informa-
tion and simplicity (introduce meaningful information). 

4. Encourage legible structure and content in which aids the pupils to find 
and understand while decision-making. 

5. Foster interaction between both the participants (teacher, pupil, tutor or 
system administrative) and the content. It is not a matter of incorporating 
materials (as good as they may be) but rather of offering different situations, or 
tasks in order to understand/comprehend the information fully.  

6. Make materials which encourage the pupils to go through the information 
and meaningful construction using their own routes (Hypertextuality). 
Foster a connection and interaction of the chosen elements (text, sounds, images, 
animation, video,). 

7. Offer a flexible context to get to the contentsthe choice of the learning mode 
and the choice of the resources and the symbolic systems with which the pupils 
wish to learn (links to other contents, possibility to choose resources and planning 
the learning process according to their needs).  

The potential of different media 

The breakthrough in the field of new technologies nowadays allows us to work with a va-
riety of materials integrating them into the design of teaching resources. From a teaching-
curricular design perspective we should start from the premise that no resource is better 
than another, in fact they all have their own characteristics and possibilities. Therefore the 
decision to which resource or resources we wish to include should part from the following 
referents: 

The chosen learning objectives 

The possibilities the resource has in helping achieve those objectives. 
The technological availability of the users (equipment, wide band, navigators, software,) 
trying to extend the use of these applications to as many pupils as possible. 
For this reason it is important to know the possibilities of the resources and symbolic sys-
tems to present, focus and structure the information. We will try to approach the more 
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traditional technologies and other more recent ones, and communicative channels (Cabero 
and Martinez, 1995) in an introductory way. These can be combined with innovative uses 
supported by their multimedia interaction and their special and temporal flexibility. We will 
also incorporate some references of the more common formats and shall suggest some 
free tools for digital editions.  
 
 
 
 
 

Audio 

 
Figure 7.1. The possibilities of sound in resource design 
 

• Adds atmosphere in the narrative 
• Humanizes the relationship user – machine 
• Focuses their attention motivates their actions 
• Develops participation and identification processes of the user 
• Increases interaction while navigating 
• Can be used to emphasise and personalize instruction. 

 

More common audio formats free programs for digital editions 

There are a large number of formats to store sound information and these have increased 
tremendously with the significant progress in technology. We will restrict this to the most 
common used on the Internet. However, we must be aware that the choice of format de-
pends on several variables (resource characteristics, necessary quality, storing space it 
needs, reproduction possibilities in available applications …) 

• Wave files (.wav): These store high definition audio, without compressing. It was 
one of the first formats created. Its main inconvenience is the amount of space it 
takes in the hard disc (1 minute of music takes up 10 Mb). 

• Mp3 files (.mp3): Mpeg Layer 3 or mp3 is one of the most popular formats 
around the web. Mainly because its format allows storage of whole pieces of music 
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in very little space and without losing quality of sound (1 minute of music takes up 
just 1 megabyte on an mp3 format). 

• Wma files (.wma): Reproduction format used by Windows Media Player by Micro-
soft. Its quality and compression is similar to the mp3 format. 

• OGG Vorbis files (.ogg): Similar in format to mp3 and wma, but free, that is that 
there are no licensing limits. Its main inconvenience is that it is still not well-known, 
and therefore there are not many compatible CD players.  

• ASX files (.asx): This format is found available on many files available on the 
Internet distributed by “streaming”: directly from the server where the folder is 
stored. 

• RM,RAM files (.rm, .ram): These formats are generally used to emit audio and 
video on the internet (events, conferences, radio, music …). They are reproduced 
“streaming” directly with the programme RealPlayer. They can also be downloaded 
reproduced directly from the computer. 

• AC3 files (.ac3): This audio format is normally incorporated on the DVDs as it dis-
tributes the elements which make up the sound of an audio track through different 
loud speakers (Loud speaker systems or Home Cinema). 

• MIDI files (.mid, .midi): Musical Instrument Digital Interface. This is the basic 
format used in musical compositions. Voices cannot be registered here, only rhythm 
and instrumental melodies. 

Now that the more common formats have been presented, it may be useful to propose 
some free and simple programs which allow for basic operations to create and convert 
files for its design of resources in education. 
 
Convert audio files from one format to another (for example, from wav to mp3, ogg 
…): The Switch program recognizes a wide variety of formats. As entering formats we can 
include: .wav, .mp3,.ogg, .wma, .rm/.ra/.ram, .mov, etc. and as outgoing formats that the 
program exports we can include the following: .wav, .mp3, .ogg, etc Downloads from: 
http://www.nch.com.au/switch/infex.html 
  
Create audio files in an mp3 format from a microphone. Program SVRecorder. 
Download from: http://stepvoice.com/download/svrecorder.zip 
Editor for mp3 files (e.g. to cut out a fragment): Program MP3DirectCut. Download from: 
http://www.mpesch3.de/ 
Remove audio tracks from a CD-Rom 1 and convert to WAV and MP3: Program 
CDex. Download from: http://sourceforge.net/projects/cdexos 
Record files reproduced directly from the web (radio, etc…) in an mp3 format: 
Also with the program SVRecorder1 
 
 

                                        
1 Here we must make explicit reference to the issue related to copyright and terms of available resources on 
the Internet or anywhere else. Before incorporating a specific resource it is essential to be aware of its terms 
of use and respect the copyright. These terms and the protocols are established on the net for most of the 
resources available from the net and should be respected. 
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Fixed images/illustrations 

 
Figure 7.2 Possibilities of fixed images in resource design 
 

• Helps pupils to focus their attention 
• Reinforces communication, especially when combined with texts 
• Confirms interactions 
• Helps classify and distinguish facts 
• Reduces amount of written discourse 
• Aids recall 
• The size should be limited to 50kb so as to reduce downloading time. Or even pre-

sent a more reduced version and informing pupils  
• A low resolution of JPEG (photographs) and GIF (logotypes and typo graphs) is 

recommended  
 
We can refer to different types of resources, such as graphics, drawings, and photographs 
that can be integrated as long as they are used to reinforce concepts or to complete con-
tents. According to Cabero and Gisbert (2005) fixed images allows us to: 
Help pupils focus their attention 
Reinforce communication, especially when combined with texts 
Confirm interactions 
Help classify and distinguish facts 
Reduce amount of written discourse 
Aid recall in pupils 
A low resolution of JPEG (photographs) and GIF (logotypes and typo graphs) is recom-
mended. If a higher resolution is needed then an initial reduced vision of the illustration 
can be used anticipating the time needed to download so as to allow the pupil to decide 
on the best moment to carry this out.  

Common image formats and free programs for digital editions 

Digital images are classified into two types depending on the type used to represent the 
image: coloured dots (bitmap image) or vectors – lines and curves – (a vectorial image). It 
is essential to understand the difference between these formats in order to make efficient 
use of this in resource design. 
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Bitmap images (from bits or raster map). These are digital images using coloured dots, 
named pixels, which are organized in squares (the computer screen is just one large 
square of pixels). On a bit map graphic an image is established by its specific position and 
the colours of each and every pixel in the square. Each dot has a colour assigned to it, 
and when presented in the right resolution the dots link up and, as in a mosaic, form the 
image. These images lose quality when re-dimensioning as they depend solely on the 
resolution they were created with (the data when established was fixed in a specific sized 
square). We can therefore lose part of the quality of image if we decide to modify from its 
original size. This can be seen when an image appears “pixeled” or with irregular borders.  
 
The most common formats for bitmap images are: 
 

• GIF: Adequate to show logotypes, images with few colours, icons. There are a 
maximum of 256 colours. Version 89a allows some parts of the image to be trans-
parent, and for the background to merge with outline of the image. 

• JPEG or JPG: Ideal to compress photographs and images with a multitude of col-
ours. It can bear a depth of colour of 24-bits (16.7 million). Although this format 
compresses the image and loses quality one can adjust the level of compression to 
balance the remaining quality to the size of the file. Most coloured photographs are 
compressed using JPG. 

• PNG: Although this open code format is the most efficient, it is still not well known. 
We can highlight the following advantages: for instance, any colour can be included 
(from black and white to pure colours), it can take on a gradual transparency effect 
(allowing perfect background blends), and compression system is easy to use. 
Smaller archives than GIF can be created and although the colour images are larger 
the quality is perfect. 

 
Other formats often used are: 
 

• BMP (bitmap): Used for Windows. Information cannot be lost and therefore is 
useful to save images we often work on and later enlarge. The advantage is that it 
stores a great deal of image information but on the other hand the size can be 
large or excessively large.  

• TIFF or tiff (tagged image file format: This format can generate comparatively 
large files, but with an excellent quality of image. TIFF archives can store up to any 
depth of colour level from 1 to 32 bits and it is without doubt the best format if you 
wish to edit or print off an image. The advantages to this format are that it main-
tains its excellent quality throughout and therefore is ideal to store originals. The 
inconvenience lies in the large size of files. In other words it is convenient to save 
the valuable originals with a TIFF format and work from a JPG to modify if neces-
sary. 

 
Vectorial images. Vectorial graphic elements represent images through lines and curves, 
vectors, and also contain colour and positional properties. For instance, the image of a 
telephone can be defined by a series of points connected by lines of different widths and 
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shapes which gives the outline of the telephone. Colour is determined by the colour of the 
outline and the area which encloses this outline. A vectorial image is defined by mathe-
matical instructions to create the shapes which make the image. Vectors cannot produce 
photo-realistic images. However, for other types of images (lineal drawings and accurate 
graphics, maps, diagrams…) these have two advantages over bit map images. These can 
be scaled without any distortion whatsoever (the quality is always good) and the archives 
produced are smaller. 
 
Each illustration program manages its own format and these files are often incompatible 
among each other. Nevertheless, the most common formats are: 
 

• DXF (Drawing Interchange Format) format was launched by company Auto-
desk to ease the interchange of files among different CAD programs. It can take up 
to 256 colours (8 bits). 

• WMF (Windows Metafile Format) is a 16 bit format to be used with Windows 
operating systems and allows for interchanges of graphics among different Micro-
soft applications (Word, Exel, Access, etc.). Many applications use this nowadays as 
it is compatible with most of the vectorial programs.  

• SVG (Scalable Vector Graphics) is a standard for vector graphics recommended 
by the World Wide Web Board (W3C). It is based on XML with a high quality and 
flexibility being compatible with various platforms. 

• EPS (Encapsulated PostScript Language) is a format of Adobe Photoshop and 
most graphic programs can withstand it. 

• SWF (ShockWave Flash) is an open format created by Macromedia. It allows 
high quality and of reduced size interactive vectorial images to be created. They 
can be created from various applications. 

 
Once presented the more common formats it may be of use to propose some simple and 
free programs which allow for basic image editions in resource design. 
 

• To edit bitmap images (modify, cut, re-measure, and save in various formats). 
Although simple, a good alternative to the program included in Windows (Paint) is 
the code free program Paint.NET for Windows based on the .NET platform. This 
was created by a group of graduates from the University of Washington and can be 
downloaded from: http://www.eecs.wsu.edu/paint.net (download the complete 
version which includes the .NET platform or the simple one if .NET is already in-
stalled). 

• To edit vectorial images (create, modify, and save in many different formats). 
The code free program Dia for Windows is specifically designed to create technical 
diagrams, road maps, etc. Download from: http://dia-installer.sourceforge.net/. The 
code free Draw program from Suite Open Office has similar characteristics to 
CorelDraw. It allows the user to create images from two and three-dimension geo-
metric shapes, straight lines and free hand, texts, and so on, and its rotation is 
scaled.  
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Video Analogical and digital 

• Increases the feeling of realism, improving authenticity and credibility 
• Allows for advantage of audiovisual culture to be taken from other resources 
• Synthesizes contents through different perceptive ways 
• Allows development of different audiovisual types (narrative, descriptive, etc) 
• Allows contextualization of contents 
• Offer the possibility to interact (through specific programs which permit creation of 

interactive materials video format, e.g. interactive videos or applications like Wink 

The possibilities of the use of video in resource design. 

This resource is becoming very frequently used in multimedia teaching materials. The in-
tegration of both analogical and digital video as teaching resources mainly: 
Increases the feeling of realism, improving authenticity and credibility 
Allows for advantage of audiovisual culture to be taken from other resources 
Synthesizes contents through different perceptive ways 
Allows development of different audiovisual types (narrative, descriptive, etc) 
Allows contextualization of contents 
Offers the possibility to interact (through specific programs which permit creation of inter-
active materials video format, e.g. interactive videos or applications like Wink 
 
Common video formats and free programs for digital editions 
There are many formats to store digital videos. As with the fixed image, these formats are 
closely linked to the software. Before presenting common digital video formats there are a 
few things to keep in mind when incorporating digital videos in resource design. Firstly we 
should decide on the most adequate format and the codec to compress the video as this 
resource type generates very large files. One of the most used codecs by operating sys-
tems is the Microsoft Mpeg-4 video codec v1. We should bear in mind that in order to 
visualize our digital videos the pupils need to have the same codec installed that they used 
to produce it originally. A codec can be easily downloaded for free from the web and then 
once installed can be used with most videos. The following are examples: XP Codec Pack 
from http://www.xpcodecpack.com/ and K-Lite Codec Pack from 
http://www.deejaysystem.com/download.asp).  

The most common digital video formats are: 

• AVI (Audio Video Interleave). Designed by Microsoft. It is the standard format 
for digital video. It functions easily as it stores the information in levels, saving a 
video layer followed by an audio one. It can generate rather large files, although 
this will depend on the codec type of compression used and the quality defined 
when generating it. Because of its compatibility with most operating systems and 
multimedia CD players it is the most used format. 

• MPEG (Moving Pictures Experts Group) is a standard for video and audio 
compression. Since its creation 4 types of formats are known MPEGs (MPEG-1, 
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MPEG-2, MPEG-3, and MPEG-4). The most used is MPEG-2 as, contrary to AVI, all 
DVDs can reproduce it. It is similar to the AVI format in quality and size of files. 

• MOV is the standard format created by Apple. The specific multimedia CD player 
QuickTime is needed to visualize videos, and is therefore less used. Helps create 
large and good quality videos. 

• WMV (Windows Media Video). This is one of the most popular formats for vid-
eos on the web. Real Player CD player is needed to visualize them. 

• DIVX. this is specific compression technology which even allows its own format to 
be created (.DivX). Well known around the web for the possibility of offering to 
generate good quality videos and of smaller sizes compared to other CD players 
from the web. It is copyright and is therefore not free and a specific program is 
needed to create these types of files. A specific and free downloadable codec is 
needed to reproduce them onto the computer. 

 
Once presented the more common formats it may be of use to propose some simple and 
free programs which can be used in resource design. 
 
To compress videos. In order to reduce the size of videos the Vidomi program, which is 
free and easy to use, compresses videos into an AVI or MPEG format. Download from 
http://www.vidomi.com/ or another possibility although more complex to edit and com-
press is http://www.virtualdub.org/ 
 
In order to convert from videos into other formats there are many programs avail-
able to do this and not all are free. We suggest the free program ‘RAD video Tools’ and 
you can download this from http://www.radgametools.com/bnkdown.htm 
In order to retreat video from a DVD, edit and convert into other digital formats (Ripp -
ear).This is a free DVD Decrypter program downloadable from http://dvd-
decrypter.softonic.com/ie/13113 

Animation 

• Increases the feeling of realism, improving authenticity and credibility 
• Allows for advantage of audiovisual culture to be taken from other resources 
• Synthesizes contents through different perceptive ways 
• Allows development of different audiovisual types (narrative, descriptive, etc) 
• Allows contextualization of contents 
• Offer the possibility to interact (through specific programs which permit creation of 

interactive materials video format, e.g. interactive videos or applications like Wink 
 
Animation can enrich the quality in teaching. It is based on the same principles as video 
but working from graphics, not objects or real situations. It can be either from simple 
mathematical representations to simulation of sophisticated production equipment. Unlike 
the video it allows elimination of certain elements and focuses on the semantic informative 
nucleus. The usefulness of this type will be determined by the objectives of the materials. 
Cabero and Gisbert (2005) state that: 
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• They can be used with audio 
• Allow for controlled pupil interaction 
• Allows for a great variety of situations to be represented/simulated 
• Brings the pupil closer to complex situations/procedures allowing for a first contact 

with the systems before real experimentation occurs 
• Reduces costs/allows training in abilities (e.g. simulators of processes which de-

mand the handling of sophisticated equipment: production and management of 
production lines, flight simulators, surgical operations ...) 

• They can be very realistic imitating real life 

Common animation formats free programs for creating materials 

• GIF89a or animated GIF. This graphics format is made by a sequence of static 
images (.GIF format), similar to how animations were made in the past. The PC 
executes the sequence to all the images with a time interval and this generates 
animation. To achieve an animated GIF we should keep in mind the amount of col-
ours, the size of the final image and the number of photograms needed. The in-
crease of these values will force a large archive at the end. Possible advantages for 
this are the transparency effect in the colour background which makes it possible 
for the outline of the image to integrate with any background. Therefore no other 
program is needed to work this feature. All navigators support this type of graphic 
automatically. 

• MNG (animated PNG). This format has the similar characteristics to the above 
mentioned. The difference lies in that instead of being formed by a sequence of GIF 
images, is formed with PNG images. To see the differences between these two 
formats it would be convenient to look back at the passage relating to bitmap im-
ages (better quality allows us to work with complete colour and it needs less storing 
space). 

• SWF (ShockWave Flash). This is an open format created by Macromedia as we 
already mentioned when presenting vectorial images. This type of animation is 
known for its high quality and reduced size. 

The production of simple animation based on bitmap can be achieved through simple ap-
plications. However, the user must have specialised knowledge of more specific applica-
tions (swiss, flash, ...), design and function. 
To create simple animation, the free animator program Microsoft Gif is needed. Installa-
tion is not needed. In order to create a Gif animation it is necessary to just start it. 
Download it from http://microsoft-gif-animator.softonic.com/ie/22448 
 
To create vectorial animation you will need the program Swish (Shareware) which allows 
elaboration of simple vectorial animation to complex interactive multimedia materials due 
to the incorporated Java programming technology. Download from www.swishzone.com 
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Hypertexts, hypermedia, multimedia (hyperlinks and branches) 

• Textual information, images, sound, or multi-sensory interconnections. 
• The way to build up the material is: 
• The user surfs the net freely in search of the information (contrary to the lineal 

reading of the panel). 
• Some of the most common errors in teaching resources are solved: too static, they 

forget the possibilities that resources offer, interactivity and dynamism. 
 
With the use of this type of resources we refer to the way of building up the material 
which interconnected information (Textual information, images, sound or multisensory) 
promotes. Contrary to the linear reading of the panel, the user can surf the information 
depending on its possibilities and his/her preferences, needs, and learning sequence. The 
construction of materials in a hyper textual way allows for some common formative errors 
to be solved. These tend to be static and avoid the interactive and dynamic potential that 
new technologies offer.Some authors such as Orihuela and Santos (1999) have identified 
different ways of presenting interconnected information in resource design in order to fa-
cilitate pupil interaction. Hence, these authors identify the following seven ways: 
 

• The lineal structure This promotes a navigational structure where the pupil can 
go through the information from beginning to end and in a specific order. It there-
fore presents a limited level of interaction but it can be of use to achieve objectives 
and elemental abilities. 

• The branched structure. It works from a lineal design and it is made flexible by 
integrating in each node (information screen) different subordinate nodes to it. This 
allows sequenced reading and more interaction as the pupil decides if he wishes to 
tackle the information in each node. 

• The parallel structure. The materials allow for branched information and also 
permit the pupil to move on from the information in the same level without having 
to go through the subordinating nodes. 

• The concentric structure. This proposes a lineal sequence between different 
nodes and their different levels, but unlike the latter, it is impossible to navigate be-
tween the nodes of the same level. This material encourages pupils to work on and 
achieve tasks in order to move on to other levels. 

• The hierarchical structure. Information is presented in a hierarchical way so ac-
cess to the information is determined by the previous information to which it is 
subordinated. Therefore more generic concepts or topics exist which lead us on to 
more specific ones. 

• The reticulate structure. This structure allows for the most interaction as it per-
mits the maximum level of flexibility in the navigation, as each node is connected to 
the remaining ones. There is a chance that the pupils gets lost in the navigation 
thus the need to establish different possible routes, in such a way to avoid there 
being just one path. 
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• The mixed structure. This combines two or more of the mentioned structures to 
make the most of their advantages and to stifle their limitations. 

 
Whatever structure is chosen one should not only look at the interactive possibilities but 
also be aware that a lineal structure has less potential of use with pupil’s objectives, con-
tents, etc) 
 
Finally, in connection with this teaching resource design we will propose an application of 
free distribution which allows us to elaborate multimedia educational materials. It also of-
fers different possibilities and tools to establish interconnections among the different types 
of resources, and to design materials using a hypertext navigation: 
Virtual Training Studio program (VTS). Multimedia materials can be created here including 
internal and external links, and different types of resources: video, image, audio, flash 
animation, documents, terminology and simple question-check glossaries. It is possible to 
work from the internet (exporting in web format) or in local mode (self-practicable format) 
with the created materials. Download from www.vtshost.com 
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Web sites 

Links to web sites particularly useful for: 
 

• deepening knowledge of the contents from different points of view 
• offering many examples 
• offering complementary materials or follow up activities 
• reducing production time (readily available materials) 
• allowing pupils to interact with people from different cultures 
• aiding motivation 

 
The Internet offers a great source of interchangeable information that when selected and 
evaluated allows for : 
 
a deepening knowledge of the contents from different points of view 
offering plenty of examples. 
offering complementary materials or follow up activities 
reducing production time (readily available materials) 
allowing pupils to interact with people from different cultures 
aiding motivation 
When we start to contemplate the possibility of introducing this type of resource in the 
design of teaching resources we should keep in mind that available resources on the net 
can be of an informative or formative nature. That is to say that there are different types 
of webs. In the first case it mainly contributes different types of organized informative re-
sources where the pupil can interact and select those of interest. In the second case it 
adds not only resources but also interactive guidelines (activities, pedagogical propos-
als,...) and even technological tools which permit a learning space to be created online 
(communication services, virtual classrooms, etc). The introduction of this type of resource 
must always be used prior to an evaluation of its possibilities in the project. 
 
As we have seen new technologies offer broad possibilities in resource design and their 
pedagogical quality lies in the teacher’s skills to establish appropriate limits between mul-
tisensory stimulation (motivating for the pupil) and over-stimulation (an extreme which 
hinders abstraction ability). Therefore the integration of these multimedia resources must 
reflect the need to stimulate active pupil participation in the construction of knowledge 
through choice of specific itineraries. 
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The process involved in materials design in education 

In this final part we will now focus on the process involved in pedagogical resource design. 
Although there are different approaches to design we can state that these differences 
mainly focus on the phases in which the process is organised. In this work we accept the 
4 proposals made by Cabero (2001a). These are: 
 

 
Figure 7.7. The process of resource design in education 
 
The author systemizes the process into four common phases in the design of each re-
source type which later will acquire peculiarities depending on the purpose of the designed 
resource type. The design, production, post-production and evaluation that if found to be 
positive will then close the process otherwise it will need to undergo the necessary 
changes for that moment in the process. The characteristics and purpose of the resource, 
the educational objectives, and the characteristics of the pupils, the interactive proposal 
and the aims of the learning process will be essential referents to the process. We will 
now describe each of the phases and the main decisions which need to be made. 
 
The design phase One of the most important and tedious in the process and which in-
cludes a variety of actions and decision-making. 

• A preliminary analysis of the situation is made to identify the objectives to be 
achieved. The characteristics and previous knowledge of the pupils and their roles 
in the resource will be analyzed. Contents will be selected (level of depth, basic and 
complementary resources available or resources that will need to be created, the 
need to establish relationships among them,) and the resource to specify the mes-
sage will be identified (structural level, possibilities to surf-interact in the informa-
tion,). This is where we need to revise other similar materials and to identify human 
and technical resources needed. 
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• Through planning and timing we will analyze the demands of time and materials 
which are needed to design the resource. Decisions have to be made and action 
taken and these will be articulated and sequenced.  

• The need to gather the information (contents, activities, resources) necessary to 
put the topic together. There may already be some documents that we can use 
which may need some changes and create those we need to achieve our aims. 

• The script. This is one of the key activities in which the creative decisions we foster 
will directly influence over the quality of the product. The material type will deter-
mine the precise strategy of the technical, pedagogical and literary script. This will 
be shown through a simple summary of text with pictures for a post group presen-
tation (transparencies, ppt), a story-board and its literary script to create a peda-
gogical video to the creation of a group of information nodes, hyper-textual struc-
ture and the necessary navigation map necessary to produce educational multime-
dia. This process must focus on timing, space and concept in such a way that the 
resource does not exceed in time, and that the necessary graphic elements are pre-
sent and that meaningful concepts are covered to aid pupil understanding. Another 
essential element is the creation of resource guidelines to highlight pedagogical 
requisites and possibilities (Zabalza, 1994). 

 
The production and post-production phases This is when the decisions made are 
carried out. That is to say, the moment where all the instrumental type activities are de-
veloped up to the physical production of the resource which includes elaboration and re-
compilation of the different elements (production – image recording, sound, creation of 
animation, interactive exercises ...) to the assembly of all these elements (post-
production).  
 
The evaluation phase This is the final phase in which technical, pedagogical and design 
quality of the resource is assessed. Here we need to identify areas where improvement is 
called for and if necessary introduce others before the process is complete. That is, the 
necessary analysis from a first version of the resource “beta” and where the technical, 
pedagogical and design quality of the resource is globally assessed. 
 



  

ICTeacher-Training Manual 106 / 168 

How to develop a Multimedia Conceptual Map with CMaptools 

What is a Conceptual MAP 

A conceptual map is a schematic resource to present a group of concepts and the relation-
ships that exist among them through a structure of sentences. It provides a graphic sum-
mary of learning contents in a hierarchical way: The most general and inclusive concepts 
are at the top and the most specific are at the bottom. A Conceptual Map IS NOT a 
scheme 

Conceptual Map’s basics components 

1. Concepts: events (anything that happens or can be provoked) or objects (anything 
that exists and can be observed) that is designed through some word. They work 
as “nodes” in a conceptual map. 

2. Link-Words: words that link two or more concepts to establish a relation among 
them. They are written in the lines that link the concepts.  

3. Propositions: two or more concepts linked by link words that produce an idea or 
statement on a concept. You state or deny something regarding a concept. 

Strengths of a Conceptual Map 

• Make knowledge explicit (level, mistakes…) 
• Exchange points of view (teacher-student, student-student), sharing knowledge  
• Identify meanings built by students in their learning processes: concepts, relation-

ships among them, etc. 
• Consider if these meanings are adequate or need more deepening (continuous 

evaluation) 
• Rethink learning process, making it more suitable for specific students  

Educational Uses: 

• To complement teacher’s explanations 
• To let students build their own knowledge, and later revise them with other stu-

dents or/and teacher/s. 
• To encourage group knowledge construction: Implying agreement, discussing, 

sharing learning.   
• To design interactive materials for students’ self-study: i.e. incomplete maps, im-

ages with no words, maps with mistakes, scrambled maps… 
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CMapTools Software 

• Free program, you can download it at http://cmap.ihmc.us 
• For Windows, Linux, MAC 
• Allows you to construct maps in your PC, or share them on servers anywhere on 

the Internet, link your maps to other maps on servers, automatically create web 
pages of concept maps on servers, edit maps together with other users, and search 
the web for information relevant to a concept map.  

Manuals of use/video manuals: 

http://cmap.ihmc.us/videos/index.php 
http://cmap.ihmc.us/Support/Help/ 
 
 
 

References and further reading 

CABERO, J. 2001. Tecnología Educativa. Diseño y utilización de medios en la enseñanza. 
Barcelona: Paidós. 
CABERO, J. and GISBERT, M. 2005. Materiales formativos multimedia en la red. Guía prác-
tica para su diseño. Sevilla: Eduforma/Trillas. 
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Tools for scenario: Digital contents: 

Tools (Hardware and Software) Description/relevant 
use 

Educational Software and other software for design elearning contents 
CmapTools 
http://cmap.ihmc.us/download/ 
 
Manuals ES,EN 
http://cmap.ihmc.us/Support/help/Espanol/index.html 
http://grupoorion.unex.es/cmaptools/cmaptools.htm 
 
http://cmap.ihmc.us/Support/Help/ 

ihmc Software: 
Mapping Tools 
(Mind mapping, 
concept mapping) 

Exelearning 
http://sourceforge.net/apps/trac/exe/wiki 
 
Manuals ES 
http://www.aprenderenred.net/exelearning_tutorial/ 
http://www.latecnologiadeangel.es/web/exe/curso_exelearning/ind
ex.html 
http://www.slideshare.net/educablog/taller-exelearning 
 
Manuals EN 
http://www.youtube.com/watch?v=yynnOC6ecR4 
http://sourceforge.net/apps/trac/exe/wiki/Screencasts 

Educative Multime-
dia Creation 

Wink 
http://www.debugmode.com/wink/ 
 
Manuals ES, EN 
http://observatorio.cnice.mec.es/modules.php?op=modload&name
=News&file=article&sid=406 
http://www.slideshare.net/oki1965/wink-presentation-952136 
 
http://people.umass.edu/ealling/wink.pdf 

Visual tutorials and 
presentation soft-
ware 

JClic 
http://clic.xtec.cat/en/index.htm 
http://clic.xtec.cat/es/index.htm 
 
Manuals (ES,EN) 
http://clic.xtec.cat/es/clic3/curs/index.htm 
http://clic.xtec.cat/en/jclic/curs/index.htm 

Creation, playing 
and evaluation of 
multimedia educa-
tional activities, de-
veloped in the Java 
platform 

hotpotatoes  
http://hotpot.uvic.ca/ 
 

Suite that includes 
six applications to 
create interactive 
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Manuals ES,EN 
http://platea.pntic.mec.es/~iali/CN/Hot_Potatoes/intro.htm 
 
http://hotpot.uvic.ca/tutorials6.php 
 

multiple-choice, 
short-answer, jum-
bled-sentence, 
crossword, match-
ing/ordering and 
gap-fill exercises for 
the World Wide 
Web. 
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Tools (Hardware and Software) Description/relevant 

use 
Banks of digital resources 
http://bancoimagenes.isftic.mepsyd.es/ 
 

Spanish Education 
ministry resources 
online for teachers 

http://www.areas.net/colorvivo/home.htm colorvivo 
http://pro.corbis.com/ corbis 
http://www.freeimages.com/ free images 
http://animation.about.com/od/referencematerials/a/freemusicsou
nd.htm 

Free music and 
sounds 

http://www.iconbazaar.com/ iconbazaar 
http://office.microsoft.com/es-es/clipart/default.aspx Microsoft gallery 
http://www.morguefile.com/ Morguefile 
https://www.google.com/accounts/ServiceLogin?hl=es&continue=
http%3A%2F%2Fpicasaweb.google.com%2Flh%2Flogin%3Fcontin
ue%3Dhttp%253A%252F%252Fpicasaweb.google.com%252Fhom
e&service=lh2&ltmpl=gp&passive=true 

Picasa 

http://etc.usf.edu/presentations/web/index.html Presentations ETC 
http://www.sxc.hu/ SXC 
http://www.wga.hu/index.html Web art gallery 
http://www.flickr.com/ flickr 
Tools (Hardware and Software) Description/relevant 

use 
Learning Objects Repositories and Centers of Resources for teachers 
EFELCREN Resources Centre 
http://efelcren.cesga.es/center/ 

European Centre of 
resources for teach-
ers 

http://www.isftic.mepsyd.es/profesores/ 
http://www.edu.xunta.es/contidos/portal/index.htm 
http://www.educantabria.es/recursos/recursos 
http://www.juntadeandalucia.es/averroes/impe/web/portadaRecur
sosEducativos?pag=/contenidos/B/BancoDeRecursos/ 

Spanish examples of 
centres of resources 
for teachers 
 

Italy: 
http://www.sloopproject.eu/sloop/ 
 
England: 
http://about.becta.org.uk/  
 

English example-s 

Austria: 
www.bildung.at 
www.eduhi.at 
www.e-LISA-academy.at 
 

Austrian example-s 
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Hungary: 
www.sulinet.hu 

Hungary example-s 

 
 
Tools (Hardware and Software) Description/relevant 

use 
Copyright 
Creative commons 
http://es.creativecommons.org/ 
http://creativecommons.org/international/uk/ 
http://creativecommons.org/international/hu/ 
http://creativecommons.org/international/dk/ 
http://creativecommons.org/international/at/ 

Creative commons 
Licenses 
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Scenario Gamebased / Playbased Learning 

Title of the scenario Computer games and education. Using games in the 
student's learning process 

Aims: This scenario should give teachers an understanding 
about the concepts of game based and play based 
learning and help them to integrate games in their 
teaching process. The teachers should also be able to 
conduct media education regarding computer games. 
 

Goal: The participants should be able to 
evaluate the game using of the students 

• provide an overview of different kinds of com-
puter games and their learning aspects 

• choose a relevant computer game for use in a 
teaching/learning situation 

• choose the right didactical concept for the im-
plementation of gamebased and playbased 
learning 

• plan a specific lesson plan in which students 
present their games experiences 

• reflect the national regulations of child-welfare 
regarding computer games 

 
Criteria of success 1. The participants can recognise the typical didac-

tic benefits and disadvantages of computer 
games. They can identify the difference be-
tween traditional learning processes and the 
learning effect of computer games. 

2. The participants can choose the educational 
relevant computer games for use in a teach-
ing/learning situation. 

3. The participants can search for and log in in a 
computer game and play these games 

4. In general, the paper handed in by the course 
participant must be a reasonable, pedagogical, 
and didactical answer to the challenge set by 
the aim and goals of the scenario. 

5. The required number of pages (see below) must 
be met. 

6. The paper must be written in a language that is 
acceptable in terms of a professional discourse. 

Tools and Themes: Tools: 
Computer Games 
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Browser 
Internet 
 
Themes: 
Why digital games in class? 
Digital Games Based Learning 
Digital Playbased Learning 
Lesson example “Arkasia” 
Lesson example “Me and my games” 
Quality criteria for digital games 
 

Task 1 (re criterion 1): 
Helpful hints for the 
participants 

Find your starting point... 
Consider and describe the sources you use in your 
everyday teaching: 

• What kind of games are you already using in 
your existing teaching practice?  

• How are they integrated in class? 
• What are you using them for? 
• Go to tools and browse the resources there and 

browse the examples provided there. 
 

Tasks: Overall task: 
You are required to plan, deliver and evaluate a lesson 
about present, use and evaluate of computer games in 
the classroom.) 
 
Task 2 (re criterion 1): 
Browse through the online games referred and play 
two that seem interesting and/or matching to your 
subject. Read through the text and resources provided 
and then watch your students during a break. Are they 
playing computer games, are they talking about com-
puter games. Then post your observations to the fo-
rum. 
 
Task 3 (re criterion 1):  
Talk with your students about their gaming habits and 
start a discussion about computer/internet gaming cul-
ture. 
 
Task 4 (re criterion 2 and 3): 
Select the didactically acceptable computer games 
which are relevant for your subject! Play the game for 
yourself. Describe the didactic effects of these games! 
(1 page) 
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Task 5 (re overall task): 
Describe the concrete lesson as a teaching plan (one 
day – one week). 

• Describe the plan (activities, time, material, 
etc.) 

• Describe the choices you made along the way 
(reflection) 

• Evaluate the lesson 
Hand in your teaching plan including your reflections 
on choices you had to make in the building of your 
plan.  
(5 pages) 
 

Online literature: Basic literature on computer games: 
G. P. Gee: Good Video Games and Good learning.pdf  
http://www.academiccolab.org/resources/documents/
Good_Learning.pdf 
 
R. Van Eck: Digital Based Learning  
http://www.educause.edu/EDUCAUSE+Review/EDUCA
USEReviewMagazi-
neVolume41/DigitalGameBasedLearningItsNot/158041 
 
Pan European Game Information (PEGI)  
http://www.pegi.info/en/index/id/952 
 
Game collections: 
A Parent-Teacher Toolkit 
http://www.gamesparentsteachers.com/ 
Educational Game Research 
http://edugamesresearch.com/blog/2007/12/15/the-
top-10-free-educational-video-games/ 
 
For elementary schools 
Elementary School Fair Game Ideas 
http://www.ehow.com/list_5978071_elementary-
school-fair-game-ideas.html 
 
For secondary schools 
Teaching Tips: Secondary Educational Games 
 http://ethemes.missouri.edu/themes/281 
 
Gender aspects 
Gender and computer games 
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http://www.google.com/books?hl=hu&lr=&id=Y5_cbf
m3YfYC&oi=fnd&pg=PA2&dq=computer+games+gen
der+aspect&ots=pekOQAB-
Dh&sig=oGjYrT4urdH0iE79wUtN0L18QXg#v=onepage
&q=computer%20games%20gender%20aspect&f=fals
e 
 
Surveys on using of computer games 
Video games have role in school 
http://news.bbc.co.uk/2/hi/technology/5398230.stm 
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Themes – Scenario Gamebased / Playbased Learning 

Computer games for teaching and learning- Introduction 

Computer games are a very common way of young people to spend their free time. But 
there are people of all age groups spending (a part) of their time playing computer games. 
A US study for example showed in 2006, that the average gamer is 33. Similar figures can 
be found in studies all over Europe. So playing computer games is not a youth phenome-
non and not a phenomenon that recently occurred (the first computer/video games have 
been developed and released in the 1970s). 
But, what is definitely new is, that there are so many children spending so much of their 
free time with computer games – and parents, teachers, scientists as well as journalists 
are concerned about the consequences of this development. Most of the time negative 
consequences like violent behaviour and the loss of social competences are feared. But 
there are also efforts being done in making use of the fascination and attraction computer 
games have for children in teaching and learning. 
This module deals with computer gaming culture, media education concerning computer 
games and the integration of computer games into teaching and learning. 

Why digital games in class?  

-Henry Jerkins: Participation Gap � We are living in a era of participatory culture, espe-
cially if we have a look at our media culture. A lot of people are engaged in creating, not 
only reading contents on the web. And this is exactly what the keyword web 2.0 means. If 
we have a look at all the web 2.0 tools like facebook, myspace, youtube, etc. one can see 
how much people are involved in participating in the web. Especially young people are of-
ten considered as early adopters in these cases. But could it be, that it is not the young 
and the “old” where the gap is being built when it comes to media use? Couldn’t it rather 
be the group of those who have access to these media and those who don’t? Scientists, as 
for example Henry Jenkins (MIT), are rather speaking about the “participation gap” then 
the “generation gap”. This participation gap does not only mean that there is a certain 
amount of people who is not able to share the latest party pictures on their favourite so-
cial networking site. It also means, that these people are not able to use the computer for 
searching for information, for (informal and formal) learning and for being part of this me-
dia culture. 
Besides the participatory gap there is also another one- the “media competency gap”: 
There are those who are able to judge information they find when searching the web, 
those who are able to use the computer as a learning resource and are able to reflect on 
their media using habits and the media culture they are living in. And it’s mostly well-
educated parent’s kids who are using the computer more often then TV and are also using 
it for learning purposes. (Röll) 
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Digital Games Based Learning (DGBL) 

Learning through games is very common, as there exists a range of learning games for 
children to learn at school or at home. But is it also possible to learn from digital games? 
In the field of computer game studies this question is raised very often. 
Mark Prensky gives a good overview about what Digital Gamebased Learning is and why it 
is important (cf Prensky, 2001 p 1-18): 
Todays’ trainers and teachers having been growing up in a pre-digital age and educated in 
the styles of the past are confronted with learners, who have been growing up in the digi-
tal world of Sesame Street, MTV and video games. Their approach, outlook, style and 
needs are very different. To Prensky, the reason why most kids don’t like school is that it 
is boring. And the thing most teachers complain about their students is their low attention 
span. He assumes that this low attention span is due to the fact that the teaching meth-
ods applied do not suit student’s needs and habits anymore. Game Based Learning can be 
a solution to teach or train students in a more learner-centered and also more fun way. In 
Prensky’s concept of learning, learning is very much related to the learner’s motivation. 
In his view “the training and learning revolution is not- despite what many preach- the 
shift in training delivery to the Internet, although that is important and transformational. 
And it’s not “distance learning”, although that, too, is an important part of the process. It’s 
not just more, faster, smaller computers in corporate classrooms on desks and in laps. It’s 
not wireless, or broadband, or just-in-time, or learning management systems, and it’s cer-
tainly not computer-based training (CBT).” (cf Prensky, p.4) 

Digital Gamebased Learning is, according to Prensky, based on two key premises: 

1. Learners have changed in some fundamentally important ways 
2. This generation experienced a generally new form of play, when growing up. And 

this has had an influence on their learning style and habits 

Companies are using Games for training usually if: 

• The training material is dry, technical and boring 
• Subject matter is very difficult 
• Issues are difficult to assess and certificate 
• Complex processes are to be understood 
• For sophisticated “what if” analysis 
• For strategy development and communication 

 
In short: Game Based Learning may be defined as learning though games in the sense, 
that games are especially designed as “learning games” or “educational games” or “seri-
ous games” for a learning process or that they are being used by a teacher or trainer in a 
way, previously defined learning objectives can be achieved through playing the game. 
Examples for learning games you can find here: 
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Examples for digital Game Based Learning in class 

The webpage http://www.collegeathome.com/  gives a lot of very good examples on what 
games can be used in class. For some of the games you may find free download preview 
versions on the web. An overview: 
1. Civilization III: students have to plan, manage and compete with other civilisations. 

Throughout this game they can learn about different poltical system (from anarchy 
to communism), geography of the world and the history of civilisation from Genghis 
Khan to Queen Isabella of Spain. Furthermore they gain problem solving skills and 
learn what may cause the rise and fall of civilisations.  

 
2. Revolution: was created by MIT for its Education Arcade. “Revolution is the Educa-

tion Arcade's multi-player, American Revolution-themed role-playing game based on 
historical events in the town of colonial Williamsburg. Set in 1775, on the eve of 
violent revolt in the colony of Virginia, the game gives students an opportunity to 
experience the daily social, economic, and political lives of the town's inhabitants. 
By allowing role-play from one of seven social perspectives -- from an upper class 
lawyer, to a patriotic blacksmith, to an African American house slave -- Revolution 
places students in a situated learning context. Games respond to player choice. 
One's actions have real consequences that depend on one's politics, gender and 
class standing in colonial society […]Revolution asks students to make these and 
other hard decisions. Eschewing a “master narrative” in which “great men do great 
things,” the game teaches students an “ordinary” experience of history that in-
cludes passionate rhetoric and heroic battle, but also economic frustration, political 
indifference, and he mundaneof everyday life.” 
(http://www.educationarcade.org/node/357) 

 
3. Where In Time is Carmen Sandiego?: “Students will get to follow Carmen Sandiego 

through time with this fun, classic educational game. The game provides them with 
cases they must solve, traveling to different places and times to stop Carmen 
Sandiego from stealing relics from the past. Students will learn historical facts about 
everything from Ancient Egypt to Ben Franklin presented in a format that rewards 
them for their knowledge.” 
(http://www.collegeathome.com/blog/2008/06/03/virtual-learning-25-best-sims-
and-games-for-the-classroom/) ree download: http://free-game-
downloads.mosw.com/abandonware/pc/educational_games/games_s_z/where_in_ti
me_is_carmen_sandiego_.html  

 
4. Return of the Incredible Machine Contraptions: ” The object of the game is to cre-

ate complex contraptions that accomplish various goals, which range from catching 
a cat in a basket to lighting off fireworks with a laser beam. A wide variety of items 
are available for use, and by arranging these items in a particular way, the tasks 
can be completed.” 
(http://www.gamespot.com/pc/puzzle/returnoftheimc/review.html?om_act=convert
&om_clk=gssummary&tag=summary;read-review) “The game is a great learning 
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tool for students because it challenges them not only to bring out their problem 
solving skills but to showcase their knowledge of physics, through understanding 
kinetic and potential energy, energy transfer, motion and forces, and much more. 
It’s a fun way to show the application of physics principles while teaching students 
about technical design.” (http://www.collegeathome.com/blog/2008/06/03/virtual-
learning-25-best-sims-and-games-for-the-classroom/) 

 
5. Bioscopia: “Trapped in an abandoned biological research station a young researcher 

enters a door and finds herself in the world of BIOSCOPIA! She awakens the labo-
ratory`s long-dormant robots, who begin pumping poisonous gas throughout the 
lab. Time is running out. You must find and save her! But, it won`t be easy. You 
will need to use principles of human biology, cell biology, genetics, botany and zo-
ology to solve the puzzles that unlock the doors leading to the trapped researcher. 
Deductive ability and skill are required to meet the challenge: Free the girl from her 
hiding place, while learning many exciting facts from the world of biology. Learn as 
you play...and biology becomes the adventure!” 
(http://pc.gamezone.com/gamesell/p21635.htm) Additional positive gender aspect: 
The researcher is female! 

 
6. Zoo Tycoon: “Zoo Tycoon is a mostly enjoyable strategy game that's suitable for all 

ages, and it's a game that parents can play with their children. […]Zoo Tycoon's 
basic premise is simple: You start with what's more or less an empty lot, then build 
several exhibits to house animals. The game features about 40 different animals 
out of the box, and Microsoft will make more available for download on its Web site 
in the future. The best way to make these exhibits is to customize them around the 
preferences of each animal, so that each will be as happy as possible. For instance, 
lions prefer savanna terrain, so your best bet for a lion exhibit is a savanna prairie 
filled with high grass.” (http://www.gamespot.com/pc/strategy /zootycoon /review 
.html) Students learn about the animal’s needs as well as about economic strate-
gies to raise a zoo and keep it running successfully. 

Digital Playbased Learning 

Roger Caillois (cf Caillois 2001/1958) differentiates between play (paidia) and game 
(ludus) as the main principles that characterise games (cf. Schrammel & Mitgutsch 2008). 
Paidia is defined as a free, not obligatory act, that is separated from any sanctions and 
circumscribed only by limits of space and time. Paidia is undetermined and can be imag-
ined with what we call “free child playing”, as it can be observed for instance if a children 
play “family”. Nothing by time and space determines their play, the rules are made by 
themselves and anybody but the players is excluded from the gaming act. But the most 
important thing about paidia: there is no intention lying in it. The rules that arise through-
out the play, or have been set up by anybody else before (e.g.: through cultural tradition, 
for example if they play hopscotch), are ludus (game), which accompanies the play. 
Whereas Prensky in his concept of Game Based Learning focuses on the game-dimension 
of educational games (cf. Leopold 2007), the question remains, if also the play dimension 
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can be reached by computer games and if it is possible to integrate this into a teaching 
and learning progress. 
 
Konstantin Mitgutsch (cf. Mitgutsch 2008, p 28)) questions if learning anew or relearning, 
which is based on the unstructured act of play is possible in computer games. When play-
ing a computer game or a video game one experiences a lot of failure-situations. On starts 
the game and after an introduction into the story of the game and the task(s) one has to 
fulfil, the player has a strategy in mind about how to fulfil the task. But soon afterwards it 
may happen that the strategy failed and one has to think about a new one. Situations like 
this happen quite often in games- failure and success are common experiences in games 
and are the reasons for computer games being exciting. The prior horizon of experiencing 
and learning changes while playing the game (cf. Mitgutsch 2008, p.29). 
Learning based on play is in opposite to learning based on game does not have a pre-
organised learning path or structured learning exercises or learning material. The have no 
pre-designed goal. Mitgutsch names, referring to James Gee’s thirty six principles of learn-
ing in video games (Gee 2003), learning principles, that match digital – play based learn-
ing: 

• Active and critical learning 
• Reflexion of meta-levels of semiotic domains 
• Rethinking vie multiple routes 
• Gaining self-knowledge 
• Reflexion of cultural models of principles and of learning itself 
• Digital literacy and digital competence (cf. Buckingham 2007) 

 
In short:  
Digital Playbased Learning promotes circular process of learning and the unstructured act 
of play in games. “It aims to teach the learners about their prior horizons of experience 
and to relativise their prejudgements and their premature beliefs. […] Learning based on 
play includes more than the transfer of content to an engaging entertaining environment. 
The virtual environment itself, with its own culture, its specific social aspects, its horizon of 
experiences with its implicit knowledge and beliefs, and with its drive to confront the 
learner’s prior experiences, appears to be the vital key to enrich learning.” (Mitgutsch 
2008. p31) 

Examples of games for digital playbased learning: 

de Blob (http://www.deblob.com/) 
 
De Blob is a game designed by the University of Utrecht. In this game the player controls 
a ball of paint rolling through the city. What is very interesting about de Blob is, thate-
venthough the play has the impression that he/she actually controls a blob of fluid, this is 
entirely accomplished by the presentation. The isslusion is being created by the squishy-
sounding audio. The shows in a very powerful way how internal mental simulation of a 
game world can actually be much more complex than the computer’s underlying simula-
tion. “The goal is to become the same color as various targets throughout the city and 
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then touch them. The game uses a very elegant color-mixing scheme to accomplish this. 
For instance, if you need to turn green you’ll have to pick up a blue and a yellow person. 
Some of the targets require careful movement to reach, but for the most part the physics 
aspects of the game are very simplistic.” (http://www.fun-motion.com/physics-games/de-
blob/)  
 
Akrasia (Doris Rush, MIT) http://gambit.mit.edu/loadgame/akrasia.php 
 
Akrasia is a single-player game that challenges game conventions and is intended to make 
the player think and reflect. It is based on the abstract concept of addiction, which is ex-
pressed metaphorically throughout the game. (see also: lesson example) 
 



  

ICTeacher-Training Manual 122 / 168 

Worksheet: Qualitätskriterien für Computerspiele 

(von: http://bupp.at/spiele/tipps-zur-auswahl/paedagogik/) 
• Can you learn something from the game? Are ypu “being trained”, like e.g. reac-

tion, logical thinking, etc.? Can something concrete be learned from the game like 
historical facts, science, language, etc.? Does it raise curiosity on a sepcific sub-
ject/topic? Can you try acting in different roles? 

 
• How much violence is part of the game and how is it presented? Are there any ag-

gressive acts the player has to act himself/herself? Are there any other possibilities 
than through fight to win the game? In which way and to which extend is violence 
being showed? Which consequences does aggressive behaviour have in the game? 
Is it being rewarded or treated? 

• How are social values been illustrated and dealt with in the game? E.g.: freedom, 
individualisation, responsibility, tolerance...which values are being transmitted re-
garding career, success, economy, etc.? Is war illustrated as something great and 
good? 

• How are man and women being illustrated? In “typical role behaviour” or emanci-
pated, equitable? What are there jobs and duties? 

• How are special groups being illustrated in the game? Are there prejudices being 
transmitted or popular stereotypes confirmed?  

• Who are pedagogical meaningful situations or issues being illustrated? Alcohol, 
drugs, religious symbols or rites as well as language, shock effects, fear and hor-
ror? 

• Which relations to life-world and reality are being dealt with? Which possibilities are 
being offered for identification? Are there themes or parts of reality the child does 
already know? 

• Does the game contain suggestions for dealing with issues apart from the com-
puter?  
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Scenario Mobile Learning 

Title of 
scenario 

Mobile devices and learning elsewhere … using mobile devices in students’ 
learning processes. 

Aim Being able to use mobile devices in the classroom and out of it. 
Being able to utilize the flexibility and opportunities of mobile devices. 

Goal To be able to: 
• Define “mobile learning”.  
• Deal with the characteristics and potentials of various forms of mobile 

devices. 
• Choose a relevant mobile device for use in a teaching/learning situa-

tion (depending on the aim of the teaching situation).  
• Reflect on the choice of mobile devices in different concrete (teach-

ing/learning) situations.  
• Reflect on the consequences of choosing mobile devices in terms of 

changes in the planning and teaching/learning processes 
Criteria for 
success 

• The initial description of the teacher’s starting point and concrete con-
text must be adequate for the trainer to understand the context. 

• The descriptions of the tools must be correct and their planned use 
must be appropriate in relation to the task they are used for.  
Other tools and themes may be included. 

• The course participant must reflect and comment on every category 
mentioned in the boxes “Tools and themes”. This will involve reflection 
on why a given tool was used or not used.  

• In general, the paper handed in by the course participant must be a 
reasonable, pedagogical, and didactical answer to the challenge set by 
the aim and goals of the scenario. 

• The required number of pages must be met. 
• The paper must be written in a language that is acceptable in terms of 

a professional discourse. 
Tools and 
themes Tools: 

• PDAs/netbooks 
• Smart Phones 
• iPods and mp3/mp4 players  
• Podcasting/vodcasting 
• Data logging equipment 
• GPS & GIS 

 

Themes: 

• Independence of time and place 
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• Learning and working where the action is 
• Options for collaboration (also at a distance) 
• Synchronous/asynchronous communication and learning 
• Management, coordination, planning, and evaluation 

Course 
tasks Overall task: 

You have to plan a field trip/study trip for your class, or you want to send 
them outside the classroom with a learning goal. Your task is to describe how 
you will go about this using mobile technology. In other words: how can the 
use of mobile technology enhance the quality of the trip in terms of the 
teaching/learning that will take place? 
 
Task 1: (re criterion 1) 
Helpful hints for the course participant: Find your starting point… 
Consider and list the possibilities that would open to the teaching of your 
subject if you were not bound to your school/classroom – if teaching and 
learning could take place outside of the brick and mortar of your school.  
Have you ever made use of any of these? Why (not)? Any positive results? 
Any drawbacks? (2pp.) 
 
Task 2 (re criteria 1-2): 
Describe the framework for your trip focusing on what options will be given 
for the use of mobile technologies. Be sure to make clear e.g. age, subject, 
educational context etc. (1-2 pages – Criterion 1) 
Analyze different possible mobile technologies for your subject and teaching 
in this environment, and describe their potential for use in your teaching. Se-
lect the ones you are going to use and argue for their potential, strengths, 
weaknesses and relevance (2 pp – Criterion 2) 
 
Task 3: (re criterion 2) 
Define criteria on the basis of which you can make choices concerning which 
devices are appropriate in your specific circumstances and subject. Apply 
these criteria to the devices listed in the tools section, also the ones you do 
not intend to use. (2 pp.) 
 
Task 4: (re criterion 2) 
Describe the concrete study trip as a teaching plan (one day – one week).  
Describe the plan (activities, time, materials etc.) 
Describe the choices you made along the way (reflection) 
Evaluate the activity 
Hand in your teaching plan including your reflections on choices you had to 
make in the building of the plan and/or in the actual teaching project con-
cerning the where and how. (Total: 5 pp.)  

Online literature: 
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Examples 
of best 
practice  

http://www.interactivespaces.net/projects/project.php?projectId=49&mode=i
ntroduction 
From JISC/TechDis: M-Learning in practice – examples with commentaries 

Articles for 
inspiration 

From JISC/TechDis: Pedagogy, practice and accessibility potential 
From the OU: http://kn.open.ac.uk/public/document.cfm?docid=2842  

Literature 
links 

 
http://newsletter.alt.ac.uk/e_article000729140.cfm  
http://www.mlearn.org.za/CD/papers/Sharples-
%20Theory%20of%20Mobile.pdf  
http://www.nottingham.ac.uk/splint/mlearning/application.php   
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Mobile learning - introduction & definition  

Mobile learning is often described as learning that takes place independently of time and 
place involving the use of mobile technology. 
In this instance, learning can be seen as asynchronous as it can take place whenever the 
learner chooses, at any time of day, but it can also be synchronous if, for instance, direct 
communication with the teacher is part of the setup. Mobile learning does not necessarily 
require technology or synchronous two-way communication, but some definitions of mo-
bile learning do see this as central to mobile learning, e.g. Morten Flate Paulsen (Paulsen 
2007), who uses the following definition: 

“mLearning is learning that can take place anytime, anywhere with the help of a mobile computer de-

vice. The device must be capable of presenting learning content and providing wireless two-way 

communication between teacher(s) and student(s). Typically, an educational organization adminis-

trates both the course content and the communication services.” 

 
Others describe mobile learning on the basis of a much broader view of the subject. Thus 
Desmond Keegan (2007a) is more focused on functional possibilities rather than specific 
technological possibilities: 

“Mobile learning is defined as the provision of education and training on mobile devices: Personal 

Digital Assistants (PDAs), smartphones and mobile phones, including handhelds and palmtops, iPods 

and MP3 players. [...] I feel that in the definition of mobile learning the focus should be on mobility. 

Mobile learning should be restricted to learning on devices which a lady can carry in her handbag or a 

gentleman can carry in his pocket. I therefore define mobile learning as ‘the provision of education 

and training on PDAs/palmtops/handhelds smartphones and mobile phones.’ One of the characteris-

tics of mobile learning is that it uses devices which citizens are used to carrying everywhere with 

them, which they regard as friendly and personal devices, which are cheap and easy to use, which 

they use constantly in all walks of life and in a variety of different settings, except education.“ 

 
Even less of a focus on technology as such is found with Scanlon and Waycott (Scanlon 
2005): 

”Our approach to mobile learning, therefore, [...] is not to focus on the technology but on the learner 

being mobile. The important feature of mobile learning is that it is the learner who is on the move.” 

In our further work on this scenario we will base our understanding on the following description of 

mobile learning:  

 
Any sort of learning that happens when the learner is not at a fixed, predetermined location, where 

the learner takes advantage of the learning opportunities offered by mobile technologies – but not 

necessarily technologies that support synchronous communication. 

 
In this way, mobile learning can be understood from the following two perspectives: partly 
as learning where mobile technology is used, and partly as learning which is independent 
of an institutionally defined place. 
 
Most of the literature that deals with mobile learning describes the following technology as 
being useful for mobile learning: mobile telephones, PDAs, mp3 players, smartphones. 
However, we also choose to include GPS, GIS, and data logging equipment, all of which 
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are technologies that make relevant moving off school territory to collect data, which are 
then -- along the way or afterwards -- treated and shared with others thus forming the 
basis of learning. Today, GPS/GIS is often integrated in modern smartphones, and the first 
examples of data logging integrating with i-phones have been seen. It's only a question of 
relatively short time until the integration of data logging in smart phones is a more wide-
spread and easily accessible technology. 
In general, mobile learning can be seen to highlight several elements2: 
1. Distribution of education – learning objects or podcasts may be distributed, and di-

rect contact between teachers and students is made possible independently of time 
and place. (See Theme: Independence of time and place)) 

2. Distribution of “on-the-fly materials”, which allow the learner to access relevant in-
formation at a specific location (e.g. about a work of art, a building, a plant, etc.) 
(See Theme: Learning and working….) 

3. It is easier for the students to involve real-world knowledge and on-the-spot ex-
periences in productions and reports. (see e.g.Tools: iPod… and Smartphones) 

4. Knowledge sharing and communication are used to a larger degree, even as neces-
sary components in a learning process, rendering the teacher incapable of being 
the sole distributor of knowledge just as collaboration and collaborative learning 
processes are strengthenes as well as independence and responsibility on behalf of 
the students. (See Theme: Collaboration) 

5. Differentiated teaching and the catering for students’ different approaches to learn-
ing and different resources come into focus and are dealt with more easily as the 
teacher’s role changes. (See Theme: Management, ….) 

 
Sources: 
Desmond Keegan: M-Learning Strategy at Ericsson. Glasgow 2007. 
http://www.ericsson.com/corpinfo/programs/resource_documents/dkeegan_eclo_30_may
_2007.pdf 
Paulsen, Morten Flate: NKI Distance Education, Dublin 2007. 
http://www.ericsson.com/ericsson/corpinfo/programs/resources_documents/eadl_dublin_
morten.ppt 
Scanlon, E., Jones, A. & Waycott, J.: Mobile technologies: prospects for their use in learn-
ing in informal science settings. 
http://www.jime.open.ac.uk/2005/25/scanlon-2005-25.pdf 

                                        
2 Adapted and amended from Steinmüller et al., Vejledning om mobil e-læring, @ventures & eVidencenter, 
2009: 
http://avendoc.advsh.net/default_adv.asp?bURL=V&Rediger=5&Skole=adv&MaterialeID=i
dcjEqwjZek4U&reloaded=1  
 



  

ICTeacher-Training Manual 128 / 168 

Independence of time and place 

One important characteristic of mobile learning is that it provides independence of time 
and place. These two factors can radically change teaching in that they present the 
teacher as well as the students with new ways of working and new roles. 
 
When learning and teaching are no longer limited to what goes on in the classroom and 
the student preparing the set homework reading and writing, the teacher needs to think 
slightly differently in terms of all the new options that are suddenly provided. When teach-
ing can suddenly be provided as just-in-time (JIT) or just-in-place (JIP) teaching, this 
needs to be taken into account at the planning stage; otherwise the full potential of mo-
bile learning will not be realized.  

Independence of place 

The flexibility and ubiquitous nature of mobile learning allows learning to take place out-
side of the classroom. This may be at a museum, in nature, on the street, at home, in 
other words: wherever it is relevant. This feature of mobile learning allows for closer links 
to reality – learning is no longer “just” something to do with a classroom and possibly the 
import of a guest teacher “from reality” every once in a while. 
 
For the students, this also means that they can access learning resources at the spot 
where they need them. If they need to typify e.g. a plant, a rock, an insect, various mo-
bile devices can provide them with access to tables, charts, definitions wherever they are 
– provided that the teacher has foreseen their need in the design of the activity and in the 
choice of setting for the learning process. Similarly, a dictionary or calculating power and 
various other subject-specific applications can come in handy and make the teach-
ing/learning process more focused and need driven. 
 
In addition, if a handheld, mobile device has web access, students can communicate with 
the teacher (synchronously or asynchronously depending on the type of mobile device 
used) – this potentially changes the role of the teacher from being the “feeder” of stu-
dents in the classroom to being the consultant that the students can rely on for JIP help 
and information. Certainly, students with web access and a browser will also be able to 
look up and search information on the Internet, which then requires the teacher to make 
sure that they know about searching/search strategies and can validate sources. 
 
Bearing all this in mind, it is often necessary to consider tasks from a different perspective, 
where the teacher does not place him/herself as the center and orchestrator of the teach-
ing but actually allows the students to take on the role of designing their own learning and 
instead functions as a process consultant and settings arranger. However, this very much 
requires that the teacher has made clear to him/herself what the goals are, how the set 
task relates to these, and what setting and circumstances need to be procured in order for 
the students to be placed in situations where the solving of the task will require them to 
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need to learn the things that are aimed at. Thus a more problem-based and constructivist 
approach to learning goes nicely hand-in-hand with mobile learning in terms of its inde-
pendence of place: the teacher tones down his/her role as a central provider of “one-to-
many” teaching, allowing the students to help each other in their individual and collabora-
tive learning processes. The teacher can be said to provide scaffolding for the learning 
processes in the provision of materials and learning guides. 
 
The big demand on the teacher, then, is on having enough foresight to ensure that the 
students have available to them the teaching materials they need for the completion of 
the task they have been set – or to make sure that they have the option of contacting the 
teacher for further information and materials. However, sometimes students’ discovery 
and identification of learning needs that can be brought back to the classroom, another 
learning process, can also be one aim of sending students out in the world. 
 
As students will have different learning needs, maybe also different tasks to complete, the 
teacher will need to develop a strategy for ensuring that all students eventually cover and 
meet the aims that a teaching theme addresses – to the degree that they are capable of, 
of course. But allowing students to be more in charge of their needs and paces also allows 
for much more differentiated teaching and learning. 
 
Finally, the teacher needs to address the issue of individual v. group learning. There is a 
clear risk of the learning being so individualized that the coherence of the whole group is 
diminished. However, at the same time, a constructionist learning process where students 
work very much together in small groups away from the classroom may also be strength-
ened.  

Independence of time 

In addition to the above, this feature of mobile learning also creates novel possibilities – 
and has consequences for the considerations necessary on the part of the teacher.  
 
First of all, students can suddenly access information and help even when they are not at 
school. They can suddenly transfer a larger part of their learning to an after-school envi-
ronment, and their homework can take on a different quality. More responsibility can also 
be delegated to the individual student in terms of finding the right material at the right 
time, just as weak students can be given the opportunity of having easy access to extra, 
individualized materials on demand.  
 
Furthermore, students can communicate about and work on their projects independently 
of classroom and scheduled lessons, adding quality to the work. No longer does every-
thing have to come to a halt for a group when one member is ill or absent. Communica-
tion and sharing in a group has been made easier.  
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However, the teacher may also be called upon at hours when he or she does not want to 
be, and therefore it is necessary for the teacher to establish a “code of conduct” for the 
students that matches the teacher’s own life, work circumstances, and agreements.  
 
The independence of time also allows for students being set tasks whose completion re-
quires them to work after normal school hours – e.g. interviews with night workers, inter-
views with parents, tasks in relation to night-time animal observation, star observation etc. 
The students can now do this at appropriate or relevant hours while still recording notes 
and data to be used maybe at another time, in another place, with another person.  
 
Mobile learning can involve both synchronous and asynchronous communication, the typi-
cal example being students in the field in different places recording and transmitting data 
of some sort to other students working at “the base”, analyzing the data, asking questions 
or providing answers. This communication can take several forms (See also the theme: 
Synchronous and asynchronous…. And the Communication/networking scenario.) 
 

Materials for inspiration 

http://www.medien.ifi.lmu.de/lehre/ss08/hs/presentations/kellerer.pdf 
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Learning and working where the action is 

For some students – as every teacher knows – sitting still for 45 minutes at a time, 6-7 
hours a day is really a strain! And sometimes, the difficulties of these students end up be-
ing a strain also for the other students and, not least, the teacher. 
 
We all have different learning styles, but schools normally cater very much to the auditory 
and visual students, not so often to the kinaesthetically oriented students, the ones that 
need movement and experimenting to learn most effectively. 
 
With mobile learning, the teacher is given the opportunity – due to the independence of 
(time and) place to help these students learn better, i.e. not only is differentiated learning 
enabled due to the different aids that individual students can access at their leisure; facili-
tating learning and appreciating the kinaesthetic learners also becomes possible. 
 
When the teaching and learning is brought outside the classroom, where very often things 
are only seen and heard, there is a possibility of touching, acting, getting physically in-
volved in the completion of a task. A few examples: learning about pollution and analyzing 
water becomes more real-life relevant and easier to understand, if students are guided to 
different streams or coasts with varying conditions and can sample and record characteris-
tics of the water and its “inhabitants”. This may be done using GPS technology – or maybe 
students are sent out to locate and plot different habitats and biotopes for classmates to 
go to later on to check samples etc. Thus analytical tasks can take on a more concrete 
and explorative character to the benefit of kinaesthetic learners.  
 
In addition, the senses are activated, and sensory perceptions suddenly gain a certain kind 
of validity:  
What did it sound like?  (record it)  
What did it look like?  (photograph or film it)  
What did it smell or taste or feel like?  (record/register immediate reactions)  
 
Logging data and analyzing it later on or on the spot also allows students an experimental 
and investigative approach to learning – and all of these approaches lend a closer tie with 
reality to school projects, preventing students’ frequent perceptions that “one thing is 
school, another is reality”. Real-life relevance of teaching and learning activities are often 
missing, but making students more active and activities more in line with things that are 
relevant and real to them and the world can help minimize this gap and in addition provide 
the students with a sense of ownership in relation to the activities and outcomes. 
 
Furthermore, learning in the situation and location where the problem or “enigma” is and 
is relevant rather than taking the learning out of its real-world context is also in itself a 
motivational factor for most students.  
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Materials for Inspiration 

http://judybrown.com/docs/mltools.pdf - Mobile learning tools for those who want to ex-
periment with ready-made solutions and specialized applications 
http://www.celekt.info/projects/show/11 - AMULETS. Advanced Mobile and Ubiquitous 
Learning Environments for Teachers and Students 
From FutureLab: http://www.slideshare.net/Dannno/mobile-learning-exchange  

Collaboration 

Working with mobile devices is anathema to a traditional classroom in many ways, one of 
them being that the teacher’s role as ubiquitous sage is undermined. This, however, also 
opens up for more student collaboration, more situated learning, more student empower-
ment, and new information skills being required. 
 
If there is a focus on collaboration and student guidance in one’s teaching, it can definitely 
be supported by using mobile technology. The students will very often be out in the field, 
no teacher to control the learning environment, the teacher having merely provided and 
perhaps defined the learning space and built scaffolding for the processes expected to 
take place, but the students will have to collaborate to solve the task they are given – 
provided this is the nature of the task.  
 
It is a two-way relationship: collaborative learning is easily supported by mobile technolo-
gies, and working with mobile technologies and experience-based, inquiry-based or ex-
perimental learning in an out-of-school environment almost automatically brings with it a 
focus on collaboration, often making the teacher just one treasured collaboration partner 
out of many. 
 
The collaboration can take on several forms, some being “same-place collaboration”, oth-
ers being “long-distance collaboration”: one type of “long-distance” collaboration is found 
where some students are sent to “the field” and need to communicate information or data 
back to a base that is not mobile – or the other way around: the base needs to procure 
and transfer the information that the mobile “unit” need in order to carry out their field 
work. Think of TV series that will be well-known to youngsters, e.g. CSI (Crime Scene In-
vestigation) - or in Denmark Rejseholdet – series that depict teams of (Semi)scientists 
working together, combining the work of a mobile and a stationary unit or base in the 
solving of – typically – a crime of some sort.  
 
Students can easily work together the same way, the teacher having planned for and pos-
sibly built into the design knowledge or information “gaps” that will require information 
exchange or analysis of returned results or data from the field. 
 
The other form of collaboration, “same-place collaboration”, is more akin to situated learn-
ing: the students will have to collaborate and pool their knowledge and skill resources to 
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solve a given task. In this work, they can be given or assigned different roles in advance 
by the teacher, allowing for some teacher-controlled differentiation, for instance in terms 
of the amount or sort of pre-knowledge that the individual students hold. In preparation 
for this type of work, students may have been working in “expert groups” building some 
knowledge in the classroom, and field groups will then consist of one of each kind of “ex-
pert”.  
 
This, however, will not necessarily make the learning needs student- and task-driven, and 
in most cases, it will be more appropriate to combine on-site experiments and observa-
tions with the distribution of or access to learning resources in the form of teacher con-
tact, learning objects for download, internet access, communication with real-life experts 
etc. 
 
In yet other instances, a group of students may be out collecting data together and will 
have to collaborate on the analysis or treatment of the data or information when they get 
back to base. All these things touch very much upon the general circumstances surround-
ing management, coordination, planning and evaluation. 
 

Materials for inspiration 

http://www.lkl.ac.uk/people/kevin/walker_convergence2.pdf 
http://ctelt.pbworks.com/collaborativeLearning  
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Synchronous and asynchronous communication and learning 

Very often mobile devices allow for a kind of synchronous communication between stu-
dents and teachers and among students that has not been an option up until now if stu-
dents and teachers were not in the same location.  
 
Synchronous communication is a feature of some of the handheld devices described, 
whereas others – or some functions – are better used asynchronously. 
 
With a handheld, mobile device, students can for example send questions to the teacher 
as they arise, no matter the time or place. In the same way, the teacher can answer the 
questions to and from a mobile device at his leisure or as it is seen as fitting for the task 
at hand.  
 
Students can communicate synchronously and exchange documents via their mobile de-
vices in connection with a set homework task, preparing for the next day’s presentation. 
No more is it a problem if “Peter is not here today, and he’s got all our notes!” Being able 
to communicate synchronously with fellow students or maybe even the teacher (at desig-
nated times!) over homework can deflate many frustrations, and learning blocks can be 
unclogged when minor comprehension problems or misunderstandings are solved before 
they become towering and overwhelming obstacles. 
 
As seen in the description of some of the tools, “on-the-fly” learning can also be more mo-
tivational as it is not a question of “stale knowledge” being activated; rather, knowledge or 
information can be accessed immediately when students are working away from “base” or 
away from the teacher. This can be true of situations where students in the field need to 
communicate with the “base” for supplementary information or for data treatment or 
analysis of some kind. Also this type of communication can allow the teacher to be more 
available to students who are more in need of help, explanation and guidance, thus allow-
ing the teacher to differentiate more between strong and independently working students 
and weaker or less independent students. The latter may also be given challenges at their 
exact level. 
 
Again, this may change the teacher’s role, making him more the advisor and consultant 
than the holder of all knowledge. Responsibility becomes shared to the advantage of both 
students, who become more involved and active, and teacher, who can use his changed 
role for more differentiating planning. 

Materials for inspiration 

http://www.ericsson.com/ericsson/corpinfo/programs/incorporating_mobile_learning_into_
mainstream_education/ 
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Management, coordination, planning, and evaluation 

It is obvious that when the classroom and the basic contexts change, teachers also need 
to change their classroom management routines. Working and learning elsewhere, stu-
dents no longer need to be nor can be managed directly and collectively. Rather, they 
need to be enticed to take on more responsibility and more initiative in terms of commit-
ment, learning objectives, and task completion. 
 
In addition, the teacher loses some of his/her traditional control – or intended control – of 
students’ learning processes; (s)he is no longer in the driving seat; the students are, leav-
ing the teacher with a very different role than that of a teacher in a traditional, more or 
less one-way classroom: (s)he must take on the role of advisor and consultant, guiding 
the students’ learning processes, planning for their possible learning paths rather than 
planning one collective learning path in one particular, set order. 
 
Therefore, it is imperative that the teacher think through every possible stage of the task 
while at the same time being aware that he is no longer in control. He can foresee e.g. 
information needs, but he can only control the actual use of the information and knowl-
edge he wants students to acquire if the task given to the students has it as an absolutely 
central aspect. 
 
He has to design rather than control the learning environment, and he needs to let go also 
of the sense of control that lies in always being in the same place as students. Obviously, 
this varies greatly depending on the task, the age of the students and the responsibility 
that can be given them at a given age and stage. 
 
The teacher may find himself in a role of having to do much more spontaneous planning 
and coordination as problems arise along the way in less than predictable forms – and 
when it comes to evaluation, certain things may be difficult to evaluate on an individual 
basis. On the other hand, if collaboration and the ability of a student to collaborate is also 
part of what is being evaluated, then this can be very much built into the assignments that 
students are given in that sometimes they cannot be solved at all if students don’t collabo-
rate. 

Materials for inspiration 

http://www.mlearnopedia.com/ 
http://judybrown.com/docs/MLJ-2.pdf 
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Tools - Scenario Mobile Learning 

PDAs/Netbooks 

Definition and description: 

PDA is short for Personal Digital Assistant and is used about small, handheld devices that 
are characterized by having one or more of the following characteristics: 

• Small computer with memory card 
• Can handle applications such as Office programs 
• Can typically recognize handwriting 
• Can often access wireless networks for access to the Internet etc. 

 
PDAs were the first generation of mobile devices and many of their functions are today 
handled by Smartphones. 
 
However, PDAs are fairly cheap, and in many places they have already been acquired by 
schools. Originally the PDA was developed as an alternative to pen-and-paper organizers 
and could be used for storing and managing contacts and calendars as well as for note-
taking. PDAs can transfer data to a computer by wire, infrared or Bluetooth. 
 
Some countries have strong traditions for using e.g. Blackberries without mobile phone 
options, but gradually, the two markets seem to have merged. In an educational context, 
there might be advantages in having a wireless data connection without telephone access 
making it possible to transfer data but not make direct calls. Most PDAs have poor graph-
ics options. 
 
Where mobile phones have taken over some of the functions of the PDA, other functions 
are being made possible by the development and general availability of Netbooks at rea-
sonable prices. A netbook is defined as a very small laptop, usually 8.9” in screen size, 
with 10” becoming a standard, and limited in CPU power and RAM. Compared to PDAs, 
Netbooks have all the advantages of “proper” computers such as a larger screen, a proper 
keyboard, usb/cable connections etc. while at the same time being lightweight and highly 
portable. Usually, modern netbooks come with built-in microphones and webcams. With 
netbooks, depending on their CPU and RAM options, it is also possible to run much more 
advanced programs than what can be done with a PDA. 
 
There are also limitations to netbooks, esp. compared to proper laptops, e.g. that they 
have limited battery life, their screens are so small as to make them inappropriate as re-
placements for laptops or stationary computers if they are to be used many hours a day. 
In addition, they are more “accident prone” than smaller devices – and to some degree 
more vulnerable.  
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How to…. 

It is not possible to provide a step-by-step technical guide to PDAs or netbooks. 
 
PDAs come in many different brands each with their special tools, possibilities for connec-
tion (cable or wireless) for data transfer, and different operating systems. Users need to 
refer to the manuals for their particular brands. 
 
Netbooks generally function much as other computers, so no special instructions are 
needed. However, they often differ in having limited possibilities in terms of connections. 
In general, they have wireless connection, but they may be limited in terms of being able 
to connect to external monitors and projectors, and they usually have no disc drive. Thus, 
with a set of net books, an external disc drive will often be necessary for installing pro-
grams, handling transfer of larger files than may be stored on a USB flash drive 

Possible uses 

PDAs may be used for some or all of the following: 
• Recording and transmitting data in many kinds of data collection situations: 
• Out-of-class interviews (vox pops, for instance) 
• Out-of-class note-taking 
• Running programs out of class 
• Doing calculations in spreadsheets out of class 
• Receiving on-site instructions from teacher/classmates 
• On-the-fly, written communication about task  
• Questions and answers on demand 
• Written communication between groups of students working in the field at different 

locations 
Which additional uses one can put the PDAs to very much depends on the programs avail-
able. Many programs are available as shareware or freeware. 
 
 
Netbooks may be used for basically the same, except that they have more options and 
uses due to their larger computing power, more varied methods of entry and output of 
data, and proper keyboards. Therefore, in addition to the above, netbooks may be used 
for: 

• Out-of-class sound recording and playing, e.g. proper vox pop with sound files 
• Synchronous and asynchronous communication between “base” and “field” stu-

dents as well as between field students.  
• Running commentary and sound/video transmission 

 
Many uses of handheld and small, portable devices are listed on 
http://www.willard.k12.mo.us/co/tech/handheld/activit.htm, among them:  
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Communication and Collaboration Uses 

• Compose an e-mail 
• Exchange information with a colleague 
• Have students turn in assignments electronically 
• Transfer a file from your PC for instant access 
• Send and receive an instant message 

Instructional Uses  

• Make a spreadsheet 
• Draw a picture 
• Record observations on a field trip 
• Look up a word in a dictionary 
• Use a tutorial for self-study 
• Keep a journal  
• Practice multiplication tables 
• Build vocabulary through word games 

For inspiration… 

http://learninginhand.com/ - many materials and lesson plan descriptions for different 
subjects, different levels, and different tools (PDAs, Netbooks, iPods etc.) 
http://www.willard.k12.mo.us/co/tech/handheld/index.htm - some research and lesson 
plans etc. 
http://www.lessonplanet.com/ - search for “handheld computers” to find brief introduc-
tions to many lesson plans (full plans require payment) 
http://www.mansfieldct.org/Schools/MMS/palms/ - comprehensive site with teachers’ res-
sources 
http://www.ideastoinspire.co.uk/ - click “Interesting ways…” and then click “Netbooks”.  
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iPods and mp3/mp4-players 

Definition and description: 

Sometimes these terms are used interchangeably, and these devices share many features. 
Still, there are differences: 
An mp3 player is a device that can store and play sound files in different formats. 
An mp4 player does the same but adds pictures to the device, both still pictures and 
video. 
An iPod is basically just one brand of portable media player produced by Apple, but it has 
come to be synonymous with the functions and has lost some of its brand uniqueness. 
iPods come in different sizes and shapes and with different functionality. For instance, the 
smallest iPod is iPod Shuffle, the largest is the iPod touch, which also has a fairly large 
screen and thus corresponds to an mp4 player, whereas the smaller ones correspond to 
mp3 players. 
 
Many mp3 players can also record.  
 
The amount of data storage capacity on these devices varies tremendously – from 256MB 
to 64GB or more. 
 
Typically, these players connect to a computer via a USB port or a wireless connection. 
Some devices have built-in wi-fi. 

How to…. 

It is not possible to provide a technical, step-by-step guide for how to use these devices 
as they vary greatly in functionality and setups. However, one good thing to remember to 
ask about is file formats: some players use their own format for e.g. sound recording, 
making it very difficult to transfer files to be played e.g.on a computer for transcription or 
other further use.  

Possible uses 

Being very small, portable, and lightweight as well as durable, these devices are in many 
ways ideal for working out of the classroom setting. 
 
Recording: 

• Recording can be done as part of a project (vox pop, sounds, etc) or they can be 
used for handing in audio tasks, just as shy students can sometimes be asked to 
record their contributions at home whereas they might not be willing to contribute 
very much in class.  

• Radio plays can be recorded with sound effects, subsequently to be mixed using a 
proper sound editor (e.g. audacity) 
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• Students’ audio notes and reflections may be recorded on a field trip and retained 
for subsequent work in the classroom 

• The teacher may ask students to record questions during group work away from 
the teacher’s immediate attention – in the field or just anywhere out of the class-
room. 

• The teacher can record “help files” for students to access when doing work in the 
field. 

• Students may use recordings as learning logs for themselves and their teachers. 
• Students may record reading or research tasks as homework, e.g. also interviews 

with parents, neighbors etc. 
 
Playback: 

• Students may be given instructions for an experiment to be carried out in the field, 
at home, or in a lab. 

• Students can access help from the teacher’s pre-recorded sound files as JIT-
learning (JIT = just-in-time) when they get stuck on a task and don’t have the 
teacher with them, This will allow them to work much more independently and will 
allow them to access the exact learning material that they need, thus allowing the 
students to control the level of differentiation required. 

• After a vox pop, students can edit their sound material into a file that can serve as 
a report to the other students. 

• Weaker students may take home recordings of the events of the day and revise dif-
ferent passages – or the teacher may provide them with additional material as 
sound files to be taken home and listened to.  

• The more auditory students may find it more effective to listen to the lesson of the 
day rather than read supporting materials. 

 
Video playback: 
Many of the above uses, but including also: 

• Pre-recorded video tutorials to be used by students in the field 
• Instructions to be used in the field where words are not enough 
• JIT-learning 

 
WiFi options: 
With iPod touch or similar mp4 players with wireless connection, this may be used when a 
(free) wireless network is available. This will allow asynchronous as well as synchronous 
communication (e-mail and instant messaging) and transfer of materials, e.g. between 
students and teacher (help, instruction, results) and between groups of students where 
one group or student may be dependent on data or information from others in order to 
complete a task. 
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For inspiration… 

http://www.digitalwish.com/dw/digitalwish/view_lesson_plans?pc=mp3_players 
lesson plans incorporating mp3s across the curriculum 
http://h30411.www3.hp.com/articles/viewArticle/p/courseId/13300/Fireside_chat_podcast
s_lesson_plan_.htm?courseSessionId=17503&campusId=3900&webPageId=1000413 
Fireside chat podcasts created with mp3 players 
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SmartPhones 

Definition and description 

A smartphone is a modern telephone that combines many of the standard characteristics 
of a mobile phone (talk, texting, mms, alarm/timer etc.) with more computer-like qualities 
and possibilities (office-like programs and many other applications (“apps” can be 
downloaded, installed and run, files can be stored, pictures loaded, internet access is pos-
sible etc. etc.) in addition to the possibilities of taking digital photos, recording (and some-
times even editing) audio and video. Furthermore, some mobile phones also include GPS 
functions.  

How to… 

As with many of the other tools, there is no one-to-one manual for how to use smart-
phones just as their features vary greatly from one brand and model to the next. Thus it is 
necessary to refer to one’s manual for further instructions. 
 
However, there are certain caveats that apply: 
 
Basically, from an organizational perspective, there are two ways of going about the use 
of mobile phones in the classroom (and outside of it): either the students’ own smart-
phones can be relied on, or the school can buy a set of phones for educational use. Both 
have advantages and disadvantages. 
 
Concerning the use of students’ own phones, this may make more evident existing social 
inequalities among the students and may be felt as an economic strain by some parents. 
Therefore, it is very important that the teacher be clear as to what functions (s)he will be 
using in the project she is planning. Will a simple, older phone suffice, e.g. if only texting 
is involved, or is a state-of-the-art phone required for high-quality video recording and ed-
iting? Concerning pricing of the actual use: Will data transfer be involved? Texting? Voice 
calls? Who will pay? What if the student drops his/her phone into a stream during a biol-
ogy field trip; who can be held responsible? These are definitely all things that need to be 
considered before plunging into using the students’ own smartphones.  
 
On the other hand, with many price plans, it has become increasingly usual to have unlim-
ited text messages and unlimited data transfer, and using the students’ own phones al-
lows for much more flexible use of this resource. Of course, schools need to have contin-
gency plans in cases where student phones are damaged as part of school work. 
 
If opting for the idea of the school buying a set of smartphones for school use, it 
will perhaps be possible to buy especially sturdy and durable phones that can have a rea-
sonably long life; but the amount of resources and the constancy of a school purchase in 
terms of the phones having to last many years, unalterable in the face of the speedy 
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technical development in the market, may be seen as arguments against this option. An 
additional obstacle that may arise from this way of organizing mobile phones for student 
use is the lack of flexibility that is bound to be a result: teachers need to pre-book the 
phone set, compete with colleagues for a restricted number of phones, so the spontaneity 
of taking action on a good idea that has come up or being flexible in terms of accommo-
dating suddenly arisen student needs will most likely be hampered. In addition, school 
budgets will have to accommodate both the purchase and the running use of phones, and 
although local authorities may be able to negotiate good price plans for their schools, it is 
still an added expense with some insecurity – at least in a starting phase. 
 
However, a set of phones for a class doesn’t necessarily have to be 24 of the newest, up-
market type of phones. Very often, to support mobile learning, less is more! 6-8 good 
phones will get you a long way in terms of students working in teams or groups; very 
rarely is individual work necessary, and when it is, phones may be swapped around. 

Possible uses 

Basically, the uses of smartphones can be very similar to the uses of GPS’es and Net-
books/PDA’s. However, they do have the additional advantage of allowing easy, synchro-
nous voice communication and therefore allow for this to be used in combination with 
many of the other features. 
 
Very often, it seems3, the fact that the smartphone is part and parcel of students’ every-
day lives is both a blessing and a curse: a blessing because the phone as a tool is very 
well-known to them and a personalized tool, but a curse because they think they know the 
phone and are not as such willing to really get to know it – or the functions that are rele-
vant in their learning environment as planned by the teacher. 
 
Using a smartphone, learning can again take place elsewhere, i.e. outside of the class-
room, changing some of the basic, traditional roles of teacher and students, giving stu-
dents more independence, more flexibility, and – providing the teacher has incorporated 
this in his planning – more responsibility and increased catering for different learning ap-
proaches or individual learning styles. Motivation can be increased though “JIT learning 
and teaching”4. In addition, as with other types of equipment used for mobile learning, 
the teacher loses some of his/her traditional control – or intended control – of students’ 
learning processes; (s)he is no longer in the driving seat; the students are, leaving the 
teacher with a very different role than that of a teacher in a traditional, more or less one-
way classroom: (s)he must take on the role of advisor and consultant, guiding and scaf-
folding the students’ learning processes, planning for their possible learning paths rather 
than planning one collective learning path in one particular, set order. 
 
                                        
3 Georgsen & Kornerup: 
http://www.emu.dk/tema/web2/projekter/sff/billeder/mobillaering_final.pdf  
4 JIT is short for ”just-in-time”, referring to the fact that motivation for learning is enhanced when informa-
tion/learning is accessible just when the student needs it. 
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In this way, the use of smartphones supports both independence of time and independ-
ence of place; for instance, the plant discovered on a moor in connection with a biology 
field trip where students are sent to different locations may be looked up, or a learning 
object on how to classify and typify plants may be accessed or downloaded – as podcast, 
vodcast, or as a plain document, for instance. Likewise, when investigating the local com-
munity from a social science or historical perspective, relevant information on buildings etc 
may be accessed. These are all examples of how information or learning needs of students 
working in the field may be addressed, but in addition, it is also necessary to consider how 
reporting back to the class or to a “base” working elsewhere may be possible – and how 
information and documentation may be aggregated in various ways to make the reporting 
of findings to the rest of the class much more informative and motivating than what is 
possible without a handheld device.  
 
Thus smartphones can be used to enhance motivation and learning through the bringing 
together of students’ everyday tools and a school or learning agenda, while at the same 
time leaving the students with choices and responsibilities they don’t have in a traditional 
classroom. 
 
For lists of possible pedagogical uses, see the relevant sections of PDAs/Netbooks and 
iPods and mp3/mp4-players and consider the possibilities of also combining the character-
istics of these with the possibilities of GPS equipment, e.g. for documentation of where 
pictures are taken, sounds recorded, route taken etc.  

For inspiration 

http://www.nytimes.com/2009/02/16/technology/16phone.html?_r=1&th&emc=th  
http://www.m-learning.net/links/papers/Mobile%20technologies%20-
%20Geoff%20Stead%20for%20Becta.pdf 
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Podcasting 

Definition and description 

The term “podcast” is a combination of the terms “broadcast” and iPod. It covers a tech-
nique for the broadcast of media contents -- mainly sound and video clips. Later on, the 
word “pod” has come to be the abbreviation of “Personal On Demand” so that podcasting 
has come to mean “Personal On Demand Casting”. The content is published and distrib-
uted via the Internet. 
The receivers (the people who pick up the podcasts) are users who, in some way, sub-
scribe to the service in question. Users are often given the option of subscribing using RSS 
and thus having materials sent to them by their own choice. In this way, materials can be 
received continuously as they are published via a news service on the computer. After 
this, podcasts can be transferred to a portable player. 
 

How to… 

Podcasting is a relatively new kind of service, but podcasts are simple to use and cheap – 
often free – to produce. There are many programs for the production and broadcasting of 
podcasts. Special receiver programs are necessary in order to receive podcasts from ser-
vices that you choose to subscribe to. These services are found at various websites on the 
Internet. There are also many free programs for the reception, download, and handling of 
podcasts. No simple manual can be provided as steps in producing and subscribing de-
pend on the various service providers and the hard- and software used. 

Possible uses: 

According to Danish researcher Karin Hoegh, educational establishments have been quick 
to adopt podcasting and introduced the concept of “course casting”, where teachers make 
their lectures, lessons, and assignments available to their students asynchronously in the 
form of podcasts which students can afterwards download for review and to listen to 
again. 
 
Sune Bjerre et al.5 give several examples of how podcasting can be used in teaching: 

• The enormous amount of podcasts materials that are currently and continuously 
produced and updated on the Internet – among other things from newspapers, ra-
dio and TV stations – can be utilized and can be integrated in the teaching the 
same way as other materials. If a class is doing a special subject or project, stu-
dents may subscribe to podcasts that are relevant in relation to the subject are 
working on 

                                        
5 Sune Bjerre (2009): Vejledning om mobil e-læring – introduktion til mobil e-læring. @ventures 
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• Students can contribute with the production of their own podcasts. For instance, 
they may produce podcasts in foreign languages, short interviews, music re-
cordings. Students may also produce small media casts, e.g. from a web page, and 
the podcasts may be news programs, sound or video recordings from field work, 
weather forecasts, press photos etc. 

• The teacher may choose to make podcasts of his or her own lessons or of tasks 
that the students are set – as homework or during field work. 

• Podcasting opens up the opportunity of documenting or coordinating tasks being 
done outside of the school building for instance in connection with registering 
plants and animals in the woods, working with historical artifacts in one's home-
town, or when doing orienteering. 

To start producing one's own podcasts in one's teaching, certain equipment and services 
must be available:  

• In relation to sound, it may be microphones, speakers/headsets, MP3 recorders, 
mobile phones 

• In relation to the pictures or images, it may be WebCams, digital cameras, digital 
video recorders mobile phones 

• Computers with Internet access and access to editing programs for sound and im-
ages are also necessary. For editing sound, the free program “Audacity” may be 
used (http://audacity.sourceforge.net). If the computer is running on Windows, the 
program “sound recorder” is available and very often also the program MovieMaker, 
which is used for video editing. On Mac computers, the program GarageBand is 
available for sound editing 

• To subscribe to podcasts, it is necessary to have a podcast client installed. After 
that, it is possible to subscribe to and download podcasts, and as part of the sub-
scription podcasts from the chosen service is will be sent to one's computer 

• To publish podcasts, and to inform an audience of the running production and up-
dates, RSS feeds may be used. RSS is short for really simple syndication find more 
information at e.g. www.Wikipedia.org.  

• Various services offer places to broadcast one’s podcasts. (Different ones in differ-
ent countries!) 

For inspiration 

http://www.teachingideas.co.uk/ict/podcasting.htm 
http://schoolcomputing.wikia.com/wiki/Podcasts  
http://education.guardian.co.uk/appleeducation/story/0,,1682639,00.html  
http://www.sospodcast.org/  
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 GPS and GIS  

Definition and description 

GPS is short for global positioning system and is used about an American system for de-
termining one's position and for navigation on land and in the air. The system consists of a 
number of satellites circling around the earth and a GPS receiver, which is handled by the 
user, and which calculates the user's position and possible height above sea level – all on 
the basis of signals from satellites. 
GPS receivers come in various forms for instance: 
GPS receivers that are used in cars.  
By now, these are known by most people as a tool for the car which 
allows the driver to enter a destination allowing the GPS to guide him 
or her to a final destination. 

 

GPS receivers for open air activities. 
 
Open-air activities cover many types of activity, and therefore GPS re-
ceivers for open-air activities have a multitude of different functions. 
They are often used in connection with hiking, canoeing geo-caching, 
sailing etc.  
GPS receivers built into smart phones. 
 
Navigating with smart phones via GPS has been possible for a couple 
of years by now, and today than mobile phones give you almost the 
same experience as proper car navigation systems. 

 

GPS receivers which can have data logging equipment mounted. 
 
GPS sensors may be used together with other sensors to record ex-
actly where data logging or measurements are taking place geographi-
cally. The GPS sensor does not contain a map, but it records positions 
in the data logger. If the collected data is transferred to a computer 
with software such as for instance “MyWorld” “GoogleEarth”, the posi-
tions may be used together with the other collected data and trans-
ferred to geographical maps. 

 

G.I.S. receivers built into pulse watches. 
 
Many training watches couple pulse measuring with GIS. After a run, 
the route may be played into a GIS system, where pulse and speed 
can be depicted in relation to the route one has traveled.  
 
The GPS system was originally built by the American military, but since the 1980s, it has 
been released for private and commercial use, too. The American defense still runs the 
system, and for security reasons, they may choose to make the system less precise or 
even completely inaccessible to others. For these reasons, among others, the EU has 
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started developing an independent navigation system (Galileo). Russia is already running a 
similar system (GLONASS). 
 
The GPS system consists of a number of satellites -- about 30 -- each circling the Earth in 
six different orbits at about 20,000 kilometers (60,000 feet). To determine one’s position 
on the face of the earth, the GPS receiver must receive signals from at least four satellites. 
In addition, the satellites emit a time signal so that the time at the place in question may 
be calculated.  
 
GIS is the abbreviation for Geographic Information System and is a method for analyzing 
and visualizing various types of statistical and geographical data on a map. It is relatively 
easy to work with GIS tools. There are two basic ways of working with GIS. One can ei-
ther use a web-based GIS tool via one's browser, or one uses a program that is installed 
on the computer. If you install a GIS program on your computer, you can often access 
more and different functions, just as the program typically functions faster. However, 
web-based programs require less administration and are free to use.  
 
Working with GIS tools in teaching and learning provides students with opportunities to 
find it easier to get an overview of and subsequently analyze and interpret geographical 
data. 

How to… 

It is not possible to provide a step-by-step manual for how to handle a GPS receiver. 
 
GPS receivers come in many shapes and sizes are produced by many different companies. 
The handling and use of the software is often very different from one brand to the next. 
Therefore, users need to familiarize themselves with their GPS using the manual that 
comes with each individual GPS receiver. 
 
However, some GPS functions and some elements in relation to these functions are seen 
in most brands.  

Possible uses 

Most GPS receivers can 
• record data about geographical coordinates describing the route one has traveled. 

Subsequently, the route may be illustrated either on the GPS receiver or on a com-
puter to which data has been uploaded or transferred 

• record speech data 
• record data concerning height above sea level 
• guide or lead the way to various geographical coordinates or positions which have 

been plotted on the GPS receiver 
• guide or lead the way through a route that has been established on the GPS on the 

basis of geographical coordinates 
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By far the majority of GPS receivers can upload and download data to and from a com-
puter. In many instances, the GPS receiver comes with software for this purpose which 
one may install on one's computer. It is also possible to use services on the Internet, 
where data is uploaded and downloaded to and from the GTS receiver. These data may be 
analyzed in different types of statistics and may be visualized on a map using a so-called 
GIS service. 
 
Many of these services are free, for instance http://www.connect.garmin.com, where re-
corded data consisting of geographical coordinates allows one to depict the route traveled 
on a map using services from GoogleEarth. Simultaneously data about time, speed, height 
above sea level, and heart rate are illustrated in relation to where on the route the differ-
ent data have been recorded.  

 
 
GPS may be used in the teaching and learning of many different subjects, with many dif-
ferent aims, and in many different situations; for instance: 

• Orienteering (P.E., geography) 
• Registering students’ heart rates in relation to changes in running speed and type 

of terrain (Biology, P.E.) 
• Exercises where students work with maps, compasses, and geographical coordi-

nates  
• Students are equipped with GPS receivers with registered coordinates (positions) 

which they must locate. At the positions in question, students must collect informa-
tion. This might be used in biology, where they must move to different biotopes 
and collect different insects. It might also be used in history, where students must 
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move around the local town and find historical artifacts, which they must docu-
ment, e.g. by taking pictures, and find information about. (May be used in many 
other subjects along similar lines). A combination of digital cameras, GPS, datalog-
ging and podcasting may be useful here. 

• Students are equipped with GPS receivers with a registered route -- based on plot-
ted positions -- which they must follow. At the positions in question, students re-
ceive information about what they observe and experience. This may come in the 
form of information which has been recorded on MP3 recorders or mobile phones 
or even on written text which they carry around or which has been placed at the 
posts by the teacher. In the subject of religious studies, for instance, where stu-
dents visit different churches, mosques, and synagogues, these visits may be 
documented by digital photos. Or in arts class, where students must move around 
town visiting different works of art which they must document and review on the 
basis of the information they receive. Again, this type of method is useful for very 
many subjects and may be paired with the use of MP3 players, digital cameras, vid-
eos, and podcast production. 

For inspiration: 

http://www.ncsu.edu/gisined/text-why.html 
http://www.digitalgeography.co.uk/archives/2009/05/gis-in-the-classroom-a-collaboration-
of-ideas/  
http://www.eduscapes.com/tap/topic78.htm 
http://cfa-www.harvard.edu/space_geodesy/ATLAS/classroom.html 

http://lovinfifth.com/gps/GPS-activities.htm 
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Data logging 

Definition and description 

Data logging equipment consists of a mobile unit -- a data logger -- which is equipped 
with some type of sensor or probe depending on the kind of measurements and data that 
are to be collected. In this context, then, data logging may be defined as the use of sen-
sors or probes to collect and register data over time in connection with practical, experi-
mental work independently of time and place. The data can either be read as they are col-
lected or be stored on the data logger or a computer. The sensors can be used to perform 
the following measurements among others: 

• oxygen levels in water 
• temperature in air and in wa-

ter/fluids 
• pH values (acidity) 
• I prayheartrate 
• Light intensity 
• Volume 
• electrical current 
• SPÆNDINGSFORSKEL 
• Pressure 
• oxygen levels in air 
• carbon dioxide in air 
• wind speeds 
• humidity 
• movement 
• GPS signals 

That is, it is possible to acquire sensors for most kinds of measurements carried out with 
normal measuring instruments normally used in science teaching. There are two ways of 
visualizing collective data: one is a handheld data logger whose display allows visualization 
of the measurements in question. Another visualization method is achieved by connecting 
the sensors/probes directly to a computer or connecting the data logger to the computer, 
which allows the collective data to be depicted on the computer screen as figures or as 
graphs, and subsequent data handling is made possible. In cases where direct computer 
connection is not relevant or desirable, for instance in connection with data logging out-
side of the classroom, the data logger can collect several sets of data for further treatment 
on the computer. The term data logging equipment is used as an overall term for the data 
logger itself, its probes, and the software that goes along with it. There are several sys-
tems on the market. Two of the major providers of data logging equipment on the market 
are Pasco and Vernier. 
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Possible uses 

it is not possible to give a step-by-step manual for how to handle a data logger. Data log-
gers come in many shapes and sizes and are produced by many different companies. The 
handling and use of the software is often quite different from one brand to the next. As a 
user, one needs to acquaint oneself with the manual that comes with the individual data 
logger so as to familiarize oneself with the software. 
To the right is an image of a lap quest data logger. Here the user interface as a structure 
and is handled in a way that is similar to the user interface of a normal computer. 
 
However, despite the differences, there are elements concerning what data logging 
equipment can do that is seen in most brands. Most data loggers can: 

• collect data (depending on the kind of probe connected to the data logger) 
• record sound 
• playback sound 
• build text files 
• transfer data to the computer, for instance by converting data to a spreadsheet file, 

which one can then continue to work with. Most computers also come with product 
specific software which can be used on the computer 

Data logging will typically be used in science subjects but can also be used in subjects 
such as PE and home economics. Very often, advantages can be had by combining use of 
data logging with GPS and GIS. 
 
A central element in the experimental work and fieldwork of science teaching is the collec-
tion of data through observations and measurements. In science teaching, students are 
often presented with a large array of equipment and instruments that can help collect data 
for instance thermometers, pH paper, volt meters and hygrometers. Typically, the col-
lected data is written down and afterwards represented in tables and graphs. Previously, 
this was done manually, but today computer technology can easily assist the process of 
collecting and presenting data. This is a process known as data logging. Computer-based 
data logging has been used in the industry and in research for a number of years. Many 
modern everyday technologies are increasingly based on intelligent systems, which con-
tinuously collect data from our surroundings in order to adapt to changing circumstances. 
One good example is a car which measures the composition of exhaust gases in order to 
optimize the combustion in the engine, or it could be sensors in our houses controlling 
lighting depending on movement or the amount of light in the surroundings. Along with 
this development where sensors find their place in our everyday lives, recent years have 
seen the development of data logging equipment which is both user-friendly and adapted 
to the needs of teaching and learning. 
 
There are four important technical advantages in using data logging equipment rather 
than conventional equipment in science teaching: 

• it becomes possible to conduct multiple measurements in a very short time as the 
data collection can take place at very short intervals 
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• it is possible to conduct measurements over a long period of time since the pres-
ence of a person is not necessary at all times 

• very small changes can be registered 
• it is possible to have the collective data rendered in an accessible form e.g. as a 

graph at the same time as the data collection itself takes place  
Thus there are several good reasons for including IT in science teaching; The fact that 
data collection through the use of data logging equipment couples basic science compe-
tences with the use of IT makes it obvious to focus on the use of data logger is in science 
teaching. It is easy to bring into play the four science sub competences (empirical, repre-
sentational, modeling, and perspectivational (?) competences) in working with data log-
ging. In this way, the inclusion of data logging in the science subjects must – as we see it 
- enhance the IT competences which are directly connected with both primary, secondary 
teaching and teacher training. Internationally, there are a number of research studies 
supporting this view. Svec (1999) and Friedler & McFarlane ( 1997) all find datalogging to 
have a positive effect on students’ abilities to interpret graphs. Newton (2000) and 
Espinoza (2006 – 2007) emphasize data logging as a tool to give students experience a of 
real scientific experiment and investigation. Having studied the learning outcome for stu-
dents who have carried out data logging experiments, Espinoza – among others – con-
cludes that: 
 
In Denmark there has been little focus on the use of data logging in primary and secon-
dary schools. However, in connection with the evaluation of a government supported pro-
ject, two researchers (Breiting & Soelberg, 2004) have studied how students work with 
data logging. According to these researchers, the collection and recording of data with the 
use of data logging has a number of advantages as well as disadvantages. To a large ex-
tent, the disadvantages have to do with the handling of and the access to equipment: 
these are seen as costly in terms of demanding resources both financially and in terms of 
time especially in the starting phase; some of probes are very fragile and demand quite a 
lot of maintenance and require training for students and teachers etc. On the other hand, 
the advantages describer are quite in agreement with the elements pointed out in Interna-
tional Research studies, and they very much have to do with the development of science 
skills as well as IT competences, e.g. through the provision of good opportunities for visu-
alizations, comparison of various parameters, and the fact that data logging is very well 
suited for interdisciplinary work involving biology, physics and chemistry, mathematics, 
and other subjects. 
 
The use of IT as a didactical tool for the development of science competences with the 
students is not very much in focus with teachers. Science teachers are focused on their 
own ICT use as well as on the students’ general ICT skills. Within the fields of all four sci-
ence subjects, teachers claim that the use and integration of ICT is seen as having the 
largest effect on the student acquisition of knowledge and concepts related to the sub-
jects, whereas the effects on the acquisition of science-related work methods and trains of 
thought are seen as somewhat smaller. Still, to a large extent, teachers agree that ICT will 
be an important tool for the students in their future work with science subjects. According 
to teachers, the largest barriers in relation to the integration of ICT in science teaching are 
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the lack of relevant digital materials/contents and the lack of ICT equipment specifically 
focused on science subjects. 
 
As an example of how data logging equipment is maybe included in teaching, let us look 
at the subject of biology. Even though it may be difficult to perform controlled experi-
ments outside of a lab, it seems an obvious choice to let many observations and other in-
vestigations take place in nature itself. Experiments in nature reflect the real factors at 
play as they are seen in nature to a much higher degree than what can be reproduced in a 
lab setting. For example, plant and animal life at a selected biotope will reflect the condi-
tions for life in that very spot. Through use of data loggers, measurements of the antibi-
otic conditions in the area may be carried out (if the focus is on animal life in a stream, 
data loggers could be used to perform measurements of oxygen in the water, of tempera-
ture, and of current speeds -- and the students can work with a description of the connec-
tions between biotic and abiotic relations as well as perform small experiments in the lab. 
 
In examinations e.g. of a stream, data concerning a number of conditions may be col-
lected: 

• Examination of animal and plant life in the stream as well as the different degrees 
of tolerance of insects and small animals (?) to changes in the oxygen levels in the 
water may give a picture of the environmental state and conditions of the stream. 

• The recording/logging of oxygen levels, temperature, and current speeds. 
• In the lab, it is then possible to follow up on the data-logger collected date through 

analyses of the data, e.g. 
• The oxygen production of plants in the daytime and at night respectively 
• The decomposition of organic matter and its use/consumption of oxygen 
• The relationship between the oxygen consumption of poikilothermics and the tem-

perature of their surroundings 
• The oxygen levels in water in relation to its temperature 

Taking their starting point in the total amount of results, this will allow the students to dis-
cuss and examine the interrelationship between oxygen levels in different bodies of water 
and the composition of the animal and insect life (life forms???) in the stream as well as 
the interrelation between oxygen levels and current speeds, temperatures, the oxygen 
production of the water plants, and the supply of organic matter. This kind of thematic 
work can – hopefully – help the students build a number of basic science competences 
and gain insight into a number of essential interrelationships. 
 
 
Espinoza, F. (2006 - 2007). "The Use of Graphical Analysis with Microcomputer-Based 
Laboratories to Implement Inquiry as the Primary Mode of Learning Science " Journal of 
Educational Technology Systems 35(3): 315 - 335.  
 
European Commission (2006): Benchmarking Access and Use of ICT in European Schools 
2006. Final Report from Head Teacher and Classroom Teacher Surveys in 27 European 
Countries. European Commission 2006.Friedler, Y. & A. McFarlane (1997). "Data Logging 
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Journal of Computers in Mathematics and Science Teaching 16(4): 527 - 550.  
 
Newton, L. R. (2000). "Data-logging in practical science: research and reality." Interna-
tional Journal of Science Education 22(12): 1247 - 1259.  
 
Pedersen, S.G. et.al. (2006): E-learning Nordic. Effekten af it i uddannelsessektoren. Ram-
bøll Management. 
 
Svec, M. (1999). "Improving Graphing Interpretation Skills and Understanding of Motion 
Using Microcomputer Based Laboratories." Electronic Journal of Science Education 3(4).  
 

How to… 

It is not possible to provide a step-by-step manual for how to handle different types of 
data logging equipment. The equipment is produced by many different companies. The 
handling and use of the software is often very different from one brand to the next. 
Therefore, users need to familiarize themselves with the manuals that come with their 
data loggers.  

For inspiration: 

http://www.ipn.uni-kiel.de/projekte/esera/book/020-new.pdf 
http://www.teachers.tv/videos/data-handling-in-the-classroom  
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Appendix 2 – ICTeacher Self-assessment Test 

 
 

ICTeacher Self-Assessment Test (paper based) 
Austrian Computer Society 
Version 1.03, Feb. 02, 2010 

 
1. The Computer and its Accessories 
 
1. 1 Which one of the following terms describes the physical components of a computer 
system?   
a. � Hardware 
b. � Freeware 
c. � Software 
d. � Courseware 

 
1.2 Which one of the following is a portable digital device?   
a. � Photocopier 
b. � Desktop computer 
c. � Personal digital assistant 
d. � Computer screen 

 
1.3 Which one of the following can slow down the computers performance?   
 
a. � Running several software applications at the same time 
b. � Using a small computer monitor 
c. � Increasing the amount of RAM available in the computer 
d. � Printing documents at a low resolution 

 
1.4 Which one of the following statements is true?  
a. � A gigabyte is less than a megabyte 
b. � A kilobyte is greater than a megabyte 
c. � A byte is less than a bit 
d. � A terabyte is greater than a gigabyte 

 
1.5 Which one of the following is used as a computer input device?  
 
a. � Plotter 
b. � Monitor 
c. � Printer 
d. � Scanner
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2. Using the Computer and Managing Files  

 
2.1 Which one of the following icons represents a folder? 
    
 

        
    a. �         b. �        c. �         d. �  

 
2.2 Which one of the buttons below should you click on to restore a window? 
 

                                 
  a. �             b. �        c. �          d. �  

 
2.3 Open several folders on your hard disk drives. Display the folders and files to show the 
name, size, type and date modified. Sort the files to display the most recently modified file 
at the top of the list.  
 
Planets 
Jupiter 
Saturn 
 
2.4 Create the following folder structure on any of your hard disk drives as represented by 
the diagram below. Afterwards rename the folder Jupiter to Venus. 
 
 
 
 
 
 
 
 
 
 
 
 
2.5 Search for all files with the extension jpg on one of your hard disk drives.  
 

Planeten 

Jupiter Saturn 
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3. Word Processing 
 
3.1 Open the word processing application and create a new document. Insert a title text 
and a few lines of simple text. Save the document.  
 
3.2 Select all the text in the document and change the font to another font type. Underline 
the title text. Insert an image into your document. 
 
3.3 Add a page break at the end of your document and create a table with two columns 
and four rows on page 2 of your document.  
 
3.4 Insert the following text into the table as shown below and right align all the text in 
column 2 (Price € column) in the table.  
 
Plant Price € 
Crocus 2.99 
Pansy 4.99 
Lily 3.50 
 
3.5 Change the top and bottom margins in the document. Print one copy of page 1 only of 
your document to an output printer. Save and close your document.  
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4. Slide-Based Presentation 
 
4.1 When creating text content for a slide presentation which one of the following should 
be used? 
� Use long detailed paragraphs to make a point.  
� Use as many different fonts as possible in the presentation. 
� Use only short concise phrases. 
� Fill each slide with text to eliminate white space. 

 
 
4.2 Start the presentation application and create a new presentation based on the default 
template and add a title and a subtitle on slide 1. Save the presentation.  
 
4.3 Insert two new empty slides immediately after slide 1. Insert an image file from your 
local computer into slide 2. 
 
4.4 Move slide 1 so it becomes the last slide in your presentation and save.  
 
4.5 Change the presentation view mode from normal view to slide sorter view, outline 
view and finally to slide show view. Start the slide show from the first slide.  
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5. Web Browsing 
5.1 Which one of the following is used by web browsers to locate web sites on the Inter-
net?  
a. � SMS 
b. � VoIP 
c. � ISP 
d. � URL 

 
5.2 Which one of the following refers to the domain name in the URL 
http://www.ecdl.org? 
a. � .org 
b. � http:// 
c. � //www. 
d. � ecdl 

 
5.3 Open a Web browsing application and go to the Wikipedia Web page at 
http://www.wikipedia.org and search using the keyword GPS. From the search result save 
an image to one of your drives. 
 
5.4 What is the purpose of a firewall? 
a. � To provide secure off-site data storage for a computer or network 
b. � To provide a computer or network with wireless access to the Internet 
c. � To delete temporary Internet files and cookies from a computer or network 
d. � To protect a computer or network against unauthorised intrusion 

 
5.5 Which one of the following describes software that is created and distributed for mali-
cious purposes?  
a. � Freeware 
b. � Vaporware 
c. � Shareware 
d. � Malware 
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6. Communication: E-Mail 
6.1 In the e-mail address drossi@infaxa.it which part of the address identifies the geo-
graphical area? 
a. � @ 
b. � drossi 
c. � it 
d. � infaxa 

 
6.2 Which one of the following statements is true?  
 
a. � e-mail cannot transmit images as attachments 
b. � e-mail is a low cost way to send and receive messages  
c. � e-mail cannot be infected by computer viruses 
d. � e-mail is a secure way to transmit and store confidential information 

 
6.3 You are going to create and send an e-mail message. Open the e-mail application and 
create a new mail message. Prepare a message to your own mail address with Testmail as 
the subject. Enter a short text in the body of the mail message and insert a text document 
as an attachment. Send the mail message.  
6.4 Open the message entitled Testmail (sent by you). Save the attachment under a new 
name to one of your drives.  
6.5 Which one of the following is a scheme where criminals send unsolicited e-mail or 
pop-up messages to get personal and financial information from unsuspecting victims?  
a. � Browsing 
b. � Searching 
c. � Phishing 
d. � Blogging
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 Answers to the theoretical questions: 
1.1 A 
1.2 C 
1.3 A 
1.4 D 
1.5 D 
  
5.1 D 
5.2 A 
5.4 D 
5.5 D 
  
6.1 C 
6.2 B 
6.5 C 
  
4.1 C 
  
 
 
 
 
 
2.1 B 
2.2 D 
 
 
 
Diagnosis:  
You should be able to solve at least four of five questions correctly in each category, oth-
erwise you are kindly advised to join the corresponding face to face training session. 
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Appendix 3 – ICTeacher Online Guide 

 

 Log In: 

 
ict.cesga.es 
 
Username:     ……………………………………………………… 
 
Password:          ……………………………………………………... 
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Access to the course: 

 

 
 
 
 
 
 
 
 
 
 
 
 

Here you get 
access to the 
scenarios 

Here you can ask 
questions and 
communicate 
with other stu-
dents 

Here you upload the 
lesson plans and 
documentations 
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3. The scenarios: 

 

 
 
 

Create and edit your profile: 

 

 
 
 
 

Click here 

Here you can edit 
your profile 

Here you can add more informa-
tions about yourself. This can help 
other participants to know you 
better. 
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 Communication via the forum: 

 
 

 
 
 
 

Click on the forum you 
like to look in or to add 
messages 
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Here you can reply to this mes-
sage 

Hier klicken um 
die Nachricht zu 
senden. 
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Upload lesson plans and documentations 

 

 

 
 
 
 
 
 
 

Select the folder where you 
want to upload 

Here you choose the document from you 
computer 

After selecting the folder the 
upload can start 

Please give your 
document a titlel. If it 
is useful also add a 
description. 


