INTEGRATION OF INFORMATION AND COMMUNICATION TECHNOLOGY IN EDUCATION -  E-LEARNING

E-learning
· Teaching practice is changing from the teacher as sage on the stage to the guide on the side.

· As a course designer

· Share the teaching resources with others

· Re-use materials created by others

E-learning 

· The term E-learning in general refers to learning facilitated and supported through the use of information and communications technology. 

· Learning that occurs at the computer?

· Learning that occurs with the Internet?

· Electronically delivered learning – audio?

· Electronically delivered learning – video?

E-learning Technologies

· Generic software applications, which includes word-processing, databases, and spreadsheets, as well as statistical and qualitative data analysis tools. Students can use these to develop their skills and understanding, develop ideas and hypotheses, and present their results and findings.

· Presentation technologies, which are widely available, include software such as Microsoft PowerPoint, digital projectors, and interactive whiteboards.

· World Wide Web (or the Web), which provides access to a range of digital resources including online libraries, journals, databases, and datasets. The Web can form the basis of many types of learning such as resource, enquiry, or problem based learning.

· Computer Mediated Conferencing (CMC), which includes e-mail, discussion boards, bulletin boards, and chat tools. CMC can be used to support many types of discursive or collaborative activities.

· Multimedia materials, which include graphics, pictures, photographs, animations, film, video, and sound. Multimedia can support a variety of student learning styles - some students prefer to read, some to watch, some to listen and some to experience.

· Computer Assisted Assessment (CAA) is automated, online objective testing. This can be automatically marked and can provide immediate and individual feedback to students.

· Audio conferencing and Videoconferencing involve the use of audio and visual communication, via phone lines or the Web. These can be used with applications, such as Microsoft NetMeeting, which allow you to simultaneously conference, edit documents, communicate via chat, and design a product on the shared online whiteboard.

· Streaming audio and video includes digital audio and video delivered via the Web. This can provide an alternative or supplement to text. It can be used to give students access to real life situations that are otherwise inaccessible, for example, social work case studies, natural disasters, or medical conditions and treatment.

· Simulations, models and Games allow students to explore real world environments, and develop practical skills. These allow students to practice tasks in a safe environment, as well as helping them to integrate theory and practice for real laboratory experiments or field trips.

· Visualisation tools can be used to represent complex sets of data in a visual way. Examples include weather systems, topography, financial and economic systems, as well as medical imaging.

· Although these technologies can be used on their own, it is by combining a variety of information and communication technologies that one can harness the true potential of e-learning.
“More and more, people are drawing distinctions between the older, simpler, click-here-to-continue type e-learning, and the more interactive and collaborative e-learning that exists today. E-learning today allows students to get fully involved – try things out, participate in simulations and tests like never before, and get more out of learning than ever before” (Webster, 2005)

E-learning Today

· High levels of interactivity 

· Vivid simulations 

· Video and/or audio 

· Community based, with access to tutors or fellow e-learners 

· A web-based learning management system for user and administrator progress tracking. 

    AN EXAMPLE OF E-LEARNING CONTENT
E-learning systems

· Learner Management Systems (LMS)

· Course Management System (CMS)

· Learning Support System (LSS)

· Virtual Learning Environments (VLE)

By integrating various e-learning tools, a rich Virtual Learning Environment (VLE) can be created.
· A VLE is a web-based online environment that integrates tools for content delivery, communication, assessment, and student management.

E-learning systems


· WebCT

· Blackboard                                     Proprietary Software
· Knowledge Presenter

· Angel


· ATutor

· Moodle                                             Open source Software
· Dokeos

· Sakai

sakai

· A set of generic collaboration tools forms the core of Sakai.

About Sakai Sakai is an online open source Collaboration and Learning Environment. Many users of Sakai deploy it to support teaching and learning, ad hoc group collaboration, support for portfolios and research collaboration. 
Announcements
Drop Box
Email Archive
Resources
Chat Room
Forums
Threaded Discussion
Message Center
Message Of The Day
News/RSS Preferences 
Presentation
Profile / Roster
Repository Search
Schedule
Search
Web Content
WebDAV
Wiki
Site Setup 
The core tools can be augmented with tools designed for a particular application of Sakai.

· Teaching ToolsAssignments

Grade book
Module Editor
QTI Authoring
QTI Assessment
Section Management

· SyllabusPortfolio Tools Forms

Evaluations
Glossary
Matrices
Layouts
Templates
Reports
Wizards

Moodle

· Forums for asynchronous discussion 

· Uploading and sharing resources 

· Quizzes 

· Chat module for instant discussions 

· Surveys for user attitude/opinions 

· Workshops for peer collaboration

· Calendar 

· Groups for grouping several users together 

· Progress tracking 

· Assignment submission and review 

· Grading and record keeping 


A Masters in Education in E- Learning 

 Advantages of E-learning

· Providing access to a range of resources and materials which may not otherwise be available or accessible, for example graphics, sound, animation, multimedia;

· Giving control to students over when and where they study;

· Allowing students to study at their own pace;

· Providing a student centered learning environment which can be tailored to meet the learning needs of individual students;

· Creating an environment that promotes an active approach to learning;

· Supporting increased communications between staff and students, and amongst students;

· Providing frequent and timely individual feedback, for example through computer assisted assessment, and positive reinforcement;

· Motivating students through appropriate use of interactive courseware;

· Supporting and encouraging collaborative learning;
· Supporting economic reuse of high quality, expensive resources;

· Encouraging students to take responsibility for their own learning.
STUDENT ASSESSMENT

 “The process of gathering evidence and documenting a child’s learning and growth” 

Traditional Assessment Practice

· Focus on Short Items

· Paper and pencil items

· Assess the Facts and Skills Learned

· Transmission Model of Instruction
Alternative Assessment Movement

· Learning from a constructivist perspective

· The Teacher:

1. Notice the knowledge and skills students bring to class

2. Observe how students interact and solve problems

3. Helps students to think and analyze situations

4. Provide multiple ways for students to learn and demonstrate their learning
Alternative Assessment

· Measures higher level cognitive skills not the facts and skills

· Multiple forms of assessment rather than standardized form

1. Portfolio Assessment

2. Performance assessment

3. Rubric Assessment

 IF IT’S WORTH LEARNING, IT IS WORTH ASSESSING

· Evaluated on what they can produce, show. Explain rather than what can be recalled or reproduced

PORTFOLIO

DEFINITION: A planned collection of learner achievement that documents what a student has accomplished (progress) and the step taken to get there (efforts). The collection represents collaborative effort among teacher and learner, to decide on portfolio purpose, content, and evaluation criteria.

Electronic Portfolio

· The terms "computer-based portfolio" and “electronic portfolio" are used to describe portfolios saved in electronic format. Electronic portfolios contain the same types of information as the portfolios discussed earlier, but the information is collected, stored, and managed electronically. Since current technology allows for the capture and storage of information in the form of text, graphics, sound, and video, students can save writing samples, solutions to mathematics problems, samples of art work, science projects and multimedia presentations in one coherent document.

Electronic Portfolio system

· Collections of student work in digital format (floppy or CDROM) 

· Collections of student work at a Web site – a collection of HTML linked web pages.

· Currently, "E-portfolio" refers to database-driven, dynamic Web sites, not static, HTML-driven sites.

· The Concord’s Masterfile

· Ospi, Elgg

Electronic Portfolio

·  ospi
OSPI: A Tour

· http://www.osportfolio.org/tour 

E-content

· Any digitized content that can facilitate the learning can be called as e- content

For Content Creation and Management 

· Hardware: High End Computer Systems), scanner, digital camera, video camera, sound recording/editing system, video capturing/editing system

· Software :   

· Authoring Tools e.g. Director, Authorware, Captivate, Breez, Power Point etc.

· Image Editing Tools e.g. Photoshop, Illustrator, Fireworks etc. 

· Animation Tools e.g. Flash, Dreamweavar

· Video Editing Tools e.g. Adobe Premiere, After Effects

· Sound Tools – Sound Forge, Adobe Audition etc.

A Breeze Movie

· http://breeze.unitarklj1.edu.my/future/ 

Captivate Movie

· Thermal Expansion
Open source

· Wink

· Lams 

· Nvu

· Audacity

· Gimp  

Wink Movie

· http://www.lamsfoundation.org/integration/moodle/animations/using_a_lams_sequence.htm 

What is Connexions?

· Connexions is a revolutionary approach to education that seeks to provide a place where everyone in the world can share knowledge for free. 

· Based on concepts pioneered in “open-source” computing, Connexions provides equal access to all, via tools that let everyone—from university professors to school children—post and update knowledge in one place, the Content Commons. 

· The project provides free, Web-based tools that make it easy for anyone to access materials in the Content Commons, modify them to meet their specific needs, collaborate with others, and to explore the links between concepts, courses, and disciplines. 

· Based at Rice University in Houston, Connexions transcends traditional learning by making information more accessible, interactive, relevant, and fun. 

About LAMS

Lams is a revolutionary new tools for designing, managing delivering online collaborative learning activities. It provides teachers with a highly intuitive visual  authoring environment for creating sequences of learning activities. These activities can include a range of individual tasks, small group work & whole class activities based on both content & collaboration. 

LAMS

· Overview
· Learner monitor
· Author demo
Content Management System (CMS)

· Joomla 

· Mambo

· Drupal

· Plone 

