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dkoHoMMKa, Ctatuctuka n UHopmaTtuka

For current and future foreign language educators to effectively and meaning-
fully merge technology with instructional practices and activities they must first
become adept at using multiple technologies, while simultaneously developing a
realistic understanding of the various functions, uses, strengths, and limitations of
technology in education settings. A logical starting place for this instruction and
training is education programs at the college level. Accordingly, the purposes of
this article are (a) to highlight and explain some of the expanding roles and af-
fordances of technology in a collegiate foreign language education program and
(b) to encourage continued research and development of instructional technology
in teacher education programs.

The role of computer technology in teacher education has yet to be well defined
with a proven method for successful integration. However, institutions that prepare
future teachers are continually developing ways in which computer technology is
embedded into the process of becoming a teacher.

While some programs focus on the integration of technology-enhanced activi-
ties (i.e., productivity and professional tools such as PowerPoint or QuickTime),
others focus on the integration of hardware (i.e., planning and designing learning
environments and experiences such as the inclusion of laptop computers, port-
able hard drives, cameras, or other peripherals). Neither approach to integrating
technology has been proven to be continually successful in preparing teachers to
use technology.

1. Introduction Technology helps students acquire knowledge and fluency in a
foreign language when web 2.0 tools are used in a collaborative learning environ-
ment, promoting learning autonomy and socialization through blogs, wikis and
online discussions. (Pellet, 2012) Students may rely on technology in order to
review phonetics that are unique to a foreign language. One of the main advantages
of using videos, audio, multimedia and mobile based technology when learning a
foreign language is having the opportunity to play and repeat phonetics as many
times as needed in order to master pronunciation and listening comprehension.
Furthermore, when provided appropriate software, students have the opportunity
to record their own voice and compare their pronunciation and fluency with that
provided by language teachers. Even though technology helps with ear training
and fluency in a foreign language, social interaction is also necessary in order to
provide opportunities to practice verbal communication. Therefore, integrating
technology in a foreign language curriculum, along with social interactions that
occur in existing face-to-face foreign language classrooms, may be one of the
best resources for foreign language students and teachers. Engage and Empower
(2011)acknowledges that technology plays a huge role in the life of the population.
An average 18 year old spends an average of 7.3 hours a day using technology.
Therefore, the education system should be adjusted to leverage technology to create
meaningful learning environments that mirror people’s daily lives in the digital age.
(Learning: Engage and Empower, 2011) This literature review provides summaries
of findings in which foreign language specialists advise to incorporate technology
because it helps foreign language learners acquire fluency and improve not only
their pronunciation but their listening comprehension as well. The focus of this
literature review is to: 1) identify possible effects of technology, both negative
and positive of technology when learning a foreign language learning?) review
teaching strategies that should be incorporated when technology is used in foreign

2. Identifying the positive outcomes and findings of different online learning
studies across the world in order create awareness of which teaching strate-
gies need to be implemented and reinforced can help online teaching be more
efficient in helping students succeed. On the other hand, identifying negative
aspects can also be an opportunity for teachers and students in order to help them
achieve academic success. The literature reviews included in this study bring up
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TEXHOJOIM'MYECKAA NMNOAOAEPXKA
ana obYYEHUA B YHUBEPCUTETE

OTa cTaTbsa Npr3BaHa nokasaTtb Npenmy-
LWecTBa MHHOBALMOHHbLIX TEXHOMOMMI
npeacTaBneHHbIX B 06pasoBaHuu. Mpuxon
TEXHONOrMYECcKOoW 3pbl U3MEHWU NULO
ob6pasoBaHus. Mpu cOOTBETCTBYIOLLEM
NnpUMeHsieTCs B Kraccax, TEXHOMOrum
ABMAKTCA MHCTPYKUMEN No [ocTaBke
UHOpPMaLUUM N TOMY KaK CTYAEHTHI
nomnyyarT JOCTyn U obpabaTbiBalOT WH-
hopmaumio 1 kak 0byyeHue oLeHMBaeTCs.

Knrovyeeble cnoea: MHOXeCMeeHHbIe
mexHoroauu, pazsumasi 0oeepumersib-
Hble, KpeamueHOCMb U KpUMUYecKoe
MblwrneHue, coemecmHasi cpeda obyde-
Husi , 8udeo - 3anucu u ayouo 3anucu
eMKOCMb .

Ne6, 2015

four different topics that need to be
taken into account when taking and
teaching an online class: a) Socializa-
tion through Technology in Foreign
Language Learning, b) Ear Training,
Comprehension and Pronunciation
With Technology, ¢) Knowledge of
Technology when Learning a Foreign
Language and d)Integrating Emerging
Technologies in the Classroom. Wiki
And Digital Video Use In Strategic
Interaction-Based Experiential EFL
Strategic Interaction (hereafter, SI).
SI is an approach to foreign language
instruction that organizes scenarios
based on real life events based on
experiential learning theory and so-
ciocultural theories of development. SI
was incorporated through technology
in a foreign language class to thirteen
undergraduate students from a public
urban Japanese university. According
to the findings, English communica-
tion skills improved because of work-
shops that promoted social interaction
through technology. Students said that
that they preferred language learning
through technology over their regular
university English classes. In the find-
ings of the study it was discovered that
students developed confidence, creativ-
ity and critical thinking in each one the
ST technology based stages. science and
others. However, findings of the study
not only reveal that 92.3% of students
agreed or strongly agreed that a lack of
support was an issue, but also that they
needed more interaction in their online
foreign language courses. Students
recommended teachers to hold more
group classroom and in self-directed
study contexts. DeHaan, J., Johnson,
N. H., Kondo, T., & Yoshimura, N.
(2012) in Wiki And Digital Video Use
In Strategic Interaction-Based Expe-
riential EFL Learning found through
the study of 13voluntary participants
from a public Japanese University
that their listening comprehension
skills improved because of workshop
activities delivered through technol-
ogy, including wikis, videos and so on.
Findings also revealed the preference to
use technology based social environ-
ments over traditional classes because
listening comprehension was easier
through technology. Since the findings
also revealed that students developed
confidence, creativity and critical

thinking when learning a foreign lan-
guage through technology based on SI,
teachers need to consider implementing
mobile technology when technology
i1s not available in a classroom, be-
cause modern mobile technology has
video-recording and audio recording
capacity in addition to incorporating
mobile application for foreign language
learning. Teachers also acknowledged
that online learning requires more mod-
eling and clear explanations from the
teachers. 28.3% of students stated that
their teachers were not appropriately
prepared to teach an online class. In ad-
dition, 36.3% of students did not agree
that their teacher did a good job teach-
ing in an online environment. A student
stated that teachers were not able to
respond timely through the Blackboard
messaging system, since teachers took
hours or even days to clarify students’
questions. Integrating Emerging Tech-
nologies in the Classroom Grgurovic,
M. (2011) in Blended Learning In An
ESL Class:

3. A Case Study points out that
blended learning is one of the most
recent advances in educational technol-
ogy. The study points out that previous
research does not deeply describe the
positive outcomes and challenges that
occur when a blended class is being
taught. Findings of the study have the
capacity to inform and modify existing
teaching models of blended learning,
as well as compare the model used
with other instructional methods of
blended learning. The study investi-
gates a blended model in a listening
and speaking English class that used the
CALL model as well as the Learning
Management System for the first time.
Nineteen students from a Intensive
English program participated, two from
China and two from Korea. A survey
was administered in order to assess
technology knowledge before the class
was delivered. 74% of students assured
that they had previously used comput-
ers for English study. Furthermore, the
first two lab meetings were used to
train students about how to use online
materials. One of the strengths was the
knowledge of the instructor, since he
had been teaching English for 20 years
and he described himself as a daily
computer user. The instructor used My
North Star Lab, using materials that




were already created, so he did not
have to create teaching materials from
scratch. My North Star Lab provides
teachers the ability to respond orally
when providing student feedback us-
ing Wimba recorder, a plug-in feature
included. When students were in the
computer lab, students worked on
individual tasks, and the teacher was
able to help students not only answering
language questions but also technical
issues. The teacher was able to focus
on students individually, more so that
in the traditional classroom. The study
found that technology enhanced learn-
ing in the foreign language class.

4. The results showed that the use
of mobile technology helped to increase
the motivation of the learners Active
Life, Virtual Worlds and Second life
provide multimedia communication
features such as audio and virtual 3D
realities. The study explains how virtual
worlds help second language acquisi-
tion. The major findings of the study
revealed that Second Language and
Active Worlds promoted interaction,
motivation and participation. Second
Life provided users the opportunity
to create a character, which is called
Avatar. According to the study, Avatars
helped students be more engaged and
motivated. The use of Avatars also
increased the sense of presence of
students in the school environment.
Second life offers the option of using
real time audio. Furthermore, Second
Life also offers multiple communica-
tion channels that allow users interact
with each other simultaneously, which
helped students not only to participate
but also to actively interact with other
students. Findings also bring up the
need for learner and educator training
when implementing new technologies
in education. Bollen, M., Gaff, J., Jr., &
Goertler, S. (2012) in Students Readi-
ness For And Attitudes Toward Hybrid
FL Instruction assess the institutional
preparedness for implementing

5. hybrid language classes, focus-
ing on students’ computer literacy
and access. The study analyzes how
students selected hybrid courses not
because they were technologically
inclined but because of financial and
spatial reasons. The findings reveal
that the students that did not enroll in
hybrid classes showed higher levels
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of computer literacy and access in
comparison with the population that
enrolled in hybrid language classes. A
survey was given to students who were
enrolled in the online of hybrid option
and it was found that some students that
preferred the hybrid or online option
already owned more computer equip-
ment including software, microphones
and cameras, but most students lacked
enough knowledge to use them.

6. Assessment through computer
technology is becoming a fact in edu-
cational settings for researchers, teach-
ers and language learners. Almost two
decades ago, providers of educational
tests introduced computer-versions
of proficiency tests for English as a
foreign language. At around the same
time many institutions began to offer
web-based tests for their language
courses. These two phenomena have
greatly added to the momentum of
work in computer-assisted language
testing (CALT).

In this presentation we will discuss
what CALT is all about: examines
its roots, and test types and point out
some of the challenges this innovative
approach to assessment presents in
terms of (a) assessment principles, (b)
psychometric and technical issues, (c)
the hardware and software used, and
(d) administration. Each of these issues
will then be discussed in terms of the
questions users should ask, and devel-
opers must consider when designing
L2 computer-mediated tests. Examples
of well-known computerized tests will
be used to illustrate most of the points
discussed.

CALT is no doubt a positive de-
velopment in assessment practice in
many educational contexts as well as in
Cyprus, where there is a gap, currently,
in scientific research and practice which
deals with the development, application
and evaluation of modern language as-
sessment practices.

7. Using games to promote learning
isn’t a new idea. But the widespread
use of game-based adaptive learn-
ing systems, the explosion of mobile
learning applications, and the growing
use of game-based strategies makes
gamification one of the most important
education trends of this decade.

8. According to Teachers Col-
lege, gamification is the use of game
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mechanics and dynamics like badges,
leader boards, and actions to improve
motivation and learning in informal and
formal settings. While widespread use
of digital learning games and game-
based strategies is relatively new, 8
principles of productive gamification
are emerging.

Deeper Learning . “Some innova-
tive game-based and adaptive learn-
ing programs embed key elements of
performance assessment,” said Tim
Hudson, Dreambox Learning. “These
programs present students with new
and unfamiliar situations that require
them to engage in critical thinking and
strategic problem solving to accomplish
challenging and meaningful goals.”

Gamification is most common in
mathematics about which Mike Flynn,
director of Mathematics Leadership
Programs at Mount Holyoke College
said, “We must give our teachers and
students room to explore the area of
mathematics so that math is no longer
about memorizing procedures, but
about developing strong mathematical
ideas and understandings that benefit
students for life, not just one test.”

It’s the learning, suggests veteran
game designer Raph Koster, is what
our favorite games are all about—and
we can learn a lot from them about
improving education outcomes. Well
constructed and applied, learning
games and game-based strategies hold
the potential to boost motivation, extent
persistence, build automaticity, and
deepen learning.

1. Conceptual Challenges. Good
games incorporate rigorous pedagogy
and engaging challenges that promote
deeper conceptual learning rather than
trivial fact recall. Good games are
learning tasks—not entertainment inter-
rupted by a learning quizzes.

Good games are aligned to widely
respected standards making it easier to
combine with other forms of instruction
and assessment and ensure coverage
of key concepts. “One of the exciting
things that leaps out to me when reading
the new Common Core State Standards
for mathematics is that the spirit of in-
quiry and curiosity is back, hardwired
into a document that will likely form
the basis for mathematics teaching and
learning for a long time,” said game
developer Nigel Nisbet.
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2. Productive Failure. Good games
encourage supported failure with in-
structional feedback. Mental models
take lots of practice and feedback to
develop. Children learn by creating
and testing hypotheses and receiving
useful feedback.

3. Careful Calibration. Produc-
tive learning systems locate and
maintain the zone of proximal de-
velopment—the gap between what a
student knows and what he or she
can achieve. Good games are well
calibrated—not so easy that they cre-
ate boredom and not so difficult that
they produce frustration.

4. Boosts Persistence. Dr. Jane
McGonigal , author, researcher, and
game proponent notes that the mindset
of gaming—the willingness to fail and
keep trying —boosts resilience, persist-
ence, and in and of itself prepares stu-
dents in the virtual world to deal better
with real-world challenges.

Some teachers track team progress
on big projects on an interactive white-
board—an interesting combination of
project management tools, a pacing
guide, and the competitive effect of a
leader board.

5. Builds Confidence. Elizabeth
Corcoran, founder of Lucere organiza-
tion devoted to helping educators find
and use the most appropriate technolo-
gy for inspiring students, notes that one
of the main benefits of gamification is
that it helps students gain confidence as
they learn how to have a winning learn-
ing experience, and makes them hungry
for tools that put them in control. Good
games and game-based strategies build
a sense of agency and efficacy.

6. Enhances Intrinsic Motivation.
Gamification engages and motivates
students while developing problem
solving skills and a sense of accom-
plishment thanks to continuous feed-
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back and rewards. Cristina loana
Muntean notes that good games and
game-based strategies don’t “replace
the intrinsic motivation of student,
which is stronger and a more long
term, with the extrinsic one, but offer
a combination of the two for a better
performance.”

7. Accessibility. In a good game,
“every player having equal access to
resources and information” and, while
progress may vary, “there is a continual
opportunity to learn skills to mastery at
all levels,”according to teacher Dave
Guymon. He added, “Like good game
designers, teachers must structure the
learning environment and process to
offer equal access to the information
and resources needed by our students
to succeed in learning.

To sum up we should say that smart
education is all about future manpower-
Implementing systems that specifically
cater to each individual’s needs and
level, which was enabled through over-
all educational changes as demanded
by the 21st century’s knowledge and
information-based society. Such ex-
amples are the intelligent customized
teaching-learning system, educational
courses, contents and methods, its
evaluation and more. With the advent of
digital society, smart education means
the transformation of the educational
paradigm for the future of our students.
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