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Abstract 

The globalization of education has already made the application of digital technologies 

extremely necessary. Fortunately, online platforms are available to teach classes, 

share resources, conduct assessments, and manage the day-to-day activities of 

academic institutions now more than ever. These technologies have shown a powerful 

impact on the education system in a positive way. The recent pandemic of COVID-19 

has further institutionalized the applications of digital technologies in education. These 

technologies have brought about a paradigm shift in the entire education system, and 

it is no longer just a provider of knowledge, but also a co-creator of information, a 

mentor, and an evaluator. Technological improvements in education have made life 

easier for students and have come to provide useful knowledge. It is of utmost 

importance to evaluate and foster a correct application of the emerging technologies 

in the actual educational system and make sure students are getting to know and 

adopt them for their daily use in an optimum way. Knowing where and how to find the 

best information is as important as the information itself and it is teachers’ duty to guide 

students on their way to achieving that. 

 

Keywords: Emerging technological tools; Online education; Didactic material; 

Online applications; Virtual platforms.  
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I. Introduction  

 

Currently, due to the Covid-19 pandemic, schools, universities, and organizations 

have had to change the way they teach and learn, moving from face-to-face education 

to online education, for that reason teachers and students have had to adapt to the 

new modality and know how to make good use of technology and web tools, to carry 

out their school activities in a more dynamic way. The use of platforms is essential 

when it comes to assigning tasks, making video conferences, sharing files, and 

maintaining communication since it allows better learning to be developed in a better 

virtual environment. 

 

Thanks to the educational methods of the 21st century, it is easier for teachers to 

impart knowledge, as well as recognize the potential of their students. On the other 

hand, the student's own learning is greatly facilitated by the use of audiovisual and 

interactive software and devices. It is this strategic synergy between technology and 

teaching that opens up new possibilities in education. 

 

Students can learn through online videos, audiobooks, interactive online games, and 

more, all at their own pace. In addition to access to information, new technology can 

excite and empower students. Teachers who use these tools may even see increased 

engagement and participation in their classrooms. 

 

Learning methods are constantly improving and rely more and more on modern 

technology. These advances in communication facilitate the acquisition of information 

and facilitate the explanation of the subject. These are just some of the ways 

technology is used in education today. 
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This work is developed through the analysis and understanding of what was learned 

in the specialization course: ADMINISTRATION OF VIRTUAL ENVIRONMENTS OF 

FOREIGN LANGUAGES offered by the University of El Salvador to graduate  students 

from the Bachelor's degree in English language teaching and the Bachelor's degree 

in Foreign Languages specialty: French and English, which is taught by teachers from 

the same University, and which is mainly focused on teaching the use of technological 

tools that today are of great importance for the development, organization, planning 

and communication between student-teacher. 

 

 

II. Objectives 

General: 

❖  To analyze the importance of technology to design didactic materials for 

teaching-learning in online education. 

Specific: 

● To study learning theories for teaching English online using emerging 

technological tools. 

● To review the principles of technological tools and their functions for 

educational purposes. 

● To explain the use of technological tools to design didactic material studied in 

module I, II and III. 
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III. Theoretical Framework  

a. The Online Education 

     Online education is a procedure of gaining skills and knowledge through electronic 

devices like computers, mobiles, laptops, etc. using the internet. Online education 

makes it possible for tutors or mentors to reach all the students more flexibly and teach 

them the relevant skills more efficiently. The students who cannot attend traditional 

regular classes now can also learn anything from anywhere using the internet. 

     Online education becomes a great source of education that is available 24/7 for the 

students. Through the incredible invention of devices (like mobile phones) or 

technology and the availability of the internet, it will become more flexible for students 

to learn anything from anywhere at any time. This kind of learning flexibility cannot be 

attained during traditional classroom learning as the students will become four bounds 

during the face to face learning. 

     Online education comprises audio, text, video, animations, chats with tutors or 

mentors, and virtual training that is given by the teachers to the students. These are 

the methods of conveying the skills and knowledge to the students so that they can 

become professionals in their fields. 

     There are many internet sources through which the teachers and students get 

connected. Some of them are social media platforms, google meet, WhatsApp, zoom, 

etc. By using these sources, the teachers can connect to a large number of students 

at a time. These sources make it easier for the teachers to teach a huge number of 

groups at a single period of time. The Covid-19 pandemic affected all the sectors of 

livelihood. This created a demand for online educational methods and the importance 

of online education came to know during this time.  
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b. Historical background: the impact of Covid-19 in education 

     The coronavirus disease (COVID-19) pandemic caused an unprecedented crisis in 

all areas. In the field of education, this emergency led to the massive closure of face-

to-face activities of educational institutions in more than 190 countries to prevent the 

spread of the virus and mitigate its impact. According to data from the United Nations 

Educational, Scientific and Cultural Organization (UNESCO), by mid-May 2020, more 

than 1.2 billion students at all levels of education worldwide stopped having face-to-

face classes. 

     In the sphere of education, many of the measures that the region’s countries 

adopted in response to the crisis are related to the suspension of face-to-face classes 

at all levels, which has given rise to three main areas of action: the deployment of 

distance learning modalities through a variety of formats and platforms (with or without 

the use of technology); the support and mobilization of education personnel and 

communities; and concern for the health and overall well-being of students. 

     The outbreak of the pandemic forced educational institutions at all levels to move 

from face-to-face to distance education. Teachers and students had to move from their 

conventional face-to-face mode of learning to an online mode of pedagogy in a short 

period of time. The rapid change not only affected the mode of learning, but also raised 

questions about learning performance, assessment, and student self-regulation. 

Although online learning has been promoted for many years, it is still not a popular 

teaching and learning method in many educational settings. In addition, it offered 

opportunities for education to advance teachers' teaching practice and students' self-

regulated learning. However, teachers had to transform their instructional design to 

assist the online learning process and students' self-regulated learning ability. 
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Author community: UNESCO Office Santiago and Regional Bureau for Education in 

Latin America and the Caribbean. (2020) 

     COVID-19 has brought many changes to the countries. El Salvador was one of the 

countries that experienced a sharp increase in COVID-19 cases. Therefore, the 

government put restrictions in many areas, one of them was education. Over the 

summer, COVID-19 restrictions complicated education in the Central American 

country. Schools were still closed and many relied on the Internet to take their classes. 

As a result, students and teachers had to be creative to make online education in El 

Salvador work during these difficult times. 

     The Ministry of Education of El Salvador launched a YouTube channel called 

"Aprendemos en Casa" (We Learn at Home). The channel is part of El Salvador's 

television broadcast on Channel 10. Every day students were taught different subjects 

such as science, mathematics, literature and social studies. The channel also offered 

a physical and mental health day for the students. Educational programs are good 

complementary tools for students, but they are not enough. As a result, most schools 

in El Salvador were using the Internet to deliver lessons and assign homework to 

students, making online education the new educational norm. 

According to the BORGEN Magazine (2020) 

      The pandemic transformed the contexts in which curricula was implemented, not 

only because of the use of platforms and the need to consider circumstances other 

than those for which the curriculum was originally designed, but also because certain 

knowledge and competencies are more relevant in the current context. Several 

decisions need to be made and digital resources made available that present a great 

opportunity for school systems, educational establishments, and teachers. 

https://unesdoc.unesco.org/query?q=Organizaci%C3%B3n:%20%22Comisi%C3%B3n%20Econ%C3%B3mica%20para%20Am%C3%A9rica%20Latina%20y%20el%20Caribe%22&sf=sf:*
https://unesdoc.unesco.org/query?q=Organizaci%C3%B3n:%20%22Comisi%C3%B3n%20Econ%C3%B3mica%20para%20Am%C3%A9rica%20Latina%20y%20el%20Caribe%22&sf=sf:*
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C. Use of Technology in education  

First, it is important to ask ourselves the question: What is technology?  

In general, technology is the relationship that society has with its tools and 

crafts, and to what extent society can control its environment. The Merriam-Webster 

dictionary offers a definition of the term: "the practical application of knowledge 

especially in a particular area" and "a capability given by the practical application of 

knowledge". The word "technology" can also be used to refer to a collection of 

techniques. Human beings have the intricate need to solve problems, fulfill needs and 

satisfy wants, and one of its main purposes is to complete all these goals in a more 

efficient and simpler way, with technology this has become more possible every time.  

In general terms, technology makes our work much easier and less time 

consuming; and its impact can be felt in every field in our lives, especially in Education. 

It was revealed that the use of modern equipment, technology and tools significantly 

increases the learning and interactivity of students. Raja, R., & Nagasubramani (2018). 

With time, the way we learn and retain knowledge has evolved as with any other area 

in humanity and it is vital to take care of this evolution and take advantage of that.  

 

 Internet connection 

The importance of the internet has grown exponentially in almost all areas of 

our lives, especially in the educational field. We have come to an extent that having 

access to the internet is almost vital daily; it is present in computers, television, gaming 

consoles, our phones, and even in home appliances, the internet is literally 

everywhere. Thus, a good use of the internet is a must for students of every age. The 

use of the internet has brought students an amazing convenience, they can find many 
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kinds of help such as tutorials, assisting materials, courses, etc. which could be used 

to improve academically and enhance their learning. With a good use of the internet, 

the possibilities of an effective teaching-learning process are unmeasurable.  

 

 Use of visuals  

Raja, R., & Nagasubramani (2018) explained that technology has helped us 

improve our ability to learn through visual elements. Images, videos and any 

technological tool that involves visual elements is easier to obtain with the boom of 

technology and the internet. Visual images always have a strong appeal compared to 

words. Using projectors and visuals to aid in learning is a form of great technological 

use. Top institutions around the world rely on the use of visual elements such as 

PowerPoint presentations and projections with images, audios and videos in order to 

keep the learning interactive and interesting. The use of these technological tools 

within schools and colleges can take the interaction and interest levels right up to 

improve self-motivation which makes the learning process become undoubtedly more 

efficient.  

Hence, the good impact of technology has been so big that it is now part of the 

curriculum, as an instructional delivery system and as a tool to enhance the entire 

learning process. Nowadays, education has gone from passive and reactive to 

interactive and aggressive; this, thanks to the good use of technology from both 

students and teachers.  
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D. The importance of preparing didactic material for class sessions 

Learning materials in teaching are essential to the success of student achievement. 

They are prepared according to the group to which it is directed, and it adapts to the 

purpose that is to be achieved with it. Educational materials in digital form include files, 

documents, images, slides, videos, audios, films, documentaries, and more. Thus, 

they integrate technology such as tablets, computers, video, projections, sound 

equipment, calculators, printers, etc. 

 The didactic material facilitates the learning process, establishes connections 

between the teacher and the students and allows for a structure with organized content 

so that progress can be experienced. That is why it becomes a significant resource for 

any educational process. The characteristics of a didactic material can vary according 

to the objectives, the characteristics of the students and the study conditions, as well 

as the infrastructures and access to technologies. 

Among some characteristics, the didactic material: 

- It can be adapted to be used with or without the help of the teacher. 

- It is possible to use it individually or in a group. 

- It's versatile. A teaching material can be designed for different contexts. 

- It is oriented to motivate. Your design should arouse interest and curiosity about the 

topic. 

- It's a source of information. (Home, 2018) 
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How does technology influence the planning of lessons and material for the teaching-

learning of the student-teacher? 

Thanks to technology, education is becoming more flexible and accessible. Today, 

online degrees and mobile learning have become popular. Teachers use a wide 

variety of tools to enhance the classroom experience and engage students. 

Technology is a multifaceted advantage for classrooms that enhances the learning 

process for students. Technology in education provides virtual assistance, live chat, 

as well as face-to-face communication with teachers and students in real time. Pre-

recorded lessons can also be accessed, as well as a host of other necessary study 

materials. 

Technology in the classroom helps students engage with the material they are 

learning. It simplifies the way teachers do their jobs, providing effective ways to build 

a relationship between teacher and student. 

Technological resources frequently used in online education include: 

• Interactive online tests, such as Kahoots or Quizlet. 

• Virtual games or simulations where students put their knowledge into practice. 

• A smart board or portable interactive whiteboard. 

• Access to computers for online research. 

• Online video series that goes deeper into the topics. 

• Presentation tools, such as PowerPoint, Canva, and Prezi. (3 Reasons Why 

Teachers Need to Use Technology in the Classroom, 2021) 
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Technological tools don't have to cost a lot. There is multiple free resources you can 

use to enhance the students' education.  

To really use these tools, teachers need to ask why students want technology in the 

classroom, not just why they need it. By incorporating modern technology, teachers 

can develop more creative and innovative lesson plans to keep their classes engaging. 

Technology equips educators with various tools to help students develop a better 

understanding of the material. Because students learn in unique ways, incorporating 

more learning methods increases the likelihood that all of your students will 

understand the concepts you teach. Whether students learn best through lecture, 

reading, examples, or video, technology allows teachers to adapt to each learning 

style. 

There are many good reasons to use technology in a classroom, for both teachers and 

students. For teachers, the teaching experience can be much more fluid, personalized 

and effective; for students, the learning experience can be more fun, engaging and 

interesting. 

The use of technology in classrooms can help incorporate different learning styles. For 

example, if one student learns better with visual aids, but another learns by listening 

to the concept, teachers can customize digital programs. Digital infographics can make 

complex topics seem easy to digest and fun, and many teachers report that their 

students stay more engaged when they learn digitally or with videos, visual aids, or 

audio clips. 

What types of technology can be used in the classroom? Teachers use a variety of 

platforms to engage and educate students, virtually, digitally, and remotely. Here are 

some common platforms. 

https://www.refseek.com/directory/teacher_resources.html
https://www.refseek.com/directory/teacher_resources.html
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1. Adobe Spark Video: This app allows students to create their own instructional 

videos. Allows students to develop narrated videos easily with ready-to-use templates, 

images, and audio. 

2. Google Classroom: Google's digital education management tool, Google 

Classroom, allows teachers to deliver entire lessons virtually and digitally, which has 

become a useful tool during the Covid-19 pandemic to this day. 

Google Classroom allows teachers to hand out assignments, quizzes, tests, surveys, 

provide grades, and communicate with classrooms, all on one digital platform. Instead 

of handing out a piece of paper, students click a button. Teachers can plan lessons 

much faster, stay organized, and stay on top of their entire class from one central 

digital location. Google Classroom is completely free, allowing teachers around the 

world to streamline their lesson planning and grading. 

3. YouTube: Videos are a powerful learning tool, as long as they are put to good 

educational use. Many students simply learn better that way, and there are thousands 

of educational videos on YouTube to help you with your teaching plan. 

YouTube is a great way for teachers to simplify a complex topic and introduce it to 

students in a way they'll appreciate. Most students love YouTube, browse it 

independently, and are likely to engage more with a civil war YouTube video than a 

textbook. 

4. Canva: Canva is one of the most versatile tools that technology has to offer today. 

Canva is a great tool for students and teachers to enhance the school experience. 

Teachers can use a wide range of visual aids, templates, and graphic design to 
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animate lesson plans, while students can produce professional-grade presentations, 

videos, images, and graphics for projects in Canva. 

Resources and budgets for teachers are, at times, scarce – and many of these tech 

tools are free or very inexpensive. Since teachers may occasionally feel stretched too 

thin, digitally managing their classrooms can be a great way to keep track of grading, 

assignments, and lessons without drowning in a mountain of confusing paperwork.  

 

IV. Description of Activities  

Module 1 “Online Foreign Languages teaching” 

 

In module I, students learned the importance of learning theories and their impact on 

the development of teaching methodology in virtual learning environments. The 

facilitator encouraged the participants to discuss and analyze the theories studied 

within a forum. Additionally, students learned the difference between synchronous and 

asynchronous teaching and how it can be applied. Furthermore, they learned to 

integrate learning management systems (LMS) available on the Internet to develop 

their courses, such as Teams, Moodle, Edmodo, etc. Finally, the students had the 

opportunity to work in pairs and created a virtual classroom, developed synchronous 

activities and integrated an LMS to manage, organize, deliver and report educational 

content and learning outcomes. 

As evaluated activities, the students had the opportunity to let their creativity flow and 

design an infographic about the LMS learned and its features in the canva tool. In 

addition, they had the opportunity to develop their own course in Google Classroom, 

https://www.vivi.io/7-tips-for-choosing-the-right-edtech-platform/
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and practice how to design a quiz, a forum, an assignment and how to upload materials 

for the students, then they had to present it to their teacher and classmates in a live 

session. 

 

The main theories that the students knew and analyzed were: 

Behaviorism: It is a theory of learning based on the idea that all behaviors are 

acquired through conditioning, and conditioning occurs through interaction with the 

environment. Behaviorists believe that our actions are shaped by environmental 

stimuli. 

Cognitivism: It is a theory of learning that focuses on processes of the mind. 

Cognitivist learning states that the way we learn is determined by the way our mind 

takes in, stores, processes, and then accesses information. 

Constructivism: It is an important learning theory that educators use to help their 

students learn. Constructivism is based on the idea that people actively construct or 

make their own knowledge, and that reality is determined by your experiences as a 

learner.  

Connectivism: It is a relatively new learning theory that suggests students should 

combine thoughts, theories, and general information in a useful manner. It accepts 

that technology is a major part of the learning process and that our constant 

connectedness gives us opportunities to make choices about our learning. 

Some of the main Learning managements systems (LMS) that students learnt and 

practiced were: 

https://www.verywellmind.com/what-is-reciprocal-determinism-2795907
https://www.verywellmind.com/what-is-reciprocal-determinism-2795907
http://gsi.berkeley.edu/media/Learning.pdf
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 EDMODO:  Edmodo is an LMS that aims at providing teachers with tools 

to help them connect and communicate with their students and parents. 

Teachers can share content, texts, videos, homework, and assignments 

with their students online. 

 

GOOGLE CLASSROOM: Google Classroom is an LMS that allows 

teachers to create a virtual environment, create assignments, send 

feedback, and manage students in a quick, secure, and appropriate way. 

 

MOODLE: Moodle is an LMS used by organizations, schools, and 

universities all around the world. It allows educators to create a private 

space online, with tools that easily create courses and activities, 

including forums, resource sharing, assignments, grades, and much more. 

 

MICROSOFT TEAMS: Microsoft Teams is a group collaboration 

software that can be used to help teams work together remotely. 
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Another important tool reviewed was: 

CANVA: Canva is a powerful design tool that can be used in education 

to create projects that not only look great but also help teach students 

the basics of digital design. 

 

Module 2 “Educational applications for learning a Foreign language.” 

During module II, students were taught about the use of technological tools for 

teaching a foreign language in a virtual modality as well as the theoretical 

fundamentals about those tools with the purpose of learning how to use them in real 

contexts and put them into practice. Some of the tools studied are: edpuzzle, flipgrid, 

flippity, liveworksheets, nearpod, padlet. kahoot, classroomscreen, powtoon, 

etc.  

Description of the Technological tools 

 Edpuzzle: It is an online platform in which you can use videos to create 

interactive tasks for your students. Within a video, you add questions to 

track students' comprehension as they watch.  

 

Flipgrid: It is a video discussion application in which the teacher can 

make assignments that the students are required to answer through 

short videos; they can edit it, use filters, etc. and share them with their 

teacher and classmates.  
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Flippity: It is an online platform designed to help teachers create 

interactive games and tools to keep students engaged within 

learning activities as well as help the teacher with classroom 

management. One of the greatest features of Flippity is that it has tons of templates 

you can use to make your work easier. Some of the activities available are Memory, 

trivia, board and matching games, flashcards, random name pickers, etc.  

Liveworksheets: It is an online tool that allows you to transform any 

traditional worksheet such as doc, pdf, jpg, etc. into interactive online 

exercises. You can include audios, videos, and exercises like drag and 

drop, multiple choice questions, etc. which are self-corrected. Students can do the 

worksheets online and send their answers to the teacher for them to track their work.  

 

Nearpod: It is an online platform where teachers can make any lesson 

interactive using slides, videos and even games. This helps the students 

keep more engaged throughout the class. There are thousands of free 

templates that can be used and edited. The lessons can be developed both, remotely 

and in the classroom, besides, the teacher can keep control of the lesson or give it to 

the students.  

Padlet: It is a digital board similar to a notice board. This creates a space that can be 

filled with rich media like words, images, videos and links. Padlet is completely 
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collaborative as the teacher wants, allowing students to post or 

comment on teachers’ posts.  

Kahoot: It is an online platform that allows teachers to create 

interactive questionnaire games for their students. The students will get the quiz and 

have to answer them in a contest way, which makes it more engaging. 

It can be hosted via video conferencing or live in class. 

Classroomscreen: It is an online tool with 19 widgets that 

are useful for giving instructions, supporting classroom management, and 

collecting feedback. Some of the widgets are timer, poll, drawing tool, text 

box, random name picker, etc.  

Powtoon: It is an online platform to create short videos and presentations. 

It has the option to create a video using a PowerPoint presentation and 

add animations to it to make it more appealing. One of the most attractive 

features is that your videos end up being short but concise.  

Activities developed 

The first evaluated activity for this course was the making of an infographic. In 

the platform Canva, the students made an infographic about these and other 

technological tools with the purpose of showing the most important features, a topic in 

which that tool can be used and the objectives of applying such tools in a virtual class.  

The second evaluated activity was a tutorial video in Flipgrid. The students 

made a video about how to create an interactive quiz in Liveworksheets showing two 

of the main features available in that platform; and later posted it in Flipgrid as a 

tutorial.  
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The third evaluated activity was a video in the platform Powtoon. The students 

first designed a Powerpoint presentation to convert it to a video about the advantages 

of using technological tools in online classes. It was required to talk about the features 

and why they recommended using such tools.  

 And the last activity was a demo class. The students were supposed to plan a 

demonstrative class using a technological tool assigned by the professor as the base 

to design interactive activities to be developed in an online class.  

 

Module 3 “Design of Didactic materials for Virtual Environments” 

The objective of module III was for the students to learn about the technological tools 

for the design of didactic material. With the use of these tools, the students put their 

knowledge into practice and developed exercises applying these tools in the new 

virtual modality of teaching a foreign language.  

The tools seen in this module were: Podcasts (Audacity, Soundcloud) with 

these tools the students carried out a practice, recording an audio about a subtopic 

and converting it into mp3 to later edit it and obtain a podcast. Also, the students made 

an interactive image in Genially, where they could use the different options offered by 

this tool in an interactive image such as tags, insert links, videos, among others. 

Google Presentations with this tool students made a presentation using color 

techniques to make it interesting with an important content. The students worked in 

groups to create a google site for the realization of a class, uploading the activities 

previously done. At the end of the course the students did a closing video activity in 

the Openshot tool. In this they were able to edit the video, add a track and images.  
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Podcast: It is a digital audio file you can download or listen to over the 

Internet. 

● Audacity: It is an audio recording and editing software application that is open 

source, so anyone can download it for free with no restrictions of use. 

● SoundCloud: It is an online audio streaming and distribution platform that 

allows users to upload, stream, promote, and share music and podcasts. 

An Interactive Image: It is an image that has been enriched through the 

use of resources and interactive elements which allows us to expand 

upon the information represented with videos, text, embedded content, 

etc. 

Google Slides: It is a presentation program provided by Google that 

allows you to create and display visual slides to accompany a 

presentation of your work. Google slides can be used to create 

professional presentations by combining various text effects, graphics, and multimedia 

content features. 
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Google Sites: It is Google's free and easy-to-use website building 

tool. Google Sites is an online application offered by the American 

company. This application allows you to create a website or an 

Intranet in a very simple way. With Google Sites, users can quickly 

gather in one place a variety of information such as videos, calendars, presentations, 

files, etc. 

OpenShot Video Editor: It is an award-winning, open-source 

video editor, available on Linux, Mac, and Windows. OpenShot can 

create stunning videos, films, and animations with an easy-to-use 

interface and rich set of features. 

 

V. Achievements    

 

 In module I, the students learned how to apply some of the most important 

learning theories to teaching English through virtual environments; these theories are 

Behaviorism, Cognitivism, Constructivism and Connectivism. This was developed by 

means of a discussion forum in Moodle.  The students also learned to set up a virtual 

classroom using Learning Management Systems (LMS) like Teams, Moodle, 

Classroom, Edmodo, etc., as well as the use and functions of Synchronous and 

Asynchronous activities in online education.  

 

 In module II, the team learned how to use and apply a variety of technological 

tools for the teaching and learning process in virtual education. Since it was studied 
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that one of most important aspects in virtual education is keeping the students 

engaged, the use of enough tools during a session is mandatory.  

For the creation of educational videos, they learned to use the tools: Edpuzzle, 

Flipgrid, and Powtoon. Besides, tools to create quizzes like: Flippity, Liveworksheets 

and Kahoot. And tools to present content in a more interactive way like: Nearpod, 

Padlet and Classroomscreen. 

 

 In Module III, the students learned to use software applications and platforms 

to design didactic material from scratch. It is important to learn how to find useful 

material on the web; however, it is essential to learn how to create it. Some of the tools 

learned are: Audacity and Soundcloud for the creation of educational podcasts in order 

to present content to the students in an audio form. Genially, for designing interactive 

images in order to present many types of content in a simple and summarized way. 

Openshot for the creation of educational videos. Besides, Google Site to create a 

space in order to display all the material designed for the students to find it more 

engaging.  
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VI. Conclusions  

 

Technology has been advancing over the years in the area of education. Therefore, it 

has benefited the new implementation of online education to put into practice the use 

of new technological tools to create more interactive sessions and meaningful learning 

for students. 

Covid-19 made online education a necessity for students. For that reason, many of 

the institutions decided to opt for e-learning. However, many teachers were not trained 

for this modality and had to specialize in the use of new technologies in order to 

provide students with a totally different learning experience than face-to-face learning.   

During this period we have learned to apply many technological tools for online 

education in modules I, II and III of the specialization course of Virtual Environment for 

Teaching and Learning of Foreign Languages. Therefore, we acknowledge the 

importance of technological tools for teachers' knowledge and students' learning.  

In conclusion, new technologies have been the tools that teachers have for the 

creation of didactic material for students. It depends on the tools that teachers use and 

how they apply them to online education, so will be learning that students receive. 
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VII. Recommendations  

 

➢ The authorities of the foreign languages department should foster the 

implementation of workshops for students to learn about the use of new 

technological tools that will be useful for the development of their own learning 

process as well as their future professional growth. 

 

➢ The authorities of the foreign languages department should take into 

consideration making curricular and pedagogical changes for teaching in virtual 

mode since it has become a necessity for students to have that option available. 

 

➢ The authorities of the foreign languages department should prepare teachers 

with the use of new technological tools, so that they can implement different 

activities in virtual classes and students can learn well. 

 

➢ The teachers should encourage the good use of enough technological 

resources applied in their sessions. Most of the time, the content is appropriate 

but the way it is delivered is not the best, so the students are not able to take 

advantage of all the information they are given.  

 

➢ The students should seek extra resources to learn the correct use of 

technological tools to put them into practice in their own learning process, since 

self-teaching has become more accessible. 
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