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ABSTRACT
The Internet has brought new alternatives into our lives, one being virtual learning
environments. These educational technologies have helped teachers diversify the
teaching-learning environment since the COVID-19 pandemic affected traditional
teaching methods. Thus, the world of teaching and learning implemented new options to
develop classes and become more interactive. The objective of this report is to present
how the course of Specialization in the Administration of Virtual Environments for
Teaching Foreign Languages developed over six months in virtual mode and to describe
the different activities carried out during this time, the activities performed in class as
teachers to evaluate the students. During the sessions and evaluations, some tools taught
and used, either those that are LMS (Learning Management System) or those that cannot
be in that group: Nearpod, Edmodo, Schoology, Liveworksheet, and some other
platforms, for example, Google site to have a better learning delivery. This report contains
a brief description of them. Finally, this will provide what the students achieved by

participating in this specialization course and some recommendations.

Keywords: Platforms, virtual modality, education, technology classes, Learning

Management System (LMS), virtual learning environment, and tools.



[.  INTRODUCTION

The course "Administration of Virtual Environments for the Teaching and Learning
of Foreign Languages" was developed to train future teachers to teach online classes.
Since the COVID-19 pandemic, the world faced a situation that affected traditional
methods in El Salvador. From March of that year, teachers and students found the
necessity to continue education in an online environment. Nowadays, the online process
has become a very accessible option for students and teachers; for that reason, this
specialization course has focused mainly on the technological tools that are important for

teaching online classes.

This document contains different parts, starting with a presentation of the
objectives. Then, the theoretical framework describes various subtopics related to the

importance of virtual environments in current education.

In addition, a description of the activities carried out throughout the course
development, divided into three modules, which have a logical sequencing, from the
simple topics to the most extensive or complex ones. Then, the achievements reached

during this course and some conclusions.

In the end, the recommendations to the authorities of the foreign language
department and the teachers. These tips will help to improve the teaching-learning

process in future specialization courses.



IIl.  OBJECTIVES

General Objective

e To identify the importance of virtual environments in current education.

Specific objectives

e To recognize the primary benefits of virtual education and demonstrate that

it can elevate student learning achievements.

e To mention the different technological tools used in online classes and their

advantages.

e To detail the activities carried out in the course and the technological tools

learned.



[ll. THEORETICAL FRAMEWORK

Recent developments have surged the significance of virtual learning
environments in education. Though these environments offer numerous advantages,
it is crucial to acknowledge the potential drawbacks and obstacles that may emerge,
particularly for students in low-income or rural regions struggling with inconsistent
internet connectivity. Moreover, instructors must find strategies to tackle distractions
and disengagement in virtual settings while ensuring that social interaction and
community development remain at the forefront. Nevertheless, virtual learning
environments present a promising opportunity for accessible and adaptable

educational offerings to students from all walks of life.

Nowadays, virtual environments have become indispensable in education;
they have positively impacted the development of students' competencies. However,
it is necessary to strengthen the interaction with students and the content feedback
process. According to Maraza (2016), a virtual environment aims to "develop
dynamic methods for the search and identification of a learner's best learning style"
(p. 21). Along the same lines, Silva (2017) points out that a virtual learning
environment is a computer application designed to facilitate the pedagogical
communication between the participants in an educational process, whether it is
entirely at a distance, face-to-face, or of a mixed nature combining both modalities

in different proportions.

A virtual learning environment has a specific structure that can vary according

to the needs of each institution or level of study. In this sense, for the teaching-



learning process to work in a virtual setting, it is necessary to have a methodological
strategy that must respond to an instructional design that enhances the operational
qualities proposed by a platform such as Moodle for the development of efficient

instructional modules according to the results sought to obtain.

A relevant level of flexibility is necessary for this type of environment,
according to Diaz and Castro (2017), and among its elements should include the
module of news and tasks assigned by the teacher, the forum established to clear
doubts about a specific topic, the chat to interact in real-time with classmates and
the tutor, a glossary to know the terms used by the teacher, e-mail, file exchange,

among others.

The most important thing about virtual environments is that they can enroll in
many fields, including education. Virtual environments in education must offer the
possibility of guaranteeing a didactic that stimulates cognitive vision and awakens
an interest equal to or better than that provided in a face-to-face educational space,
supported by visual and auditory tools, taking advantage of the boom in multimedia.
It is important to note that virtual environments in education would not have much
importance, nor would they be transcendental if they did not cover all the spheres
that are the responsibility of educational systems like students, teachers, the
evaluation process, the organization, management, and monitoring of teaching
procedures, since these are intertwined and allow their total integration and optimal

functioning. Bill Gates says it well in his book Road to the Future when he expresses



that "new technologies can offer opportunities to improve the educational

environment for students, teachers and administrators."

People point out the importance of virtual environments in education. Virtual
environments offer a more interactive and immersive approach to educational
material than traditional classrooms. By creating virtual environments, educators can
set up simulations that allow students to explore and experiment with complex
concepts in a safe and controlled environment. This approach enhances both
comprehension and retention of information as it becomes embedded in the learner's

memory through experiential learning.

In addition, virtual environments can be accessed from anywhere and at any
time, making education more accessible and flexible. Students can learn at their own
pace, and educators can provide feedback and support remotely, reducing the need
for physical attendance in the classroom. In other words, virtual environments are a
powerful tool for educators to enhance the learning experience and provide students

with an engaging and flexible educational experience.

It is essential to transform educational practice by incorporating Information
and Communication Technologies (ICT) in the teaching process as the basis of the
virtual environment. As Contreras and Garcés (2019) state, Virtual learning
environments are spaces or environments that favor students, and the support of

technology has generated better interactions between students and teachers.

AbdElsamie (2023) indicates that one effective strategy to support online

education is to embrace multimedia content, such as videos, podcasts, infographics,
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and other interactive elements that help students visualize complex concepts and
engage with the material more dynamically. These tools make a more immersive
and interactive learning experience that suits each student's learning style and
develops a prominent understanding of the content. The deployment of virtual
environments enhances both the students' and teachers' experience in and out of
the classroom, besides fostering active participation and collaboration among

students.

Individuals may be getting into difficult situations in staying attentive and
engaged while attending classes. The conventional lecturing approach can swiftly
become monotonous and result in disinterest. Therefore, educators should consider
implementing novel teaching techniques and tools to create a lively, enjoyable, and
informative classroom. This approach can enhance students' attention and foster a
more comprehensive and productive learning environment. Furthermore, teachers
should prioritize community development and social interaction in virtual settings
while addressing potential distractions and disengagement with utmost urgency.
(AbdElsamie, 2023) the concept of online tools plays an essential role in the
development of today’s education. Accordingly, there are numerous available
technological tools on the web to enrich and innovate teaching and learning
experiences; some tools handle communication better than others, while games are
great for increasing students' understanding of specific subjects. Each tool helps

make learning easy and fun (prodigy, 2021).
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Virtual learning environments have been so important since the world faced
the COVID-19 pandemic, and this one created a window for those who needed to
continue their process. It is also important to mention that most of the population
found (VLE) some advantages and used these environments to facilitate the learning
process and refine what they knew, even though others felt disappointed with VLE
because they did not have the knowledge to use or take advantage of this. It was

COVID-19 that demanded them to use it as the only resource.

Within the benefits of this environment, Inmaculada Fernandez provides

some of them, such as:

-Teachers can provide personalized learning by creating different learning paths and

presenting plenty of options to their students.

-These environments help teachers to support their students. It could be as
instantaneous as they could, so they don't need to wait for the next class to solve

their doubts.

-The VLE can simplify the life of teachers by saving time to grade the activities by

using self-marking activities that import the grades to monitor the students.

-There is flexibility and comfort because the students can learn at their own pace.

However, the VLE has some disadvantages, such as:

-Limitations: Students can have many limitations; for example, they have internet
connection issues because some internet providers do not offer good internet quality
in their places.

11



-Self-discipline. This disadvantage could be either an advantage or a burden. The
students must have the motivation necessary to develop and give their best
performance in a course. This process could be effortful for those who feel less

attentive to what they are doing.

Technological advances demand us to be aware of the challenges that
education might bring or the options the education system can provide for students
and learners to facilitate access to education. (Fernandez, 2022). However, virtual
environments have become valued as increasingly motivating for students and,
therefore, are employed as an innovative and more accessible framework to provide

education and entertainment to the public.

As Stoddart and Niederhauser (1993) point out, ICT may fit into a spectrum
of instructional approaches, varying from traditional to innovative. Thus, education
must provide the appropriate conditions to optimize learning and promote the
transfer of knowledge and skills. Learning environments should reflect the potential
uses of knowledge that pupils might realistically expect to be proficient in to prevent
the acquired knowledge from becoming inert (Bransford, Sherwood, Hasselbring,
Kinzer, & Williams, 1990; Duffy & Knuth, 1990). Rich contexts and tasks that are as
authentic as possible should be provided by presenting links to the world outside
school. In addition, teachers should stimulate pupils to engage in active knowledge
construction. Therefore, to achieve meaningful learning for learners due to these

tools implemented in pedagogy.
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Rivera (2013) points out that due to its importance, careful planning based on
the needs and characteristics of the students is necessary, as well as adherence to
educational theories that ensure meaningful learning. He adds that this type of
context is not an addition to the existing face-to-face technique but a new way of
teaching, the change towards a new paradigm that replaces the current models, to
respond with its flexibility, contribution to the transversality and digital literacy to the
needs of today's society. From the perspective of Silvero (2014), virtual learning
environments are closely linked to Information and Communication Technologies
(ICT), which have been steadily becoming part of all spheres of life, both in
professional and personal environments. Thus, the educational field, of course, has
not been unaffected by this process. For this reason, the author suggests
incorporating new technological tools in the daily formative activity from a didactic

point of view to evolve the learning process.

In agreement with Contreras and Garcés (2019), formative virtual
environments are understood as spaces or environments that favor student learning,
supported by technology, through which an interaction between learners and
instructors is encouraged. Additionally, today's students are a generation that lives
technology as part of their usual environment. Part of their everyday environment;
for them, information and learning are not limited to the walls of the classroom, nor

are they the walls of the room, nor is it offered exclusively by a teacher.

Atlantic University (2022) states that it is necessary to consider that

technology is a tool for education, but it cannot solve problems by itself. The
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usefulness of educational technology lies in what educators do with it and how they
use it to meet the needs of their students. Appropriate use of digital learning tools in
the classroom can boost student engagement, help teachers improve lesson
planning, and enable personalized learning. Technology will impact students’ critical
thinking skills depending on a diverse range of elements, including the type of

technology used and the context in which it is engaged.

When technology is introduced into the classroom smoothly and thoughtfully,
students will not so much become more engaged as they will begin to take better
control of the learning process. Technology allows teachers to adapt every style of
learning. Whether students learn best through lectures, reading, illustrations, or
recordings, technology can accommodate every type of learning that students use
and prefer (Atlantic University, 2022). Students can learn at their convenience using
online videos, audiobooks, interactive online games, and other resources, as online
material is often updated by teachers so that students can always get the most up-

to-date information.

In conclusion, when the Covid-19 pandemic started, technological tools
became an essential part of our lives. Thanks to technology, students and teachers
can perform their studies when people need it; the development and application of
technological tools have been such a helpful part of the teaching-learning process,
whether classes are developed in interactively and easily ways that help students

and teachers to achieve better income and outcome.
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IV. DESCRIPTION OF ACTIVITIES

MODULE 1.

During module I, Online Foreign Languages Teaching, the participants
studied the importance of Learning Theories for teaching English - Behaviorism,
Constructivism, Cognitivism, Connectivism, and Humanism - in online education, as
well as learning different technological tools, such as LMS (Learning Management
System), for instance, Moodle and Canvas, to enhance and engage synchronous
and asynchronous activities in virtual learning. The activities developed in the
module helped the participants learn and experience the application of these tools

in online classrooms and innovative teaching methods.

For the development of these activities, the participants carried out the first
one, analyzing the theories of learning in virtual education; the question to answer;
"Do you consider that the same learning is generated in an online teaching modality
as in a face-to-face teaching modality?" taking into consideration one of the theories
in their answers and publishing them in a forum created by the instructor on the

Moodle platform.

As a second activity carried out, the students of the course created an
infographic, a visual representation of content, describing online platforms, LMS, and
not LMS that can be used for virtual classes, specifying the most important features
of each tool, and making use of the online tool Canva to create the infographics to

represent and describe creatively and engagingly such platforms.
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For the third activity, the team leader spearheaded the creation of a
comprehensive English course on Google Classroom for their project and made
interactive content and didactic material related to the topic selected, such as videos
from YouTube, activities or exercises, and quizzes created on the platform. Likewise,
they shared their work with the class and the professor, explaining the resources

they employed and how they carried out the course.

Canva E

Google Classroom

In the last developed activity for this first module, students worked in groups
to plan and perform a short class through Google Meet for the rest of their peers.
They used different online tools, e.g., Google Slides and Kahoot, among others,
adding various web resources to develop the class design, such as YouTube videos,
interactive images, activities or exercises, and quizzes to experience a meaningful

and dynamic class.

L Google Meet
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MODULE 2.

In Module II. Educational Applications For Learning a Foreign Language,
students acquired a comprehensive comprehension of the Technological
Pedagogical Content Knowledge Framework (TPACK) and its significance in
teaching. The student's examination of numerous virtual tools such as Nearpod,
Edpuzzle, Flipgrid, Flippity, Liveworksheet, Padlet, Classroomscreen, Powtoon, and
Kahoot has assured them that integrating these tools into the forthcoming teaching
methodology. Students will be confident that they have a more engaging and

interactive learning environment for learners.

Technological
Pedagogical Content
Knowledge
(TPACK)

LIVEWORKSHEETS (2Qrpod

Technological

Content
Knowledge
(CK)

Pedagogical
Content
Knowledge

Contexts _.~

As the name of the second module refers, the first technological tool to be
applied was the interactive worksheet in a live worksheet where students learned to
convert PDF documents to an online interactive document in which students could
interact from their computer or cell phone at any time of the day; in addition, they
were given a grade at the end of the activity while being shown the mistakes made.

The second tool was Flipgrid, in which they learned how to make a video from the
17



computer explaining step-by-step how to create an interactive activity using the

previously mentioned tool.

o K IR
edpuzzle s

POWTOON

The third application used was Edpuzzle, which worked through work groups;
first, it explained how to convert a YouTube video into an interactive video with open
or multiple-choice questions. But to continue watching such a video, they had to

answer questions related to that video.

The fourth tool to mention was Nearpod, which explained how to convert a
simple presentation to an interactive one in which we could add questions to
continue with the slide shows. In turn, this workshop developed in teams where we
could practice what we learned and explain the use of this tool in class, which was
very ingenious and helpful to apply in classes or activities. However, Powtoon was
the fifth tool of the application, explaining how to transform a PowerPoint
presentation into a video, where we could add animations, interactive elements, and
background music, among other features that made a video attractive to the

audience.
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padlet

Classroomscreen

During the virtual classroom session, students discovered that the latest
application tools provided invaluable assistance. The instructor explained Kahoot,
Classroomscreen, Flippity, and Padlet in detail, emphasizing their usefulness. These
tools have proven invaluable in reinforcing lesson content and facilitating student
participation in face-to-face classes. The diversity of resources available for virtual

education is impressive.

After finishing this Module, we had the privilege of showcasing our newfound
knowledge by leading a class. It is a great satisfaction to have the opportunity to
apply the learned tools and witness their effectiveness in a classroom setting. This
experience has highlighted the immense untapped potential of these tools to

revolutionize the education sector.
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MODULE 3.

Throughout this third course, which also happened to be the last one,
students explored the implementation of multimedia in contemporary education and
its various components, such as images, videos, audio, and written texts. In the
beginning, students closely examined the application of audio podcasts and why
they are relevant in online teaching. Audio resources have many advantages, as
they are played on any electronic device anytime, so students were assigned to
create a podcast on an educational topic. Thus, they used an electronic device to
record their audio, which they converted to MP3 format. They then used the Audacity
application to enhance the audio with a backing track before uploading it to

Soundcloud, a streaming service.

Further to the module, the students learned about the structure of the image.
They taught about resolution, the number of pixels displayed per inch, which affects
image quality. They taught about pixel size, the number of pixels displayed per inch,
and the number of pixels per pixel, which affects image quality. They learned about
the quality of an image: the more pixels per inch, the higher the quality. In addition,

they discovered which file types are optimal for different imaging needs. Likewise,

20



students learned about interactive images, which are creative images that can
include buttons. These buttons can showcase images, links, text, and videos. To
practice, the students devised an interactive graphic using Genially featuring the

identical topic as the podcast.

For the next part of the activity, students watched videos and practiced
creating Google Slides and combining colors. Google Slides is a platform where
people can make creative presentations and add videos, images, and links. Anyone
can access it from any electronic device, anywhere, anytime. Additionally, multiple
users can modify the same presentation simultaneously. To practice, students
developed a Google presentation that integrated images, videos, and links, and

students had to combine colors correctly to catch the audience's attention.

Google Slides

In the next activity, the students learned how to create professional videos for
a class. To create a top-notch video, considering the background color is crucial
since it can significantly impact the product. Moreover, it is vital to be meticulous
when choosing the presenter's apparel and accessories, and through careful
practice and experimentation with video recording and editing using my smartphone

21



and the Openshot application, students strategically selected shot angles to create
a visually compelling experience. To increase the overall effect and incorporate
background music. Once edited, participants uploaded the video to YouTube or
Google Drive to share it. The subject matter mirrored my podcast, interactive image,
and Google presentation - an innovative and enjoyable way to express ideas and

connect with others.

OpenSshot

After completing the module, the individual applied their newfound knowledge
by creating a dedicated Google site tailored specifically for students. This site
incorporates three activities out of four learned in the module and intends to enhance
the overall learning experience of the learners. The individual expresses confidence
in their ability to effectively apply the skills acquired and a desire to continue to use

them in the future.

h Google Sites

22



V. ACHIEVEMENTS.

In the first module, students learned about learning theories and leveraged
them to adapt the learning process in today's online education. They also learned how to
use Google Classroom and its functionalities to create, develop, and organize content
and didactic material for online classes. Moreover, learners were able to create
infographics for educational purposes. They also set up a course on the Google
Classroom platform, where they could share content, create quizzes, develop activities,

and evaluate students.

In the second module, learners were familiar with some tools to develop online
courses. Students learned to use Flippity, an instrument where teachers can elaborate
creative activities such as word searches, flashcards, presentations, and games.
Students also learned how to use Liveworksheets, a tool where teachers can use their
printed worksheets and get them into an interactive activity. They also learned to use the
Nearpod, this tool to create interactive lessons, where teachers can create games, add
slides, videos, and more. Students also study how to use Powtoon, a platform where
people can create professional videos with animations, soundtracks, live actions, and
more. Moreover, they learned how to use Kahoot, which involves creating cloud-based
quizzes. Finally, the students used Paddlet, where either the teacher or the students can

add creative content.

In the third module, students created a Podcast (an audio file available on the
web). People also learned how to elaborate interactive images, adding buttons where

extra content can be attached using Genially. In addition, students created a Google
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Presentation that consisted of building creative slides. Next, students developed a
professional video using OpenShot, a video editing application. Finally, students
developed a web page and integrated material using the tools learned throughout the

course to support teaching English online.

With this course, students learned to use different virtual resources, such as
Padlet, Kahoot, Nearpod, Classroomscreen, Quizzes, and Flippity, as well as others, to

create and develop didactic material for online classes interactively and enjoyably.
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VI.  CONCLUSIONS
Technology has impacted enormously in recent years by providing tools for
academic performance; the usage of these tools has improved the facilities in a learning
and teaching environment, and these digital platforms and applications have helped us
to continue with academic purposes, which serve as means of communication, as well as
inputs and outputs of information, the volume of data storage is essential to share all

kinds of content through these platforms.

Students and teachers have quick access to the platforms and tools for the
teaching-learning process almost from anywhere if they have an electronic device and
internet access. However, knowing how to use and take advantage of them is also

integral.

Virtual environments are now a necessary part of education. Educators worldwide

can easily access and integrate them into their classrooms.

Teachers must be adequately prepared for the new technologies since there are
many inconveniences in obtaining them due to some external factors related to
connectivity issues, such as the network available in the geographic area where students
and teachers will run the platforms, as well as economic limitations due to the lack of an

electronic device.

The group concludes that since the COVID-19 pandemic affected us, online
modalities have increased significantly, technology is essential for teaching purposes,
and technological tools play an important role in teaching modalities, especially in English

teaching.
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Vil.  RECOMMENDATIONS

To authorities for the Foreign Languages Department:

To recommend that the humanities authorities adopt these technological tools for

the development of future classes creatively and enjoyably.

To prepare more teachers for the technological tools to deliver and offer more

opportunities and more knowledge to the students.

To educate teachers to become familiar with technological tools to have a better

learning-teaching environment and process in the classroom.

To teachers:

To innovate online classes, learning about virtual environments and including them
as much as possible in teaching is recommended so students can have a more

engaging and significant learning experience.

To students:

It is recommended that they become familiar with virtual environments and learn how

to use them to enjoy this new learning experience in a worthwhile way.
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4) TECHNOLOGICAL

OBJECTIVE
The primary beaofit of AR s that it manages to
Topic It can be blead digstal and three-dimeasional (3D),

usod: Animals everything is based on the leaming rhythm of each
sudent and that makes it inchusive.

+ Place virtual animals anywhere with the magic of augmented reality (AR),

* Take pictures and videas and share them weth your friends and family.

+ Walk around the animals to appreciate their true soale and redlistio
features.

+ Listen closely to hear the umique sounds animals make.
+ Move, rotats, and restze the antmals with fomilior touch gestures.
« Pull up an astmal’s Information card to learn about its diet, habitat, and

GOOGLE FORMS

Allows users to create forms, surveys, and quizzes
as well as to collaboratively edit and share the
forms with other people. Everything is based on FOR

makes it inclusive

+ Getting started with a new form 1s easy

+ Adding different of questions

« Making your Google Form a quiz

+ Creating different sactions for your form

+ Customizing your form's appearance

+ Sending out your form and analyzing responses

r—

\ e
TECHNOLOGICAL

—

S35

OBJECTIVE
To encourage fun leaming methods while also
enhancing general knowledge. Everything is
basad on the leaming rhythm of each student
and that makes 1t inclusive.

FEATURES:
+ Communication
; m Content. Topic it can be used:

for all topics

Toplc itcan be T allow parents and teachers to communicate
used: for all  through commeating on photos and videos and
topics messaging directly.
Everything 1s based on the leaming rhythm of
each student and that makes 1t inclusive.
FEATURES:
* Remote Computer Monttori
+ Website & puteutjon Bioc?d%vg.
+ Teacher Screensharing.
* Interactive Quizzes.
» Presentation Building.

» Instant Messaging.

BIRLIOGRAPY
HTTDS/ APCTORA COMICSI APD/ 1uE32 2 05 PR/ AROUT
TR /R OGS UMASS EDU ONUNETOOL S/ ASSESSMENT-CENTERED-TOOLS/GO0GLE-
FORMS/$ ~ TEXT=GO0GLES2ORORMENZ SN2 DA% OFREE THE N2 OFORMER2TWITHNRE

TS/ AWK GETADD COMR-EMPLOYEE-MANAGEVENT-
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Learning
Management
Systems

Features

GOOGLE
CLASSROOM

1.Assignments
2.Customizable Grading

System
3.Virtual Discussions

4. Announcements
5. Live Classes

WORDWALL

BIBLIOGRAPHY

T ' |
MADE BY MILENA ANABEL KAMiREZ
MELENDEZ RM16043 F
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Appendix B

Madulo Il ( Aplicaciones Educativas para Aprender un Idioma Extranjero Cohorte 3) (2023-06-24 08:02 GMT-6)

Tools and activities

When selecting a tool or designing an activity, it is important to
consider what the objectives for its inclusion will be.

For example:

Activate prior knowledge

To orientate learning

To introduce the contents

Encourage learner participation ‘- @ ’
Provide feedback 4
Enable monitoring of the learning process
Put the knowledge learnt into practice Sey Danisia Najarro
Solve concrete problems
Motivate curiosity and interest
Evaluate performance

cCoerNoa~wh~

—

T Invarmatian wes et ved am B or S8, Glavesy saminey - w piords - 1060, - ClUoOD AVIgnomia de (usnos Alres : EJuc.ar 5L, 2021, Lo

digital, FOP (NG pasea K dwiachos dis rchuccdn. Sey Nojans.

= B Classroom > & ’-’5
@ Inicio Tablén Trabajo de clase Personas M &
M Calendar

Week 1-Direct and Indirect Object - Grammar...

Clases impartidas

Para revisar Material Week 1: Direct and Indirect obj.. E

Cohorte lll Group 3
Week 1- Direct and Indirect Object Video

9,
B
o MODAL VERBS

Assignment - Week 1

* T Cursos en los que te has insc...

[Ev]  Tareas pendientes Exercise 1
e Grammar Virtual Class
e e Level Assignment week 1. Direct and Indirect Cbj.
o Classroom Supplies
Children Beginners &
Gl chassaretiveses Forum - Direct and Indirect object - Week 1

91 Ajustes

1- In your own words explain what is the fun.

Quiz - Week 1
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— ~ MODAL VERBS
= B Classroom » Temane

@ wicio Tanién Trabzjo de clase Personas calificaciones

(4 cslengar

Ciases impartiass MATERIAL

Para revisar

Cursos en los gue te Nas insc...

T;( ” ASSIGNMENT

P FORUM

@ GIVE YOUR OPINION - USING MODAL VE

RES

@ Wnat is a modal vern and wnat is it for?

QuiZz

© o=

®

@

&

@

Modulo 11 ( Aplicaciones Educativas para Aprender un Idioma Extranjero Cohorte 3) (2023-07-15 08:01 GMT-6)

UNIVERSITY OF EL SALVADOR
SCHOOL OF ARTS AND SCIENCES
FOREIGN LANGUAGES DEPARTMENT

Specialization Course in the Administration
of Virtual Environments for Foreign
Languages Teaching and Learning

Video Tutorial in Flipgrid

. Module Il
: Educational Annlications for
BT

P L innis w5 wi wian Lanquaae
v a m & y 9

Sey Danisia Najarro

33




 Fiip 2 B @©

B Cémora
< Videos de avance automético Grabar
O Mis videos o G
LLnWanmuJ}ﬂ X & Fp #® x | [ srwers - Dorumentos de oo X | + v - 8 x
LiveWorksheets
c e € 5 C O Iveworksnees com/smaker/ncecan CRCRGNL Y o Using
U
i LY PortslUNAE () Free Onfine Typing.. ) Free Typing Test-C.. [ Pelphus-VerPeic. G Clases @ b SpinnerWhesis. @ OrdensarchivosPD.. [ Siemenido- Inicio.. [5] Home Direct English »
|ﬁ Sanchez Valle
r English 01 .
Current subscription: Teacher100

S Practice Cohorte 3

You have created 0 of 30 worksheets.

Step 1: Upload your worksheet

\Selecuonaf archivo Ninguno archivo selec. ‘ _Upload \

Format: pdf, jpg or png Size limit: SMB

I —
How to save Word documents as PDF g D

Calculus Workbook For Dummies with Online Practice
Frrddefy 319
$14% sprime

P 002|800

Powtoon PPT.ppix

Slide 3~ of8 O
@@ e
<

o1

02

S aowtoon

n [ ’] ’ 00:21:50 | 02:03
7 8

Blank slide E T

@ Ayuda
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Appendix C
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20 mas
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e——
Curie  Cenfiuocitn  Pankipanies  Golffcociones  Informes  hds -

GO0GLF
SITES

®)
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Click here to access the guidelines to create your Google Site.
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31 mas
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11:09 | Module lll Design of Didactic Materials for Virt...

35



LAY Home Library

For Artists  Upload

Popular tracks Tracks Albums Playlists Reposts
Spotlight (0/5)

Highlight your best tracks and playlists: put them in Spatlight so that your audience will find them first whe

visit your profile.

e ESREs

LI 2 x O o 2310

Syllabus Module Il () « o & 0 ® - @ share 0

File Edit View Insort Format Tools Help

Q 6 2 & A § 100% » Nomaltest « alibel LS ] @ ] E- 1= e E~ - Z Editing

B 5. CONTENTS

Tundarrientels af Using & Reudings
Multimedia Kosources NGy
¢ (idolines

in a Vietual L parning

Environmens
Use and ereation of
Podcasts
Usirg Audacity
Using SoundCloud
The Fundamentals of
| mage selection

1 Cresting 8
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Resdins,
Funalarm entaly of
Creating Pre sentationy

Using Googo
Preseatations

tutorials

Guidelines
far the
elabaration
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Module 1l Design of Didactic Materials for Virtual Environments (2023-09-30 08:03 GMT-6)

|

Dog 1

B exempe

Sey Danisia Najarro

PASATE A PREMIUM 9 O |l EIPRBENTAR =

Imagen

%

Recursos

@

Elementos
interactivos

Preguntas
interactivas

Smartblocks

ia)

Insertar

%
/A - s
Fondo |& Lista as Cuadricula
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