PAGE  
23

Teacher Development Series

(
MULTIMEDIA 

IN THE 

LANGUAGE CLASSROOM

(teacher developing module)

Radislav MILLROOD

Continuing Professional Development

British Council - Moscow

What you will do in this module:

· Thinking about using multimedia in the language classroom

· Gaining experience in using multimedia for language teaching and learning

· Reflecting on your experience of using multimedia in the language classroom

Warming-up discussion

Mark the following statements as true (T), false (F) or debatable (D)

Statements
T  F  D

a) Teachers welcome new technology in their classrooms


b) Teachers are confident with IT (information technology)


c) Teachers have sufficient skills of using IT effectively in class


d) Teachers are using IT in class on the regular basis


e) Most teachers have computers at home


f) Using IT is a temporary cyber-mania. 


g) Using IT in class guarantees higher quality of learning
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The basics of CALL

CALL stands for Computer Assisted Language Learning. This term is commonly used to describe the use of computers for the purpose of language instruction. 

Exploratory task

Check the knowledge of these words in the peer group. Record the answers and compare them to the entries in the glossary. 

Term
Answers
Glossary

a) Computer 

b) Processor

c) Key-board

d) Desk-top

e) Mouse

f) Click

g) Server

h) Provider

i) Internet

j) Hardware

k) Software

l) URL

m) Yahoo 

n) WWW

o) Web browser 

p) Homepage



There is a debate on whether there is a special CALL methodology or, perhaps, computers function only as a new means of information delivery. Computers are sometimes compared to trucks that deliver groceries but do not have any impact on a digestion efficiency in any way. 

Exploratory task

Mark the following statements as true (T), false (F) or debatable (D)

Statements
T  F  D

A. Computers make language studies more effective


B. Computers make language studies more efficient


C. Computers change the process of learning


D. Computers make learning independent


E. Computers are more adaptive to learners than teachers


F. Computers isolate learners in their studies


G. Computers are good coaches but bad teachers


H. Computers are bad for some learning styles


I. Computers are harmful for writing skills


J. Computers develop learner intelligence


K. Computers develop learner autonomy


L. Computers are useless for speaking skills


Exploratory task

It is often stated that multimedia enhance motivation and effective learning while learners demonstrate improvements in the grammar domain, vocabulary acquisition and pronunciation when accessing computer-assisted resources. Try to find arguments and counter-arguments to claims of CALL efficiency.

Claims
Arguments 
Counter-arguments

· Motivation rise



· Grammar improvement



· Vocabulary acquisition



· Speaking skills



· Writing skills



· Reading skills



· Listening skills



Exploratory task

Using computers in the language classroom makes learning a more student-centred process. How can the following assumptions about using computers for English language teaching be implemented in class? (adapted from Hawkey, R., 2002. The lifelong learning game: season ticket or free transfer? Computers and Education. Vol. 38/1-3. PP. 5-20)

Assumptions
Implementations

1) CALL makes less emphasis on authoritative expert knowledge


2) CALL makes more emphasis on empowering the learner to find and produce knowledge


3) CALL makes more emphasis in information search, observations and systematisation 


4) CALL makes more emphasis on learner autonomy and differentiation of choice


5) CALL makes more emphasis on acquiring learner skills and strategies
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Computer as a language classroom tool

Computers in the language classroom can be used as tools of teaching, learning, assessment, project-work and networking. 

Computer as a tool of teaching facilitates 

· information delivery, presentation of materials and tasking the learners

· search and access to information, meeting learner needs and providing learning experience

· placement, diagnostic, achievement and proficiency tests adapted to learner level

· designing, generating and publishing project product on the Web

· joining English speaking world community though e-mail, newsgroups and chat. 

Exploratory task

Hold a survey in the group of peer learners or students and report on the results

Questions
Answer

1. What do you use computer for in most cases?
a. Searching information

b. Using a resource

c. Doing a study task

d. Study/business communication

e. Private communication

f. Publications in e-sources

g. Others (________________)

2. How does computer facilitate learning?
a. Improves information delivery

b. Meets my learning needs

c. Gives a better training

d. Makes learning individual

e. Makes learning fun

f. Gives testing tasks

g. Others (________________)

3. What Internet facilities are you using?


a. E-mail

b. Mailing Lists (Newsgroups)

c. Chats

d. Search engines

e. Electronic catalogues

f. Electronic libraries

g. Web page design

h. Others (_________________)

Computer-assisted classroom environment produces a different picture than in a more traditional language classroom. 

Exploratory task

Compare elements of classroom environment in the traditional classroom and multimedia (computer) lab

Elements of environment


Traditional classroom
Computer Lab

· Layout of classroom



· Teaching tools



· Teaching materials



· Speaking tasks



· Written tasks



· Listening tasks



· Reading tasks



· Grammar tasks



· Vocabulary tasks



· L-T interaction



· L-L interaction



· Lesson management



· Learner assessment



· Teacher’s role



Using computers in the English language teaching lessons or after classes in self-access labs is a fairly new trend. In some situations this innovation can prove to be worthwhile and enhance efficiency of teaching and learning. In other circumstances, a computer-based lesson can be a "disaster" for teachers and learners. Possible factors for consideration here are the level of computer-using skills in teachers and learners, appropriateness of computer-based materials, irrelevant purpose of instruction, inadequate learner motivation, teaching and learning procedures, co-operation between teacher and learners, learner interaction (Kerr, L. 1985. Salvaging a disaster: two lessons with computers. ELT Journal, Volume 39, Issue 3. <!-- end of authors -->Pages 162-166)

Exploratory task

Under what circumstances can a computer-assisted lesson turn into a disaster. Give your comments in the space provided

Factors of disaster 
Comments

· Level of computer-using skills in teachers


· Level of computer-using skills in learners


· Appropriateness of materials


· Purpose of instruction


· Learner motivation


· Teaching procedures


· Learning procedures


· Teacher-learner co-operation


· Learner interaction
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CALL methodology

ELT methodology is based on three components: 

· A theoretical approach to language, teaching and learning

· Material design

· Selection of teaching and learning procedures (after Richards, J., and Th. Rodgers. 1995. Approaches and Methods in Language Teaching. CUP. P. 14-29)

Exploratory task

In order to identify a method as a way towards a target goal of teaching and learning, the following questions that have always prompted innovation in methodology are to be considered:

Questions
Answers

· What knowledge and skills are the goals of language teaching and learning?


· What concept of language is employed in teaching methodology? (system, whole language, etc)?


· How is language content selected for teaching and learning?


· How is topical content selected for teaching and learning?


· What principles of teaching best facilitate learning the language?


· What is the role of bi-lingual activities in teaching and learning?


· How do learners come to master the language in the course of instruction?


· What teaching techniques work best in the course of instruction?


· What is importance given to teacher-learner and peer interaction?


Attempts have been made to design a CALL course for language learners to fit the communicative approach to language teaching. Existing approaches emphasise meaningful interaction with the computer, co-operative interaction with the peer learners in front of computer, communication and information exchange with peers by distance. 

Activities usually include a matching and multiple choice phase, sentence and text -reconstruction-manipulation phase, simulation and information processing phase (similar classification can be found in Cook, V. 1988. “Designing computer programmes for communicative teaching”. ELTJ 42/4. P. 262-271). 

Exploratory task

Comment on the practical ways to implement the following ideas of a CALL course

CALL ideas
Comment

· Meaningful interaction with the computer


· Co-operative interaction with peer learners


· Communication with peers by distance


· Matching activities


· Multiple choice activities


· Sentence reconstruction


· Text reconstruction


· Computer-assisted simulation


· Information processing
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CALL packages

CALL packages can be of the three types: text reconstruction (restore the text from the deleted version, i.e. when some or all words are deleted), input comprehension checks (with multiple choice and other tasks), communicative simulation (with a package that facilitates communication processes in the classroom, such as computer-assisted communicative games, problem-solving simulations, computer-assisted role-plays etc.)

A simulation is understood here as any learning activity, which models aspects of the “real life” chosen as a target behaviour (Jones, K. 1982.). There are at least three key components to a simulation: real-world modelling, decision making and facing consequences of the decision. 

All simulations can be either move-based or real-time. In the moved-based simulations the participants take their step-by-step decisions and the time is not critical for winning in the game. In the real-time simulations time is crucial for making decisions and the program does not wait for the learner to respond. 

Computer simulations can be of an “adventure game”, a “city disaster” or a similar type, including the “spread-sheet” simulation of either company's revenues or savings that can be made in the home budget (Taylor, M. 1990. P. 461). 

A simulation can be “computer based” with a plot unveiling before the users’ eyes, or “computer assisted”, i.e. providing a stimulation for thought and discussion in the form of problems, figures, graphs, diagrams etc (Jones, G. 1991. P. 239-248).

A simulation requires an active discourse among the participants, which is stimulated by the computer assisted materials. Language learning occurs as a result of the pair/group activity in front of the computer (Carrier, M., 1991. P. 224-234). 

Exploratory task

Study a simulation task on line http://www.bbc.co.uk/education/lookandread/lar/index.htm The site is produced by the BBC and can you help you catch the spies during World War 2.  Reflect on the material:

Plot
Design
Use





ELT software packages can be dedicated and authoring. Dedicated software offers a rigidly organised activity that is to be performed as programmed.  This type of software is a ready-made CALL product with the teachers having no control over either the content or the form of the activity for the learners. Neither the content nor the succession of actions can be altered by the teacher or the learners in the course of their work. 

Dedicated software can provide exam practice in the range of tasks including cloze procedures, sentence transformations, reading comprehension, word-building etc. These tasks are pre-fabricated and are prepared for a certain language level in learners.

Exploratory task

Study the available CALL materials and select the software of the dedicated type. Describe the task that the learners are to fulfil.

Software
Description

1




Exploratory task

Study the complete collection of ELT Journal on CD-ROM. Install the CD on your computer together with the Acrobat Reader. Explore the following sections and comment on your findings:

Sections
Findings

· How to use the CD
· Authors and contents
· Review the license 


Authoring software offers a framework into which the teacher can type their own texts or exercises. This framework provides the teacher with a limited flexibility. Authoring software means that the teacher does not feel constrained by the content of the material provided. Instead any teacher can make alterations to the materials and be creatively involved in the resources that the learners are using. In other words, a CALL tool, which makes it easy for a non-programmer to create computer-assisted teaching/learning activities, can be called authoring software

A teachers can do the basic reconstruction of the text and replace some words with “dashes” or “blobs” (each “dash or blob” standing for one letter of the word) for the students to restore the original text.  The students will work through the task on their own and have it marked automatically by the computer. The most popular text-reconstruction programmes are Storyboard, Fun with Texts, Eclipse and some others. 

Another option is that the teacher can introduce in the text the “drop-down” windows for the learners to choose the correct word, which fits best the gapped sentences. The teacher can also design and offer the learners a set of questions, situations and problems to get the learners involved in a problem-solving process.  

A program can provide learners with the task and the solutions (answers), judge right and wrong responses, provide feedback, give help without the teacher’s participation, keep record of the learners’ “answers” for further analysis and comparison in the group (After Hubbard, P. 1992. “A methodological framework for CALL courseware development” in Pennington, M. and Stevens. V. (Eds.). Computers in Applied Linguistics. Clevedon: Multilingual Matters). 

Exploratory task

Study the available CALL materials and select the software of the authoring type. Describe the available authoring facilities and the tasks that the learners are expected to fulfil.

Software
Authoring facilities
Task description

1





Exploratory task

Explore the following site with a text-reconstruction (text-rebuilding) exercises

http://www.celt.stir.ac.uk/resources/eclipse/
and use checklist to determine its usefulness and applicability

Questions
Answers

Software Methodology

· What are the objectives of the software?

· What does the software help the learners achieve?

· How does the software help the teachers?

· What elements of the interface are easy to use?

· How does the software give a feedback to the learners?

· What multimedia means are used in the software?


Software Approach to Language Learning

· Is the approach to language structural, functional or interactional?

· Is the learning objective a discourse, a structure, syntax, morphology, lexis, phonetics or an integrated competence?

· Is the software activity based on rote-learning or creative thinking in learners?

· Is the language use in the software controlled, semi-controlled or free?

· Does the activity pursue a communicative or a grammar-analysis goal? 

· Is the software activity authentic or inauthentic from the communicative point of view?

· Is the software for the general or specific purposes in language learning? 

· Does the software material integrate information on the target culture?


Software Approach to Language Learner

· Is the software for field-dependent or field-independent learners?

· Is the software for the inductive and deductive reasoning learners?

· Is the software for visual-textual or visual-graphical  learners? 

· Is the software for the introverted or extraverted orientation in learners? 

· Is the software for the elementary, intermediate or advanced language learners?

· Is the software based on recognition, comprehension, reasoning or hands-on experience? 

· How can a learner keep track of his/her scoring on their performance? (number of attempts, correct-incorrect answers, total time spent, chart of progress)

· Is the quality of screen presentation appealing to the learners? 

· Are the instructions clear and consistent?

· Is the software activity motivating for the learners? 


Software Procedure

· Is the software activity a game, a quiz, a tutorial, a simulation, a drill, a problem-solving or a language reconstruction? 

· What is the format of the software activity (a cloze, a storyboard, a jig-saw reading, problem-questions, multiple choice, free answers, matching, re-ordering, writing, oral responses, classification, giving commands)

· Do the learners have to type in the answers or to “click” on the chosen option?

· How much control do the learners have over the software activity (level of language, choice of topics, time-on-task)
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Designing CALL materials
Teachers can play an active role in designing their own classroom materials with the help of computer as a tool for material design. Authoring mode can be well used with the word processors (such as Word). Word processors facilitate the process of generation, development and making modifications to a text (Motteram, G. and D. Slaouti. 1998. Educational Technology for ELT. Unit7. Word processing. The University of Manchester. School of Education. P. 7). A word processor features the facilities such as typing a text, highlighting a text or part of it, moving sentences or paragraphs in the text, merging two or more texts together, deleting a text or part of it, spell and grammar checking, searching a word or phrase in the text, replacing a word or phrase in the text, editing paragraphs or whole texts, correcting errors, improving coherence of paragraphs and whole texts, adding essential details and deleting the non-essentials, drafting and redrafting whilst retaining a tidy look to the text, counting the number of words etc. (Pennington, M. 1996. “Writing the natural way”. Computer Assisted Language Learning. 9/2-3. P. 125-142 XE ). The writing tasks can involve collaboration between learners.  MACROBUTTON  

Exploratory task

Design a classroom handout for your learners, using Word editor. Follow the steps:

A. Choose the topic of instruction

B. Focus on a point of instruction

C. Think of a headline for your handout. 

D. Divide your page into the necessary sections, e.g. "text", "questions" etc. 

E. Select the font type and size, symbols and bullets. 

F. Decide on using  WordArt option and importing pictures. 

G. Produce and printout your handout. Reflect on it in small groups.

Exploratory task

A/ Find a text in the computer memory or type it yourself in Word. Jumble the paragraphs of the text randomly. Mark each of the jumbled paragraphs with A,B,C etc. Ask your partner to restore the logical sequence of the paragraphs by cutting and pasting them in the necessary order. Show the sequence as e.g. 1B, 2A etc. 

B/ Find several texts in the computer memory or type them in Word. Produce a jumbled text consisting of a number of textual fragments belonging to different texts (not more than three) and mixed up on the screen. Your partner is to pick up and order correctly the bits belonging to one and the same text, producing initial whole texts.

C/ Find a text in a computer memory or type it in Word. The text can be of some 300-500 words or even longer. Your partner is to delete all the unnecessary wording and to reduce the text to some 75-100 words. The resulting text is to represent the gist of the originally presented material. 

Exploratory task

Design a classroom presentation, using Power Point software. Follow the steps:

A. Choose a topic of classroom instruction

B. Focus on a point of your presentation and think of a headline

C. Select the template for your presentation

D. Produce and enter the text of your presentation

E. Add illustrations where appropriate

F. Decide on using animation mode where appropriate

G. Run your presentation and reflect on it in small groups.

Exploratory task

Design and run a text-reconstruction task in Power Point. Choose a format of your slide and enter the target text in it, putting small chunks of the text in separate text boxes (cells in a table). Activate animation mode for some cells so that these chunks of text would appear only after an oral guess has been made. In the demonstration mode the learners will "bring" to the screen chunks of the text, discussing in small groups possible variants and making predictions.  The screen can be completely blank at the start of the activity and the learners will have to reconstruct the text bit by bit from scratch. Another variant is to offer the learners a "cloze" procedure with only some of the chunks missing.  Your slide for advanced level learners can take the following look:

A gas-stove

a fire

Killed

Nearly 
400
                      .
It happened 
On 

the train 
on
Its 

to Cairo …etc

(words that will emerge in the text during demonstration: started, that, people, way etc)
Learners can be prepared for the text-reconstruction procedure without disclosing the content of the text for them. This can be done at the pre-activity phase. 

Exploratory task

Match types of the texts with recommended pre-activity tasks to prepare learners for a text-reconstruction procedure. Find a suitable text and run a text re-construction activity with a pre-activity phase (adapted from Brett, P., 1994. Using text-reconstruction software. ELT Journal. 48/4 CUP. P. 335-336)

Type of text
Pre-activity

1) Narrative
a) Direct peers to make a model

2) News story
b) Describe possible phases

3) Instructions
c) Discuss possible puzzles and answers

4) Descriptions
d) Give details to make a picture recognisable

5) Processes
e) Re-order events in correct sequence

6) Solution of a problem
f) Describe the reasons of tooth decay

7) Cause and effect
g) Discuss current events

(1e 2g 3a 4d 5b 6c 7f)

Computers have the capacity to present information in a problem-solving way for discussion and decision making. These tasks take the format of simulations and adventures. These pieces are often perceived as computer games. Computer games can provide training in production and perception of speech. They can also create environment facilitating interaction. In a typical adventure game there are usually problems to solve. The players are moving in the virtual world, meeting with challenges, using objects trying to overcome the obstacles, completing a range of tasks, reaching the goal and winning the game.

Given below are the phases that usually make up a computer simulation as a language teaching and learning tool

Phase 1: Preparation for Decision Making 
Initially, this takes the form of reading instructions or receiving instruction on how the simulation works. 

Phase 2: Keyboard Input 
Students spend all of this phase at the keyboard, entering the decisions and information they have discussed and recording the results. 

Phase 3: Reactive Discussion 
Students discuss their turn or cycle, analysing the information produced by the computer Phase 4: Follow-up 1 
Follow-up tasks at this point can include writing memos, charting results, updating a narrative or protocol, and answering worksheet questions. 

Follow-up 2 
Each group reports on its findings, its discussion, and what it has learned, or how it finally resolved the problem. 

Follow-up 3
Students should continue to work on the activity after the scheduled hours are over, so they see the learning benefit from the activity and continue to assimilate the language to which they have been exposed. (after Carrier, M., 1991. Simulations in English language teaching: A co-operative approach. Simulation & Gaming. Vol. 22 Issue 2, p224-234)



Exploratory task

Group simulations can be run with spreadsheets for entering and processing the data. E.g. a simple simulation activity can be organised with a family budget. Design a worksheet (it can first be done on a sheet of paper) and indicate on it the total sum available, the participants in the simulation and the shopping lists that they suggest to meet their own interests.. These shopping lists are to be negotiated with other participants and changes made to the spending scheme. The sum available should not be exceeded. The simulation is over when the shopping list does not exceed the available sum and meets the wishes of every participant. A worksheet can have the following look:                                                                 

Participants
Shopping list 1
Shopping list 2
Shopping list 3






Sum available:
Total:
Total: 
Total:

 The worksheet is entered as an electronic spreadsheet in "Excel" software on the computer screen that quickly does all the necessary calculations in the electronic table. The data can then be processed via graphs or charts. The participants are  to discuss the course of their negotiations and the results following the scheme:

· How did you prepare for the simulation?

· How did you keep record of your decision making on a worksheet?

· How did you  keep record of your decision making on a spreadsheet?

· How did you negotiate possible decisions? What concessions were made?

· What can you say about the simulation activity on reflection?

(
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Language analysis

CALL can employ software for language analysis. Computer programs can greatly facilitate the inductive language learning that is based on the language corpora (massive samples of language use stored in computer memory). The occurrences of words or phrases in context that a concordancer produces are called "a concordance". A concordance is a collection of all the occurrences of a word-form or a phrase, each in its own textual environment (Sinclair, J., 1986. Basic computer processing of long texts. Computers in English Language Teaching and Research. Longman. P. 185-203). 

The inductive language study is done in three steps: corpora exploration, explication of findings and data exploitation (exploration – explication – exploitation). A piece of software that helps process texts and discover the usage of words in the language corpus (database of language use) is called a concordancer (Flowerdew, J. 1996. Concordancing in Language Learning. Pennington). 

Software used for language corpora analysis is called a "concordancer". A concordancer is a piece of software that helps finding all the contexts for a chosen word or phrase in a text or many texts merged in a single corpus linguistics (the first concordances were done manually in ancient times to show in what context certain words were met in the Bible). Some concordancers exist on line and draw on a vast resource, storing numerous instances of English language use in both British and American variants. 

Exploratory task

Study the following concordance of the word "computer" and pick out collocations with this word. Continue the list with your own observations. 

Access
Computer
Centre

Manufactures
Computer
Chips

Through
Computer
Graphics

In
Computer
Classes

By
Computer
Game

Excellent
Computer
Software

The
Computer
Networks

Much
Computer
Information

For
Computer
Programmers

Many
Computer
Analysts

Find
Computer
Courses

Inside
Computer
Memory

No
Computer
Skills

Little
Computer
Studies

More
Computer
Time

Effective
Computer
User

Exploratory task

Go to the Concordancer on line http://titania.cobuild.collins.co.uk/form.html (alternatively you can go to British National Corpus http://thetis.bl.uk/lookup.html or http://sara.natcorp.ox.ac.uk/lookup.html ) and check the existence in the English language corpora of the following phrases (you can add more queries of your own)

Queries
Comment

A. "Help to do something" or "help do something"?


B. "Make decision"  or "take decision"


C. "Different from" or "different to", or "different than"


D. "If they do" or "if they will do"


E. "He said he will" or "He said he would'"


F. "Get up" as "to rise from bed" or any other meanings?


G. "Already" with a Perfect Tense or any other grammar tenses?


H. 
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Using the Internet
Internet in the language classroom is the most recent development in using information technologies  for language teaching and learning. Internet is an international network of computers that are linked together in order to search information through search engines, to communicate via email and chat, and to put one's own material on line (Internet projects). The major links of the Internet are the computer, the server and the provider. The computer is the user terminal through which people access the Internet. The server is the mediating computer,  that can receive, store and release information that is requested by a user computer. The provider is the organization with an satellite dish that provides access to the Internet (World Wide Web or WWW). Internet is modelled below:

( (Provider)


((( (Servers)


(((((((((((((( (User computers)

Exploratory task

Match the facilities that can be provided by the Internet and the activities that a teacher of English can be engaged in.

Internet facilities
Teacher activities

A. Information search

B. Communication

C. Internet projects
1) Downloading materials

2) Compiling bibliography

3) Real time discussion

4) Friendly chat

5) E-mail messages

6) Browsing the Web

7) Joining discussion groups

8) Launching one's Homepage

9) Running a Web site

10) Networking keypals 

11) Tele-conferencing 

Browsing the Web is moving around the Internet in search of information. Another term is surfing the Net. Programmes that are used to facilitate this process are called Web browsers (Netscape communicator and Microsoft Internet Explorer). Browsing the Web is usually done for information search. To make information search more purposeful and directed, programmes that are called search engines (e.g. Alta Vista or Yahoo) can be useful. To find the needed information, key words are typed in and the system displays pages of the associated sites. Some of them can be useful, others may be ignored. 

Exploratory task

Go to Yahoo Web site (http://www.yahoo.com) and use the key words to find the needed information. Comment on your  findings. 

Topic of search
Key words
Found information





Exploratory task

Try a search for information using one and the same key word in a variety of search engines. Compare your findings

Search engine
Key word
Findings

Excite  http://www.excite.com
Infoseek http://www.infoseek.com 

Lycos http://www.lycos.com 

Open Text http://www.opentext.com 

Webcrawler http://www.webcrawler.com 

Alta Vista http://www.altavista.com 

Yahoo http://www.yahoo.com 

Ask Jeeves http://www.askjeeves.com  



Exploratory task

Explore the following useful Internet sites and comment on your findings

Useful sites
Material found

Internet TESL Journal

http://iteslj.org  

Interactive English journal for teachers and learners

http://www.englishlive.co.uk 

Teacher Forum magazine

http://exchanges.state.gov/forum/vols/vol36/no3/p40.htm  

Language Teacher On Line magazine

http://langue.hyper.chubu.ac.jp/jalt/pub/tlt/index.html 

BBC  Learning English

http://www.bbc.co.uk/worldservice/learningenglish/index.shtml 

BBC Cultural Issues

http://www.bbc.co.uk/worldservice/people/index.shtml 

http://home.about.com/aboutuk/index.htm
Useful articles

http://www.findarticles.com/PI/index.jhtml 

IATEFL Computer SIG

http://www.iatefl.org.pl/sig/call/j_article7.htm 

Self-study materials

Http://deil.lang.uiuc.edu/exchange/. 

Grammar practice

http://busboy.sped.ukans.edu/~allenq/netgrammar
IELTS and TOEFL exam preparation

http://www.selfaccess.net

Quizzes

http://www.aitech.ac.jp/~itesls/c/r.cgi/quiz. 
Multipurpose on-line resources

http://www.jllonline.net  

A comprehensive site for teachers and students http://www.bbc.co.uk/worldservice/learningenglish/index.shtml
General knowledge quizzes

http://www.bbc.co.uk/education/dynamo/lab/quiz/quiz1a.htm


Newspapers

http://www.consortia.nhsweb.nhs.uk/Newspap3.htm
http://www.thepaperboy.co.uk/





Exploratory task

Teaching activities that use Internet sites usually consist of three phases: a/ preparation, b/ on line, c/ off line.  You are going to plan your visit to London. Start off with a general discussion of what you know about London and your expectations of the visit. Visit the site http://www.londontown.com Study the site. Complete your schedule  for a one-day visit to London

8 am 
Breakfast in the hotel "______________________"

9 am


10 am


11 am


12 pm


1 pm


2 pm


3 pm


4 pm


5 pm


6 pm


7 pm


8 pm


9 pm


10 pm


(after Dudeney, G., 2000. The Internet and the Language Classroom. CUP. P. 84-85)

Exploratory task

Explore the site Puzzlemaker and plan out your classroom activity with the learners

Phase
Activity 

Preparation


Go to the site on line http://www.puzzlemaker.com 




Off line activities


Exploratory task

Explore the site that facilitates making posters for holidays and celebrations. Plan out your classroom activity with the learners

Phase
Activity

Preparation


Go to the site on line http://www.kidsdomain.com/clip/ 




Off line activity


Exploratory task

Explore the site http://dir.yahoo.com/Society_and_Culture/Environment_and_Nature/Global_Change/Climate_Change    

Plan out a discussion activity in your class. 

Phase
Activity

Preparatory discussion


Visiting the site and exploring it




Off line activity


Exploratory task

Discuss in small groups how you can turn to classroom activities material on the following sites:

http://www.worldkids.net/critters/marsupials/  About Australian wild life

http://dlpfan.org/int/s7007.htm Touring Disneyland 

http://www.invent.org/book/book-text/indexbyname.html About famous inventions

Computers can be used as the tools of language testing. There are two types of CALL testing:<BIG></BIG> exam-practice and monitoring. Both can occur continuously in every kind of classroom activity, and both make the necessary part of a successful language-learning strategy. Computer 'tests' teach as well as test, and can handle much of the remedial teaching that would otherwise have to be done by the teacher in class (Jones, Ch. 1983. “Computer-assisted language learning: testing or teaching?” ELTJ. 37/3. P. 247-250)

Exploratory task

Visit the site http://www.testmagic.com and study the materials. Comment on the following:

Items
Comment

a) What questions are frequently asked about TOEFL?


b) What is the format of TOEFL tests available on line?


c) What kind of essays are written as a TOEFL test?


d) What is the format of TOEFL tests in English grammar?


e) How is "critical reasoning" tested in GMAT and GRE?


(
Input

Internet communication

Computer in the language classroom can be used for email (electronic mail) communication. Email communication can be arranged with a partner at any remote part of the world if the computers are on the Internet line. The messages are received by email and then are answered accordingly. 

Exploratory task

There are normally six steps that a user will go through to run an e-mail programme. Run your e-mail programme to exchange messages with your key-pal, following the steps given below and describe your experience in the space provided. 

Steps
Description

1) Write a new e-mail message

2) Connect to the Net

3) Send the message and check new mail

4) Disconnect from the Net

5) Read new mail

6) Reply to mail


(after Dudeney, G., 2000. The Internet and the Language Classroom. CUP. P.11). 

Communication on the Internet can take place in real time in the form of a chat between two or more people. For this users enter a "chat room", i.e. a site used for communication. Chat can be done in two modes: voice chat and text chat. Text chat proves more practical in many places for technical reasons (speed of connection can be too slow). 

Exploratory task

Go to the site of "Teachers' chat", register for communication and enter the chat room. Start chatting by suggesting a topic, contributing your own ideas, commenting on other participants' views and initiating new subjects for discussion. Comment on your impressions of the chat, its organization, language observations, choice of topic, enthusiasm of participants etc. 

Teachers' Chat:   http://narod.yandex.ru/chat/chat_enter.xhtml?mychat_id=1342802

Comment: 



(
Input

Internet projects

Internet projects can take a variety of forms, e.g. organise an e-mail exchange of key-pals on the subject of a common interest. Other forms of projects are starting a discussion group (mailing list) and launching one's own Homepage. 

Discussion groups unite people interested in a common subject. In order to send and receive messages from a group one is to join a mailing list called a "listserv". 

Exploratory task

Study the graphical image of a listserv and comment on how it works:



Subscriber in the USA



Subscriber in Russia

Subscriber in Romania 
Listserv
Subscriber in Germany



Subscriber in Italy



Subscriber in Japan

Exploratory task

A/ Go to the Internet site http://groups.yahoo.com/start and follow the steps to start a discussion group of your own. Keep record of the steps that you have taken (you can add steps if necessary or delete some):

Step #
Record






















B/ Start a discussion using your mailing list by suggesting a topic and contributing your messages. Reflect on the procedure. 

Topics suggested:

Topic chosen:

Number of messages contributed to the list:

Main ideas expressed in the messages:

A conclusion drawn from the discussion:

General comment:

Recommendations for running an effective discussion:

Exploratory task

On-line classrooms open up an opportunity to organise teaching and learning by distance. A teacher can set up an on-line classroom, i.e. a site with facilities for giving tasks and sending in completed assignments, for sharing documents, messages and links, for conferencing and scheduling one's activities. 

To attend an on-line lesson: 

A/ Go to http://www.nicenet.org  and start up your own virtual classroom. Explore the site and comment on the rubrics given on the left-hand side navigation bar:

Rubrics 
Comment




B/ Participate in an on-line lesson as a tutor and/or as a trainee. Reflect on your experience in the space provided. Share your experience with peers.

Comment on reflection:



Publishing information about oneself, one's work and projects with texts and pictures on the Internet can be done in the form of a Web-page. Teachers can share their experience, thoughts, worries and puzzles, materials, culture and customs. The opening site of such publication is called a Homepage. Other pages are referred to as "sites". The whole publication consisting of one or more sites is called a Web site. 

A Web site is stored on a server and can be accessed from any part of the world. This means that potential audience for your Page can number thousands of interested professionals. 

There are two major ways of creating one's Homepage. The first way is using HTML (Hyper Text Mark Up  Language). This is the language used to make Web pages. Basic HTML is easy to learn and to use. It can be learned by teachers and learners of English fairly fast (Dudenay, G., 2000. The Internet and the Language Classroom. Cambridge: CUP. P. 136-141). 

The second way is using the "templates", i.e. rough models for a Web-page that can contain frames for headlines, pictures, texts, links to e-mail and other sites etc. No programming skills are needed to start a Page. The necessary material is simply typed or inserted in the template. 

Exploratory task

Brainstorm the concept "a user-friendly site"



User-friendly site


Exploratory task

Visit the site http://www.freehomepage.com  (alternatively you can use : http://www.geocities.com that allows you to have only one site) to subscribe to the free homepage facility. Keep record of your steps to start your own homepage (you can add steps if necessary or delete some):
Step #
Record






















Exploratory task

Start building your own Web site. Follow the steps:

1) Think of the purpose that your Page is designed to achieve

2) Think of the message that your Page will be sending to visitors

3) Think of a short but attractive headline for your Page

4) Plan out the sites that you are going to include in your Page (on paper first)

5) Design layout of every site with headlines, texts and images (on paper first)

6) Enter the headlines, texts and images in the Web-page templates

7) Proof-read and test your site to make sure that it functions well. 

8) Insert a visit counter on your site to monitor the number of visits to your site

9) Make the site known to potential users through mailing lists, discussion groups etc. 

10) Think of how you can start producing your own Web Journal or News Bulletin as part of your site. 

Exploratory task

In order to enhance your site-building capacity, you can use basic HTML tags or instructions (HTML means Hyper Text Mark-Up Language). The browser understands HTML tags as instructions or commands that a browser will perform. HTML tags can be typed in any of the available editors such as “Word” or “Notepade” and then saved as HTML. When you open the file in the Internet Explorer or Netscape Navigator, you will see only the hyperlink (HTML text will remain hidden). By clicking on the visible hyperlink, you  will give the browser instruction to perform the needed operation, e.g. to take you to the required site. If you work with page-building templates, you will type the HTML instructions in the editing mode and save changes. You will then turn to the working mode of your site and see the necessary hyperlinks (mind that HTML instructions function as hyperlinks and can be clicked on in the working mode only). Please experiment with the following HTML instructions:
You type in the editing mode
You see in the working mode

In order to add an image:

<IMG SRC=”yourimagefile.gif”>
The image e.g. [image: image1.png]




In order to create a hyperlink to a site:

<A HREF=”URLofsite”>Visit my site</A>
Visit my site

In order to take the user to your e-mail programme:

<A HREF=”mailto:youremail”>email me</A>
email me

Glossary

Address The location of an Internet resource. An e-mail address looks

similar to yourname@anycompany.com A Web address looks like

http://www.anycompany.com

Bit A digital number of either zero or one. The smallest unit of

computerised data. All of the data in computers can be broken down to ones

and zeros and each is referred

to as a bit.

Bookmark A pointer to a particular Web site. Within browsers, you can

bookmark interesting pages so you can return to them easily.

Browser A program run on a client computer for viewing World Wide Web

pages. Examples include Netscape Navigator, Internet Explorer and NCSA

Mosaic.

Cache A region of memory where frequently accessed data can be stored for

rapid access. Web browsers often maintain a cache of Web pages to reduce

download time and for use with the "back" button.

Chat A system that allows for on-line communication between Internet users.

See IRC.

Click. An action with a mouse (manipulator) to perform operations on the computer. 

Computer. A complex electronic multimedia device modelling human intelligence that can be used as a tool to process, store, access and communicate information available in the computer and on the Internet. 

Cookies The collective name for files stored on your hard drive by your Web

browser that hold information about your browsing habits, such as what

sites you have visited.

Desk-top. A full size personal computer that can be installed on the desk (other sizes are called, lap-top and palm-top). 

Dial-up Connection A connection to the Internet via phone line and modem.

Connection types include PPP and SLIP.

Direct Connection A connection made directly to the Internet. This is

usually much faster than a dial-up connection.

Discussion Group A particular section within the USENET system that is

typically, though not always, dedicated to a particular subject of

interest. Also known as a newsgroup.

Domain The Internet is divided into smaller sets known as domains,

including ".com" (business), ".gov" (government), ".edu" (educational),

".ca" (Canadian) and others.

E-mail Electronic mail.

FAQs Frequently Asked Questions -- a collection of commonly asked questions

and answers, usually relating to a Web site or discussion group.

FTP File Transfer Protocol -- a specific format or set of rules for

exchanging files between computers via the Internet.

Gopher A system allowing users to search for files via menus or directory

structures. Uses plain English names and is text-based only.

Hardware. Parts of a computer

Home Page The first page of a Web site. Also, the Web site that

automatically loads each time you launch your browser.

Host The name of a specific computer within a larger domain.

HTML hypertext Mark-up Language -- a collection of tags typically used in

the development of Web pages.

HTTP hypertext Transfer Protocol -- a set of instructions for communication

between a server and a World Wide Web client.

Hypertext A document that contains links to other documents, commonly seen

in Web pages and help files.

Internet The world-wide network of computers communicating via an agreed-

upon Internet protocol.

IP Address Internet Protocol Address -- every computer on the Internet has

a unique identifying number, such as 191.1.24.2.

ISP Internet service provider -- the company that provides you with a

connection to the Internet via either a dial-up connection or a direct

connection.

Java A programming language, similar to C++, created by Sun Microsystems

for developing applets that are capable of running on any computer

regardless of the operating system.

Keyboard. A panel of keys with alphabetic, numerical and other symbolic signs to run the computer. 

Listserv An electronic mailing list typically used by discussion groups.

When you subscribe to a listserv, you will receive periodic e-mail messages

about the topic you have requested.

Log In A procedure used at the start of some applications to verify the

identity of the user. This sign-in procedure is often found in mail

servers, newsgroups and even on individual computers if computer security

and network security are local issues.

Mailing List A list of e-mail addresses to which messages are sent. You can

subscribe to mailing lists typically by sending an e-mail to the contact

address with the necessary information.

Mouse. A manual manipulator to perform many functions on the computer. 

Multimedia A combination of media types on a single document, possibly

including text, graphics, animation, audio and video.

Newsgroup A particular section within the USENET system that is typically,

though not always, dedicated to a particular subject of interest. Also

known as discussion groups.

Network A system of connected computers exchanging information with each

other.

On-line When you connect to the Internet, you are on-line.

On-line Service Services such as America Online, CompuServe, Prodigy and

the Microsoft Network, which provide content to subscribers and usually

connections to the Internet, although these connections are sometimes

limited. For example, some on-line services only added Web browsing

abilities fairly recently.

Page A Web page, one page of a Web site, specifically an HTML document.

Plug-in A small application that extends the built-in capabilities of your

Web browser. Examples include Macromedia's Shockwave, providing animation,

and RealAudio, offering streamed sound files over the Internet.

POP Post Office Protocol -- a method of storing and returning e-mail.

Post To send a message to a mailing list or newsgroup.

PPP Point-to-Point Protocol -- a protocol for converting a dial-up

connection to a point-to-point connection over the Internet. It is

frequently used for accessing the World Wide Web over phone lines, and is

considered more stable than a SLIP connection.

Processor. A unit in the computer that functions to store, process and retrieve information from memory. 

Protocol An agreed-upon set of rules by which computers exchange information.

Provider An Internet service provider, or ISP i.e. the organization that provides access to the Internet via servers.

Queue A list of e-mail messages that will be distributed next time you log

onto the Internet.

Search Engine A tool for searching for information on the Internet by

topic. Popular engines include Infoseek, Inktomi and Web Crawler.

Server. A gateway computer that can be accessed for storing and retrieving information meant for other personal computers.

Site A collection of related Web pages or a stand-alone Web page.

Snail Mail Slang term for conventional mail services such as the post

office.

Software. Computer programmes. 

SPAM Refers to the sending of unwelcome messages to a newsgroup or mailing

list to promote a commercial product or Web site, or the actual messages

sent for promotional purposes.

Subscribe The act of becoming a member of an organization. On the Internet

it refers to signing on to a mailing list, a newsgroup, an on-line service

or an Internet service.

TCP/IP Transmission Control Protocol/Internet Protocol -- this protocol is

the foundation of the Internet, an agreed-upon set of rules directing

computers on how to exchange information with each other. Other Internet

protocols, such as FTP, Gopher and HTTP are subcategories of TCP/IP.

Upload To copy a file from a local computer connected to the Internet to a

remote computer. The opposite is "download".

URL. Universal Resource Locator i.e. address of an internet site. 

Web browser. Software used to surf the Net, e.g. Internet Explorer or Netscape Navigator. 

WWW World Wide Web, or simply the Web. A subset of the Internet that uses a

combination of text, graphics, audio and video (multimedia) to provide

information on almost every subject imaginable.

Yahoo. Internet domain with a search engine (http://www.yahoo.com) 

ZIP A compressed file format (.zip). Many files available on the Internet

are compressed or zipped to reduce storage space and transfer times. To

uncompress the file, you need a utility like WinZip

(Windows)
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