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PREFACE

In June 2005 we organized our first Open Workshop of HUBUSKA project. It was the starting event of series
of Open Workshops for disseminating of results of our common researches. First we selected the topic of
“TECHNOLOGY-ENHANCED LEARNING WITH UBIQUITOUS APPLICATIONS OF INTEGRATED
WEB, DIGITAL TV AND MOBILE TECHNOLOGIES”. We organized this workshop in Budapest as a
satelite programme of 6™ eLearning Forum.

There was important for us to show a really broad picture about technology enhenced learning. We invited
FABRIZIO CARDINALI as a keynote speaker, the Vice President of European eLearning Industry
Group — eLIG —, who has several important position in different profesional bodies. (See “AUTHOR
BIOGRAPHY” in the end of his paper.) He gave two presentations, both at 6" eLearning Forum and our
HUBUSKA Open Workshop. We start the Proceedings with his paper about Narrowcasting & Ambient
Publishing.

The Bulgarian researchers present their ambitious results on technology enhenced learning. They are
representing two project partners IIT and IMI BAS. Danail Dochev — Radoslav Pavlov — Nektarios
Moumoutzis — Aszen Aszenov — Bulgarian, Greek and Hungarian author group —, describe the broader
Learning Content and Multiple Channels Delivery in eLearning Systems. Desislava Paneva gave the results
of realization of interactive TV-based learning process. Ivo Marinchev — Danail Dochev presented
experiences of in-Company Training and Knowledge Management in several organizations. From paper of
Mariya Monova-Zheleva we can gain information about design and development of Intended Instructional
Flows in Web-based Learning Environments.

From Slovakia D. Sidkovitovéa described the opportunities of using the Macromedia Flash© in creation of
study materials. This paper were presented at the Open Workshop by Tatiana Urbanova. Both of them are
representing Novitech Partner Ltd. participating in HUBUSKA project.

In the next part there are two papers from partner University Klagenfurt Institute for Information
Technology (ITEC), Austria. Armin Miiller — Michael Kropfberger — Laszlo Bészorményi described the
research result of annotation and presentation of content-variations in a web-based search environment for
video. Michael Kropfberger — Laszlo Boszorményi — Daniela Ebner analysed eLearning impacts of Next-
Generation Mobile MultiMedia Museum Guides.

In the last part of the Proceedings the representative of partner MTA SZTAKI Istvan Simonics shares the
experiences of research of comprehensive application of eLearning, showing the result of analyses of
questionnaire.

There are lot of new concepts in the presented papers. The editors would like to support the immersement in

technology enhenced learning. In the Appendix the reader can find the Glossary for better understanding in
three languages: English, Bulgarian and Hungarian.

Budapest, June 2005

Istvan Simonics — Radoslav Pavlov — Tatiana Urbanova
Editors



Presentation of project HUBUSKA
Networking Centres of High Quality Research on
Knowledge Technologies and Applications

EU FP6 programme Specific Support Actions
Contract No. INCO-CT-2003-003401

Summary

The main objective of the project is to promote the co-operation of educational and research institutes active
in IST area of knowledge technologies and their applications in eLearning, and to accelerate the
dissemination and application of the research results in associated candidate countries.
The current cooperation between the partner institutions will be enhanced by specific support and
coordination of their network activities by means of visits, working meetings and joint workshops for
presenting and analysing their research outcomes, experiments and best practice solutions.
It will exploit the educational potential of the embedded intelligence applications and the integration of web,
digital TV and mobile technologies, which will touch the lives of millions of people, many of them currently
not affected by the Internet revolution.
The integration of high quality research institutions for exchange of research information, results and
personnel in priority IST areas (Semantic-based knowledge systems, Technology-enhanced learning) will be
an effective instrument for dissemination and deployment of knowledge intensive applications in the partner
ACC in their transition to the Knowledge Society.
The project disseminates research results on modelling content information of audio-visual data and
contributes to the spread query, indexing, and retrieval systems using the model. MPEG-7 description is a
proper tool for encoding the content and any other information related to the multimedia data. Such a model
enables novel multimedia services. A query language and a cost-based query optimiser can enhance the
efficiency of the query and retrieval system based on the content model. The project will exploit new
multimedia algebra to increase the performance of the retrieval system.
Another aim of the project is to promote applications of the partners’ research results in promising segments
of the eContent industry — production of the multimedia-based educational materials, permitting
interoperability between different eLearning platforms and multilingual re-usability of eLearning content in
different language environments.
The project objective will be achieved by realisation of a set of specific activities as follows: .
A/ Organisation and maintenance of information structure for networking between the partners for
thematic exchange of high quality research information and results of their participation in European
R&D programmes in the field of knowledge technologies and their applications. The information
structure will include: . -
e Project web site integrating all the dynamic information exchanges between partners and
presenting the project on-going activities in the global information space.
e  Electronic journal for publication of presentations, lectures, surveys and analyses, technical
reports and proceedings of the project workshops.
e Thematic virtual forums for each work package at the project web site. They will be moderated
by the work package leaders.
B/ Organisation of visits and short research stays in the partner institutions
C/ Organisation of 4 open workshops for demonstration and dissemination of RTD results and solutions
on specific project topics.
D/ Periodical production of extended state-of-the-art summaries for the national ACC policy-making
institutions.

The project addresses a broad spectrum of knowledge technologies allowing embedded intelligence
applications. The major expected impacts of the project are based on the effective cooperation of leading



ACC research institutions, benefiting from the exchange of their research production as well as from the
complementarities of their research directions of IST.
The interests of the partners in the framework of the project are focused on the following priority action lines:
*  generic issues of knowledge technologies (data and web-mining techniques, multi-agent models
and platforms);
e semantic web approaches to organisation, access, processing and use of context-sensitive
information;
¢ methods and tools for development of semantic-enabled systems and services for multimedia
content, interoperability, re-usability; ‘
e technology-enhanced learning with ubiquitous applications of integrated web, digital TV and
mobile technologies.
The major expected impacts of the project in the area of technology-enhanced learning concern raising public
understanding and awareness of eLearning potential and requirements, taking into account the different
background, interests and needs of the consumers of such information.
The long term impact of the project will be achieved through ICT providers and research experts active in
innovative applications of knowledge technologies. The actors from this group will move the project results
to the eLearning sector and eContent industry practice by implementing future real applications and making
them attractive to wide audience of end-users.

Partners

Computer and Automation Research Institute Hungarian Academy of Sciences MTA SZTAKI,
Hungary coordinator

Institute of Mathematics and Informatics of the Bulgarian Academy of Sciences — IMI BAS,
Bulgaria

Institute of Information Technologies of the Bulgarian Academy of Sciences — IIT BAS,
Bulgaria

Klagenfurt University Institute for Information Technology — ITEC,

Austria

Novitech Partner Ltd,

Slovakia
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TOWARDS NARROWCASTING & AMBIENT PUBLISHING

NEW MOBILE, LOCATION AND CONTEXT AWARE FORMATS
FOR THE EUROPEAN CONTENT INDUSTRY TOWARDS THE
LISBON TARGET

Fabrizio Cardinali
Chief Executive Officer
Giunti Interactive Labs Srl 16039 Sestri levante (GE) Italy
[f-cardinali@giuntilabs.com

Abstract

This paper addresses the hopes and fears of Europe’s Publishing Industry towards the overall common effort of making
Europe a leading market player in the Knowledge Society by 2010. The paper introduces new content management
technologies and models, proposing new formats (e.g. Narrowcasting and Ambient Publishing) for Publishers willing to
keep up to pace at the dawn of a new Content Era.

Keywords

Location Based, Context Aware, Ambient Content, Mobile Learning, Learning Content Management Systems.

1. INTRODUCTION

Several new eContent Publishing and Management Architectures are expected to hit the market place in the
short term, as a concrete market outcome from international R&D work programs launched in EU, US and
Japan to support native media industry at the dawn of new Ubiquitous and Broadband networks.

In general new media revolutions always start with the migration of old formats since it takes a while to
understand and embrace new, device specific, content design skills and capabilities.

First TV shows dubbed radio talk shows whilst film actors and formats were recasting theatrical set ups in
their early days. When new skills and competencies were then developed, they all proved to be revolutionary
means to establish new Industries and Markets.

Also first generation publishing formats on the web were too poor to immediately prove the revolutionary
media internet was eventually due to become .

Echoing the early days of local circuit TV production, where many of today’s big broadcasters emerged, also
the web publishing revolution is now starting grass rooted; whilst the net still lacks larger publishers
investments due to first generation poor returns home grown production is inventing itself as a new
playground for digital born producers and-authors.

Blogs, Ipod Casting and digital photos file sharing today are starting to demonstrate that users are ready for
new ways and formats for publishing and communication.

Once again the Mac Luhan warning that the Medium is the Message is more relevant than ever.

2. PUBLISHING FOR PERSONAL LEARNING AND DEVELOPMENT
COMMUNITIES : TOWARDS NARROWCASTING
The development of learning technologies over the last 30 years has been impressive, but only some

technologies have better helped to achieve quantum leaps in the possible implementation of new educational
strategies and models.



Figure 1 shows that new learning technologies are about to benefit of the higher levels of user interactivity
and cross community collaboration empowered by new mobile and broadband technologies, favouring a
heavy migration from cognitive to constructive models for online learning,
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Figures 1: Towards Personal Learning Communities

Blogs, Virtual Communities and Mobile devices are starting to demonstrate their effectiveness for online
education, giving evidence that where students interact amongst themselves, they construct cumulative
knowledge far beyond self learning alone.

Interacting amongst students and employees adds a multiplication factor to the cognitive model each one
develops when interacting with learning information and contents alone.

The learning implication of grouping would therefore alone be enough to justify the expected tenfold
increase of internet usage in the educational scenarios of the coming years.

In addition the current trend towards online education is enforced by increasing social and organisational
forces towards more rapid learning cycles with more flexible regulatory set ups where managing personal
development is becoming a life long task for employees and workers.

On such evidence central and local Governments, wanting to gain a leading position in the emerging Global
Knowledge Society competition, are riding the tiger of life long learning and online learning.

As a result, today, the economical forces represented by telecom and media industry, are starting again to
rally the holy land of digital content for education.

To do this by preserving the short term returns demanded by today’s economy, they are focussing on new
business models to foster adoption far beyond the first internet bubble, of emerging new media and channels,
such as mobile, interactive TV and broadband internet.

By doing this they realise that getting location based, context aware and “always on” access is becoming a
must for people on the move on a continuously evolving labour and professional market; and the nomadic
learner is no exception.
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Figures 2: Towards Narrowcasting (Publishing for clustered, ubiquitous and nomadic communities)

Narrowcasting, i.e. delivering filtered information to profiled and clustered communities of interests, is
emerging as a new marketplace as opposed to the unfiltered and uncontrolled (by users) content delivery
paradigm at the basis of mass media.

As figure 2 depicts, Narrowcasting is addressing the communicational gap left by “traditional” media and
more than 50 years of Broadcasting, where content quality was only sustainable by addressing Mass Markets
audiences leaving personal communication and development undeployable.

Today, publishing information to communities of interests and within discussion led communities, something
quite usual in pre-mass media teaching and communication, becomes again possible.

The Socratic way to teaching re-emerges after years of mass media communication within Blogs, virtual
communities and mobile networks.

3. NEW FORMATS FOR LOCATION BASED AND CONTEXT AWARE
CONTENTS: TOWARDS AMBIENT PUBLISHING

Given the scenario depicted in the previous paragraph it is not difficult to forecast that in the next years,
users, including students and employees, will want to get increasing nomadic and ubiquitous access to their
online communities of interest making narrowcasting one of the main Eldorados in the future Digital
Economy becoming a converging interest of Publishing, Media and Telecom players.

As figure 3 depicts, currently widespread eLearning formats such as WBT Tutorials are far too limited to
compete with the high value of traditional class or labs based formats.

Delivering Ambient Content Formats to students visiting Museums, Cultural Sites and working scenarios,
taking into account their background portfolio expressed in their digital ego, will make eLearning far more
attractive and interesting than today, enabling it to finally compete with academy led teaching formats.
Conceiving new content formats by publishers is therefore again a matter of urgency to make this media
revolution meaningful and satisfactory also for learners and knowledge workers.
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Ambient Content, i.e. Content designed to favour seamless access to users whilst adapting to their skills and
competencies, in the location they are, the digital device they have and the context they are in, will become
the main format for publishers willing to position their services in the Knowledge Society.

Ambient content will be the likely engine of the Knowledge Society as electricity was the booster of the
Industrial revolution.

Towards New Ambient Content Formats:
Blog Learning, Location Based and Context Aware Publishing
GIUNTI
o AMBIENT CONTENT rene 305
User Satisfaction Blogs, Virtual C ocation Based
................ Context Avare Contents)
Meaningful o
Learning Clarification of Relationships Well Desigﬁ‘ed!}udlo Visual Scientific Research
Between Concepls Irsm:cﬁo‘ns\ "';,6‘\@% New Music or Architecture
.
K &\
Ko
— @ \
&
e, ot
Lectures or Most Text Books . School Laboratory Mst Reasearch and
Representations ST Work Inteflectual Production
WBT ' 3
TUTORIALS 4
.‘.\‘.. :
N!qﬁblicéﬁgn Applying Formulas to Trial & Error
" Tablesy, Solve Problems Puzzle Solutions
Rote Learning User Autonomy
Prescriptive Leaming Guided Learning Autonomous Leaming
Modified Slide from “Learning how to learn”,
Joseph D. Novak, D. Bob Gowin
2005 © Giunti Interactive Labs — No reproduction without written permission

Figures 3: Towards Ambient Content (Blog Learning, Location Based and Context Aware formats)

4. NARROWCASTING & AMBIENT PUBLISHING: ARE EUROPEAN
PUBLISHERS READY?

Although Europe has always been at the very front of new publishing and media technologies Research and
Development programs, in general its Publishing and Media Industry has never been rapid to uptake
innovation at start. ) '

An unverified anecdote tells that when Gutenberg first disclosed his revolutionary invention to the then
European scientific community, he was echoed as the inventor of a useless solution presumably not capable
to go beyond the limited scope of printing Bibles.

And we all know how that story ended....

Today Europe’s RD is again at the front row of the Narrowcasting and Ambient Content Publishing
revolution.

Projects such as Mobilearn, Natacha, leye and Sculpteur (Project data in figure 4) have managed to set up
interdisciplinary consortia joining telecom operators, broadcasters, content owners, publishers and
educational & cultural site managers (e.g. Museums, Art exhibits, Archaeological sites, exhibits) starting to
demonstrate self sustainability and effectiveness of ~blended models based on the seamless streaming of
context based information to home, work, classroom and outdoor users, keeping track of their needs, habits,
skills and “digital story” whilst in their nomadic routing.
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But is the European Publishing and Media Industry ready to uptake such achievements or does the rapid pace
i at which this Mobile Revolution is likely to take place, risks, once again, to find the European content
‘ industry unprepared and unfocussed?

The MOBIlearn Project

Next-generation paradigms and interfaces for
technology supported learning in a mobile
environment exploring the potential

of ambient intelligence

2005 © Giunti Interactive Labs — No reproduction without written permission

NATACHA

The Natacha Project

Network Archit and Technologies for Airborne
Communication Of internet High Bandwidth Applications

2005 © Giunti Interactive Labs — No reproduction without written permission
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The iEye Project

Wireless,Wearable & Location Based
Access to Gaze & Voice Controlled
Mobile Learning Platform

for Industrial Training

2005 © Giunti interactive Labs — No reproduction without written permission

Figures 4: Narrowcasting and Ambient Publishing Scenarios from EU RD Projects

To avoid an educational eContent invasion, Europe has to rapidly conceive new publishing and distribution
models for its contents being economically viable, technologically advanced and pedagogically sounded.

To compete in the emerging international marketplace for eLearning content, higher degrees of content
interoperability, localization and personalization must be achieved in Europe, preserving cultural differences
yet underpinning alignment of diverse educational systems by means of technology and credits
interoperability standards.

Learning Resources must be designed for future proof reusability and internetworking based upon new
generation technologies such as XML and Web Services, adopting application profiles and fostering design
by Content Objects to support flexible repackaging and reversioning for different learning paths, contexts,
profiles and devices.

Good practices in eLearning infrastructures and technologies together with needed pedagogical models,
content formats and human resources skills and competencies must be rapidly promoted.

Publishing and educational innovation must be coupled with new content management technologies,
dedicated to learning and mobile deployments, to help publishers better interchange and 1nteroperate contents
across national borders and different educational systems in Europe.

S. CONCLUSION

Today the transformation of educational system with new opportunities to teach and learn both within and
outside the normal classroom setting is a global challenge.

Those who manage to master the media technicalities before others usually rule the message markets (i.e.
content) for years to come, as today’s Hollywood film industry monopoly well represents.

Europe’s Publishing and Media Industry must be called upon a steady reaction if we want the Lisbon target
(e.g. having Europe as the leading Knowledge Economy by 2010) to be an achievable goal.
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As an answer the European Publishing and Media Industry should leverage what is unique to it: the blending
of innovation with its cultural heritage, a unique multilingual and multiethnic background with a still largely
unexploited basis of high value content repositories.

Underestimating the needed urgency for promoting new skills and competencies to make this happen, would
be a great threat to Europe’s role in the digital Content Industry.

A risk no Economy can afford to take in today’s high paced trend towards the Knowledge Society.
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Abstract

The present paper discusses development of methods and instruments, allowing wide range of learners to access and to
Jollow courses by web-based tools and DVB tools at training institution and/or on workplace (typically with Internet
protocol based information infrastructure), or at home (with much bigger presence of TV sets than of computer
equipment), combined with the practically ubiquitous connectivity of the mobile devices. A project for an e-learning
platform for creating new forms of learning content, suitable for integrated delivery through web-based, DVB and mobile
technologies is sketched as a result of the discussion.

Keywords

eLearning, ubiquitous learning, tLearning, learning objects,. digital archives, multi-channel delivery

1. INTRODUCTION

The emerging knowledge economy requires continual enrichment and expansion of the scope of knowledge
and competences of European citizens and organizations. In the dynamic environment of the contemporary
society these requirements can be met by enforcing ubiquity of access and delivery of knowledge by means
of the modern achievements of Information and Communication Technologies — at any place, any time, for
all. The huge amounts of digital information resources produced by the Information society activities may be
rich sources of learning content. This potential has to be fully exploited and applied, but there are two main
obstacles for this: a/ the content often is not structured according the learning needs; b/ there are not easy and
effective ways to find and access the really needed materials outside the curricula of the formal education
institutions. A promising direction in the current R&D eLearning activities addresses the openness for
ubiquitous learning of the large-scale repositories of digitised text, graphics, audio, video objects and the
process of their transformation into learning content, adequately enhancing and facilitating the knowledge
building. This direction considers innovative development of the main components of the learning processes
— resources, services, communication spaces.

The present paper discusses development of methods and instruments, allowing wide range of learners to
access and to follow courses by web-based tools and Digital Video Broadcasting /DVB/ tools at training
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institution and/or on workplace (typically with Internet protocol based information infrastructure), or at home
(with much bigger presence of TV sets than of computer equipment), combined with the practically
ubiquitous connectivity of the mobile devices. A project for an e-learning platform for creating new forms of
learning content, suitable for integrated delivery through web-based, DVB and mobile technologies is
sketched as a result of the discussion. Besides its direct purpose the platform may serve as a test-bed for
further experimentation of new methodologies for creation of learning content in order to enhance the
learning potential of DVB, exploiting also appropriate levels of interactivity.

2. SOME STATE-OF-THE-ART CONSIDERATIONS

The following paragraphs present short descriptions of the state-of-the-art in the main areas of the paper:

I/ Accessing and reusing audiovisual material requires to go beyond the traditional textual description and to
interact with the non-symbolic information conveyed through images and sounds. An increasing number of
research activities in the area of metadata modelling have emerged the last few years. They aim to provide
professional communities with standardized metadata dictionaries and schemas fitting particular activities
and uses, to model metadata for specific applications, to provide standard conceptual frameworks describing
digital heterogeneous media resources. Modelling metadata describing audiovisual (AV) documents is one of
these activities. The more authoritative reference initiatives for the description of AV documents are
represented by the specifications of the Moving Picture Experts Group (MPEG) [1], a working group of the

International Organization for Standardization (ISO) [2] and the International Electro-technical Committee

(IEC) [3] — the group that designed MPEG-1 (which includes MP3 digital audio) and MPEG-2 (the standard

for the digital television, both DVB and DVD). These specifications are listed below:

* MPEG-4 [4], which provides the standardized technological elements enabling the integration of the
production, distribution and content access paradigms of the Digital television, Interactive graphics
applications and Interactive multimedia.

* MPEG-7 [5] - formally referred as “Multimedia Content Description Interface” — aims at defining a
standard interface for describing multimedia content structure and features, in order to allow for efficient
search and filtering. In MPEG-7, multimedia data are described with respect to their features (i.e.,
distinctive data characteristics) using a set of descriptors, structured into description schemes, which are
specified by an XML Schema-based Description Definition Language (DDL).

* MPEG-21 [6] — formally referred as “Multimedia framework” — defines a framework for supporting the
content delivery chain, addressing also interoperability issues. MPEG-21 represents only a subset of the
semantic characteristics of an audiovisual resource — namely, its structure.

The TV-Anytime forum [7] has produced a series of XML-based standards for ubiquitous personalized
Digital TV services. These services are, in a large extent, similar (and often the same) with Audiovisual
Digital Library services (e.g. personalization, content-based access and retrieval etc.).

The most important synthetic multimedia objects are the 3D objects. The X3D format [12], under
development by the Web3D consortium, is now the dominant standard in the 3D visualization.

The Synchronized Multimedia Integration Language (SMIL) [8] aims to allow the description of interactive
multimedia presentations. The SGML (Standard Generalized Mark-up Language) [11] community proposed
a language with similar functionality, the HyTime [9], several years ago, but it failed to work the Web
connection to its advantage. SMIL is less robust than HyTime, but it has representatives from several
- companies (including Microsoft and Netscape) as authors, and as such it is much more likely to be
implemented in products that millions of people use. HyTlme for all its strengths, was proven to be so
abstract that most developers have ignored it.

I/ The IDC whitepaper "Learning Content Management Systems: Comparative Analysis of Emerging
Technologies," identifies the components of an LCMS as an authoring application, a data repository, a
delivery interface, and administration tools. The authoring tools provide templates and storyboarding
capabilities, and may be used to convert existing content. The data repository uses metadata to store and
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manage individual learning objects. The delivery interface dynamically serves content that can be modified
to reflect a certain look or feel, such as organizational branding. The administrative applications manage
learner profiles, course catalogues, and so forth. Some LCMSs offer collaboration tools, including chat,
integrated email, and threaded discussion groups. A set of open LCMS are available which support SCORM
or IMS content packaging specification.

IIl/ Television is already a powerful learning tool, with the public broadcasting organisations of most
countries having an educational remit. There are two main approaches to take: add interactivity to the
scheduled broadcast stream (enhanced TV); provide specialist interactive educational services for TV to be
accessed or downloaded on demand.

The most visible of current zLearning initiatives have taken the enhanced television approach, i.e. providing a
context to broadcast video. Those viewers without access to interactivity simply receive the broadcast’
programme as usual, whereas interactive viewers can use a "call to action" to view extra educational
information, games, production information and so on. This information may be co-terminous with the
broadcast stream, or may be available for a set period to allow viewers to explore material in their own time.
This model has been extended to include non-linear narratives, voting and message boards, using the return
channel via telephone lines or cable.

The other major model uses the television set as delivery platform for personalised video on demand. These
services are already popular for e.g. films and football matches. Business models are being developed for
similar "learning on demand" services, which might well be popular for non-curriculum based learning of
e.g. do it yourself skills, fitness programmes, language learning and so on, possibly leading to a taste for
more formal learning. Home storage, using personal digital video recorders expands the possibilities for this
type of service. Capturing and archiving interactive material alongside broadcast video remains a technical
challenge but is one that is being addressed [13].
Other functionality that could be used for providing educational services includes:

e TV Internet - viewing web pages via television screen;

e "Walled gardens" - stand alone interactive areas independent of broadcast stream, created by

platform providers;

e Email - using conventional or infrared keyboard,

e Communication tools - chat and message boards;

e Navigation tools - electronic programme guides.

Some of these facilities are already pressed into service for learning. For instance, several walled gardens
now include learning zones, e.g. the cable company NTL provides a learning portal for small children and
another for children revising for national examinations. Cross platform interactivity involving the television
is now commonplace, with viewers invited to communicate with broadcasters and intermediaries via
telephone and increasing, text messaging.

In terms of the potential of interactive television /iTV/ for providing learning opportunities, it is useful to
distinguish between three types of learning: curriculum based, curiosity based and problem based [14]. It is
generally agreed that iTV does not immediately lend itself to curriculum based learning: it affords less
engagement than other ways of learning and involves competition for use of the TV.

For curiosity-led learning however, there appear to be real opportunities, ranging from trivia quizzes for the
family, through collaborative educational games, to learning journeys from TV programmes [15].
Commercial models for use of interactive TV provide suggestions on how to engage viewers in such learning
opportunities through iTV. For instance, viewers might click through from a sports programme to sports
science, from a holiday programme to a language learning material or from a soap opera to a basic skills or
training site. Mobile phones can now be used as interaction devices for digital television, making this type of
TV-to-mobile content transfer quite feasible. Some current iTV authoring systems give developers the
ability to attach information to graphical elements on the screen, e.g. an individual person or a part of the
setting, thus making them individually available as interactive objects.
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Problem-led learning also provides a good fit for interactive television. Just as computer users use the
Internet as a first port of call for information when faced with a practical problem, for instance in financial
services, home health, cooking, hobbies, so television viewers could access this same information via the
television. The social nature of viewing could also be leveraged here.

3. ABOUT THE REQUIRED FUNCTIONALITY OF E-LEARNING PLATFORM
FOR MULTICHANNEL DELIVERY OF RICH E-LEARNING CONTENT

The modern viewpoint on the practice of the technology enhanced learning /TEL/ reveals that in order to
target new quality of TEL much more attention has to be paid on the learning process as a process of
knowledge construction [16], [17]. Knowledge must be constructed — not by the teacher (or courseware
author) for the learner, but by the learner himself with the teacher’s assistance. When we have to consider not
only the learning of certain facts or simple procedures, but rather pieces of knowledge of a higher order, with
either a complex procedural or conceptual dimension, a TEL environment becomes a component of a
learning situation of which the teacher or the trainer has to be the architect; its relevance and efficiency
depends on the characteristics of this situation. Technology has to provide information and create situations,
enabling activities for constructing knowledge.

From this viewpoint the design and development of an e-learning platform for multi-channel delivery of rich
e-learning content have to aim two main objectives:
A.) To exploit the integration of the IP-based, DVB and mobile delivery of learning materials

This objective is oriented to enhance the ubiquity of the learner’s access to structured educational content by
investigating the synergy of the integrated use of these delivery channels, permitting:

- functionality enhancement by combination of broad-band communication channel, ensuring fast
access and better quality for video and audio presentations of DVB with much higher interactivity
and currently much more developed e-Learning instruments on Internet, and with the ubiquity of
the mobile devices;

- enlargement of the physical learning space by allowing various combinations to follow courses by
web-based tools, DVB tools and mobile devices at training institution, on workplace, at home, on
the move etc;

- to lessen substantially the time limitations on the learning process, approaching the goal for
AnyTime learning;

- and, as a result, to lower the barriers between the formal and informal learning, making possible
“blending” and enhancing various e-Learning forms.

The educational and organisational models to be developed for integration of web-based, DVB-based and
mobile devices delivery of learning materials should focus not on the channel alternativeness, but on their
integration and mutual complementarity.

B.) To enable the use of existing digital archives as sources of adaptable learning resources

This objective aims to make accessible mainly the large collections of digital audio and video objects in the
available (and constantly enlarging) archives for learning purposes, re-structuring their components as
learning content. It requires development and experimenting with effective methods and tools for pre-
processing of digital text, audio and video objects (segmentation, indexing, annotation, semantic description
etc.) in order to be easily applicable as components of complex learning materials.

In order to achieve these objectives the investigation and development activities have to be structured to
target at the following results: '

1/ Development of learning scenarios for use of the platform in different learning contexts, modelling

learning process and learning materials for ubiquitous learning by considering different ways and phases of
cross-media authoring, access, delivery, study and assessments through different modes and levels of
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integrated web-based, DVB and mobile technologies. These models will serve as a base for creating the
eLearning platform architecture, integrating IP-based, DVB and mobile delivery of learning materials.

2/ Development of authoring studio for generation of learning resources from existing digital archives. The
authoring studio will include an working environment with tools for pre-processing of digital audio and video
objects from existing archives. The pre-processing tasks may include format transformation, segmentation,
indexing, annotation, semantic description etc. The authoring studio will permit building-up of reusable and
compound learning objects. The versatile pre-processing of the available audio and video materials will allow
the users - authors of learning materials, lecturers and/or advanced learners - to achieve a good
personalisation level of the produced courseware, considering the learning context - learners aims, stimuli
and interests, educational and cultural background, learning place/s, learning styles, course organisation,
course duration etc. The creation of the courseware will be based on sound educational model of the learning
process, considering the specifics of combined (web-based, DVB-based, mobile) delivery mode. The web-
based versions of courseware, produced by means of the authoring studio, will be formed according to
international learning standards (e.g. SCORM) in order to be applicable for different Learning Management
Systems /LMS/.

3/ Development and implementation of knowledge-on-demand ubiquitous learning platform.

The platform will integrate the platform learning resources and communication spaces through knowledge-
on-demand learning services. It will include some level of coordination of the tasks in the learning process,
when portions of learning material are delivered and followed by the learner through different channels
(Internet, DVB, mobiles), e.g. by using mobile connectivity channel for DVB feedback and for immediate
connectivity. The implementation will contain tools for realisation and coordination of the platform
communication spaces and communication services: a/ for digital television communication channel; b/ for
mobile devices communication channel (e.g DVB-H). The knowledge-on-demand learning services will
include semantic-led access to the virtual repository, its multilingual support and flexibility in order to
produce personalised re-usable learning materials.

4/ Extended experimentation of the appropriateness and usability of the platform implementation by
authors/lecturers and learners in multiple national contexts. The feedback will enhance the functionality of
the developed instruments for semantic-led access, flexible creation of e-learning materials from existing
digital archives and their versatile delivery through different communication channels.

4. LEARNING SCENARIOS AND INFORMATION LAYERS

The design of the eLearning platform under consideration naturally has to begin with development of
context-driven learning scenarios, modelling learning processes with levels of ubiquity and learning objects
for multi-channel cross-media delivery. This task involves the specification of requirements for the learning
platform from the learner perspective. The following steps are envisaged:

e Identifying a core set of scenarios to which the system development will be directed. It is expected
that these will involve examples of home, classroom, work and on-the-move learning.

e Analysing the learning processes involved in the scenarios in order to build a flexible general
model of ubiquitous learning on demand that can inform system design.

e On the basis of the learning model and from general human computer interaction guidelines,
deriving design patterns for the user interaction process, i.e. how, at which points and for what
purposes will a learner interact with the system and what will be their own model of its
functionality?

e  From the learner model and from general information design knowledge, deriving design patterns
for information display, i.e. how best should material in multiple modes be combined for display to
best effect across several platforms? This stage will involve the creation of design templates for PC,
iTV, PDA and mobile phone screens.

In order to support the learning processes with rich content the eLearning platform distinguishes between
three classes of objects. Starting from the data-layer, there are digital objects that represent audiovisual
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objects in the digital archives. These objects are segmented (i.e. partitioned into logical units), annotated and
semantically indexed so that metadata are attached to them that describe their content including semantic
descriptions based on appropriate domain ontologies. These metadata should follow a standard description
language (like MPEG7) and are stored in an appropriate metadata repository that provides management
services including efficient retrieval based on Boolean and similarity queries so that it is possible to search
for content satisfying various search parameters. An important feature that should be efficiently supported in
order to ensure multilingual support and use of multiple semantic descriptions for the same digital objects
capturing different semantic contexts is to provide complementary metadata descriptions as well as mappings
between these descriptions (MPEG7 supports this kind of functionality). Moreover there is a need for a
mechanism of ontology mappings in order to be able to use different domain ontologies during the semantic
indexing process that then will be integrated in the same framework.

One layer above, the platform is able to manage learning objects that are based on digital objects enriched
with educational metadata given in a suitable standard description language (e.g. SCORM). The digital object
metadata description language and the learning object description language should be efficiently used and
appropriate mappings should be defined in order to provide automatic translations, whenever possible, in
order to facilitate the process of building learning objects out of the objects that reside in the digital
repository after a session of successive searches in order to find the digital objects that should be packaged
together (i.e. grouped and appropriately annotated with learning metadata) as learning objects. Moreover, this
layer is also able to manage editorial information such as comments, assessments, property rights
information and other necessary material. Multilinguality is also an issue for this class of objects as it is for
digital objects. All learning objects will reside in a special repository that will provide the necessary services
for the management of these objects and their efficient retrieval based on combined Boolean and similarity
matching requests that may also use contextual information. The SCORM standard could be used for the
design and implementation of this repository.

The topmost layer of the platform deals with tools to manage courseware objects, which are graphs of
learning activities associated with learning objects. A learning activity is composed of extracted learning
objects, state variables, preconditions, and post-conditions that determine when an object may be entered for
presentation and what changes occur in the exit from their presentation. The state variables can be used to
determine navigation control (automatic flow or allowed options at each point in time). Their value changes
with user interaction. At the various states of presentation the learning objects are presented on different state -
dependent presentation forms. Courseware objects are stored in the learning objects repository and are
searchable in the same manner as simple learning objects.

5. CONCEPTUAL SCHEME OF THE PLATFORM ARCHITECTURE

The platform architecture integrates the learning resources in the platform and its communication spaces in
order to provide services for ubiquitous e-learning according the learning scenarios. It is based on
conceptual framework for coordination of web-, DVB and mobile communication spaces. This framework
will support service provision for ubiquitous learning through IP-, DVB- and mobile technologies by
exploiting the potential of their complementarity and integration. The framework will provide distribution
channel between the repository of leaning materials and the end user. Beside facilitating the learning material
delivery, it will receive and handle pieces of information returning from the users’ side. The backward
communication channel will be typically used for passing tracking information about the activities of the
learner, back to the repositories.

In order to provide seamlessly delivery services for IP-based, DVB and mobile channels the conceptual
framework will realize or leverage gateway services between the particular networks and the learning

material repository.

The framework will feature the following characteristics:
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e Depending on the specifics of the particular learning objects, automatically presents an optimal
delivery plan for the end-user (e. g. it may advise to use the DVB channel for video objects, while
for some textual type of learning object, the web-based interface could be the optimal distribution
platform).

e Provides the end-user with the ability to manually determine which communication channel to use
for content delivery. )

e Maintains the parallelism between the different delivery platforms to facilitate a session-like
learning experience allowing the end-user to feel that the

The development of the conceptual framework will be based on the learning scenarios and learning process
model.

Conceptual scheme of the eLearning platform architecture, presenting the connections and information flows
between the main actors and subsystems, is shown on Fig 1. The scheme reflects the interactions between the
following groups of actors in the learning process:
e  End-users: Authors of Learning Materials, Lecturers and/or Advanced Learners, (TEL Researchers,
Educational Experts)
e-Learning providers: Educational Institutions, Training Companies
Technology Providers: Software and Multimedia Developers, Equipment Manufacturers, Providers
of DVB and Mobile Communications
e Digital Content Providers: Digital Archive Owners and Providers

The development of an eLearning platform providing some level of ubiquitous learning with generation of
multimedia learning materials from digital archives is a really complex task, and it may be successful only in
case of integration of different teams with real competence and practical experience from sectors as: digital
archives content providers and processors, eLearning technology providers, providers of communication
solutions and services, learning providers, pedagogical partners.
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Abstract

The arrival of digital television (digital TV) has the potential to expand the power of the TV medium by providing viewers
with new services not only for information delivery and entertainment, but also for modern learning at home and on the
workplace. The extension of digital television with different forms of interactivity leads to so-called interactive digital TV
(iTV). Interactive TV-based learning or t-learning is a new e-learning approach which assures interactive access to
video-rich learning materials through iTV. This paper explores the current development state of the interactive TV-based
learning. It describes some principles for realization of e-learning process by means of iTV technology as well as the
realization of this process. There are several case studies included, which adhere to the realization without meaning to.
Special attention has been drawn on the individualized language learning through interactive digital television. Finally,
the paper includes a strategy for language learning, which is based upon the communication spaces’ convergence of
interactive digital television and the mobile communication technology.

Keywords

Interactive Digital Television (iTV), Interactive TV-based learning (t-learning), Principles of t-learning, Realization of t-
learning process.

1. BACKGROUND

With the advent of digital networks, the world of TV as we know it -- mass-media broadcast -- is undergoing
tremendous changes. The increase of the number of available channels, the convergence of TV and Internet
and the proliferation of new interactive services transform the TV box function from a program watching
device to a portal towards all kinds of content and services.

The next/current TV era revolves around the set-top-boxes integrating viewing, listening and recording
functionalities, connections to several sources (Internet, cable, and satellite), games, as well as
communications features. In order to cope with the complexity of such an environment and efficiently choose
among the huge amount of available alternatives, the users are in need of an advanced user interface and
services to provide them with an intelligent assistance.

Television plays a major role in society. It has an impact on nearly everyone — informing, entertaining and
educating. However, most aspects of learning through a TV tend to be informal, or what is sometimes
described as ‘edutainment’ (a mix of education and entertainment). With the exception of a few schools’ and
Open University-focused educational programmes there is very little specifically structured and engaged
learning. [3][4]

Until recently, television was generally a passive medium, but digital TV is starting to enable new forms of
interactivity with viewers. New technologies are starting to offer opportunities, within some learning
contexts, for appropriate and sustainable enhanced learning opportunities in the home — moving from
edutainment to more engaged learning. Digital TV also has the advantage of being easy to use and, unlike the
Internet; it does not tie up the phone line for hours.

However, the early developments of interactive digital TV failed to live up to expectations in creating new
learning opportunities. The UK leads the world in the uptake of digital TV but has also experienced the
problems associated with being a ‘first mover’ — mistakes over certain aspects of the business that have not
been sustainable; incompatible systems, fragmentation of services, etc. [5]

This has made it difficult for those in education and training areas to identify the best way forward. However,
now is a good time to reconsider interactive TV for learning. Strategies, schemes and scenarios have been
developed for implementation of personalised, adaptive learning experience for individuals and groups of
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learners; case studies have been introduced and that have resulted in a higher interest in the potential of
television for education. Different standards have been developed and we expect that they would serve as a
regulatory framework for current and near-future iTV applications. There are also some proposed models for
interactive TV-based learning, which are consistent with the modern e-learning strategies. Furthermore,
different strategies have been explored for integration of iTV with other communication spaces like Internet
and mobile communication technology for delivering different services including learning solutions. [1]

2. PRINCIPLES FOR REALIZATION OF AN E-LEARNING PROCESS BY
MEANS OF ITV TECHNOLOGY

Interactive digital TV should serve all aspects of lifelong learning, meeting the educational needs of young
and old people through pre-school programming, supplementary classroom materials, distance learning,
vocational training, and other educational possibilities. A
Defining common e-learning principles and observing them according to the current interactive TV-based
learning strategies and decisions determine structural frameworks of that contemporary approach and make it
more advanced and applicable in the real world.
The following main principles can be summarized:

- Flexibility and efficiency of use

- Accessibility

- Interactivity /“Turning passive viewers into active learners”/

- Principles for development and presentation of the learning content

- Learner control and access

- Facilities for learner communication ,

- Adaptation and adherence to the standards

- Help and documentation

Flexibility and efficiency of use

Flexibility of the interactive TV-based learning is based on service flexibility of digital interactive television
and datacasting. Educational production can be offered in different program types: for example, only a
picture, a picture with a prompt that provides the viewer with additional information, a picture with overlaid
information, information with an inserted picture (still image or video), and lastly, information only. Once
the relevant data is inserted into the transmission stream of the service provider (TV broadcaster, datacaster),
it is subsequently extracted by a set-top-box (STB) or tuner/decoder within a personal computer and
displayed on either a television screen or PC monitor.

That variety of visualization allows educational content to be conforming to different levels of learners
(learners with basic knowledge, average learners, advanced learners, etc.) and their learning styles,
preferences, background, aims, etc.

Accessibility
This principle can be considered in several aspects. On the one hand, there are a number of factors that are
important for accessibility and ability for using iTV for e-learning strategy:
- Most people have access to a television in their homes. Some people even have TV access at
their offices.
- The TV set is an easy-to-use device.
- People tend to trust the content that is on the TV.
- Television has the potential of reaching more people and offering more learning opportunities
than traditional learning institutions can do.
On the other hand, interactive television could be of particular use to the physically disabled people (94% of
visually impaired people watch television regularly), as it would allow them to access services from home.
However, usability and accessibility currently cause serious problems for many potential viewers. Difficulties
include the use of the remote control handset by people with impaired motor control, perception of text and
icons on screen by visually impaired or dyslexic people and the limitations of subtitles designed to include
people with hearing difficulties.
Interactivity /“Turning passive viewers into active learners”/
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Interactivity in e-learning is considered "a necessary and fundamental mechanism for knowledge acquisition
and the development of both cognitive and physical skills" and that interaction is intrinsic to-successful,
effective instructional practice as well as individual discovery. It is also argued that “making automated
learning environments highly interactive is a multi-disciplinary art ...however, the level of interactivity as
measured on anyone's scale does not approach the level of interactivity in a human tutoring situation”. [10]
Therefore, the challenge is to make best use of the iTV technology, not to replicate human behaviour and
communication, but to enhance human-TV (or computer) communications through a better understanding of
the use and implementation of interactive events.

The system also should speak the users' language, with words, phrases and concepts familiar to the user,
rather than system-oriented terms. It has to follow real-world conventions, making information appear in a
natural and logical order.

Principles for development and presentation of the learning content
There is a wide belief in the Interactive TV industry that “content is the king” and that filling the bandwidth
with “rich media” content is the way to produce a good service. The fact that the content is necessary is
obvious and there are a number of principles that should be the focus of attention:

- Principles for including media elements

- Principles for including proven practice examples

- Principles for creating online practice exercises

- Delivery of learning content in bit-size units

- Principles for building problem solving skills and curiosity-led learning

- Quality and diversity of learning content

- Search and provide information about sources of t-learning

- Learning content on demand

Principles for including media elements
- Multimedia: use words and graphics rather than words alone.
- Contiguity: place corresponding words and graphics near each other.
- Modality: present words as audio narration rather than onscreen text.
- Redundancy: present words in both text and audio narration can hurt learning.
- Coherence: adding interesting material can hurt learning. (Avoid extraneous material and
verbosity.)
- Personalization: use conversational style and virtual coaches.

Principles for including proven practice examples
- Replace some practice problems with worked examples.
- Use job-realistic or varied worked examples.
- Teach learners to self-explain examples.

Principles for creating online practice exercises
- Interactions should mirror the job.
- Critical tasks require more practice.
- Train learners to self-question during receptive t-lessons.

Delivery of learning content in bit-size units

It should be suitable to divide the learning content into very small didactic units relating to particular
definitions, processes, activities, etc., and automatically generate the appropriate teaching materials according
to the present situations of each particular user.

Principles for building problem-solving skills and curiosity-led learning
Principles for building problem-solving skills learning are important for the continuous professional
development. They determine:

- Use job contexts to teach problem solving processes.

- Make learners aware of their problem-solving processes.

- Incorporate job-specific problem-solving processes.
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The fundament of curiosity-led learning is the natural desire of humans to note everything that is interesting.
It is proven that people learn many useful things without meaning to, without the intention to learn, just
because of the inborn willingness to discover new phenomena and events.

Quality and diversity of learning content

Television viewers expect qualitative, compelling, visually rich content — using experts from all over the
world, providing simulations and graphics far superior to those generally available in the traditional learning
environments. Content packaging and the development of personalized TV services is starting to create new
opportunities for bringing “visually rich, on-demand content” to the viewer. Valuable content should be
handled with care and rendered in the highest quality possible. Diversity should be considered in the design
and implementation of educational content. Elements to encourage diversity may address, among other
aspects, gender, culture, nationality, ethnicity, learning capacity, learners with special education needs, and
multi-level and multi-age instruction.

Search and provide information about sources of t-learning :

An overlooked educational use of interactive TV is its potential to provide information about sources of
learning and guidance on how to use them. An educational electronic program guide (educational EPG), to
guide new learners to learning opportunities, is needed. It will be very powerful tool if we use efficiently its
search function that is similar to the Internet search engine.

Learning content on demand
New developments around “personalized TV” could potentially offer new ways of enabling high-quality,
interactive learning modules for engaging learning. At this stage, the services have key importance:

- video- or content-on-demand services from remote servers;

- home storage using personal video recorders (PVRSs).

Both methods have similar functionality to a VCR. They allow users to browse, query linked text and video
databases, author video modules and play back the selected video over the network or using PVRs. These
technologies are likely to greatly enhance the availability of multimedia information to teachers and add
substantial value to the educational process. The benefits include:

- Teaching material can be encoded and stored on media server (or downloaded on local PVR),
allowing simultaneous real-time access to the same piece of information for teaching in various
locations.

- Information can be retrieved instantly from the media server (or local PVR) at any time. No
initial preparation such as moving the huge TV and VCR, pre-loading of the tape and
connecting the audio/visual equipment is required.

- Seminars from other institutions, laboratory demonstration, training sessions and lectures etc.
can be pre-recorded by the speaker or lecturer. These sources can be played back at any time
during a class to supplement the classroom experience and open up the exposure of the students
to a more diversified wealth of information.

- Forums or conferences held abroad could be recorded. Users can review them at a later time,
thus saving travelling time and expenses.

- Video-on-demand (or PVR) allows users to rewind and play back as if they are watching from a
videotape. This helps to better understand the taped material.

- Material used repetitively (e.g. orientation information) can be loaded on the server (or PVR).
This helps to ease manpower limitation in arranging guest speakers.

Such activities deal with materialization of personalized life-long learning on demand for all, everywhere and
anytime. [6] It provides engaging for the learner learning process and individually tailored and addressed
courseware.

Learner control and access

The learner control and access should depend on different factors: for example, level of acquired knowledge
of the learners, their cognitive skills and abilities to work with new technologies, technical and technological
equipment, available services, etc, but their implementation makes the learning process flexible and user-
desired. It should be suitable to use learner control for learners with high prior knowledge or high
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metacognitive skills. It is recommendable to add advisement to facilitate learner work. It would be good to
make important instructional events the default navigation option.

Facilities for learner communication

Implementation of different types of communications is essential. If learners can interact with experts,
teachers, or peers in the form of synchronous or asynchronous communication the learning process will be
more useful and successful. Hence, the experts are more reachable and the knowledge is more available.

Adaptation and adherence to the standards

There are a number of initiatives afoot to standardize iTV technology. The development of common
standards and their adherence is a guarantee for quality, duration, interoperability and accessibility of that
new contemporary technology.

Help and documentation

Intuitive interface and easy navigation are sometimes insufficient for the user to cope with the working
environment of an interactive learning system. This is why there is a need of providing help information,
documentation, interactive help assistants and advising users in their work as mandatory components.
Providing search functionality is an important aspect of the help system.

3. REALIZATION OF INTERACTIVE TV-BASED LEARNING PROCESS

The principles, which were described, should not be considered separately. They are important and relate to
one or more of the main components of the realization of the t-learning process, which are: communication
space, used services, users and learning content.

In short, the interactive TV-based learning process is performed in the following way: the communication
space is the core component, in which services and learning content are situated. Besides, services are
intermediate components, connecting the user and the communication space. The user sends a request for a
specific learning content, in which s/he is interested, the services search for it in the learning content
repository and deliver it to the user in a suitable form. Figure 1 shows how this process could be realized.

Communication space - iTV

) Learning
Learning process content
services (repository)

Users (viewers)

Figure I: Realization of interactive TV-based learning
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Considering the principles, described above, it is most appropriate to associate the following principles with
the component communication space: Flexibility and efficiency of use, Accessibility, Facilities for learner
communication, Adaptation and adherence to the standards.

Services could be fall into two types: communication space services and learning process services. Let us
focus on the second type. The learning process services are software applications through which one can
create, search and choose the learning content, structure the learning process according to strictly-defined
criteria, evaluate the acquired knowledge and skills of the learners, establish the connection between the
users (learners and instructors), etc. Services are a part of the set-top-box device software and usually the
user uses remote control to manage them. Learning process services should keep up with the following
principles: Interactivity, Accessibility, Adaptation and adherence to the standards, Help and Documentation,
Learner control and access.

Users, in particular learners, are described with their educational background, age characteristics, motivation,
requirement, professional curriculum, etc. They "dictate" the conditions, principles and the characteristics, to
which the services should comply, and thus the communication space also, so that a successful t-learning
process can be performed.

On the other hand, the last component (the learning content), should also be developed considering a target
group, their profile and other features. The learning content should follow the principles, described above,
namely: Principles for development and presentation of the learning content, Adaptation and adherence to the
standards. Besides, the learning process and the learning material for it must conform to a proper
methodology, for example, constructivist methodology, learning-by-doing, on-the-job training, etc. Both the
content and the environment must keep a certain level of personalization.

4. CASE STUDIES

Below there are a number of examples or case studies, available on “pjb Associates” site, that describe the
various ways in which interactive digital TV is currently being used for learning purposes across the world.
[2][9] They “unwittingly” keep up to a higher or lower degree with the realization schema described above
and with the principles for e-learning process through iTV.

Pre-school learning activities

In the UK the BBC’s CBeebies digital channel is aimed at pre-school children and has been designed to
develop pre-school learning skills. Whilst watching the channel, pressing the red button on the remote control
takes the viewer to the interactive area. A number of different activities or stories tend to be available at
different times and relate to the programmes being broadcast. At any one time there are usually three
interactive activities out of about twenty that are available on a rotational basis. They tend to be based on
popular children’s’ programmes like “Bob the Builder” — with an interactive activity aimed at colour
recognition and matching colours or “Bill and Ben” - a “hide and seek* activity based around the recognition
of characters and remembering under which flowerpot they are hidden. Although very simple activities, they
can be very engaging for 3-5 year olds. The stories tend to have various options enabling the child to select a
specific character or an event and the story then branches off using that character or event.

Early years learning materials - on demand

Subscribers of the Video-Networks video-on-demand Broadband TV service branded as HomeChoice in the
London area can access a number of videos in the LearningChoice area. There are some videos on parenting
and for early years children. Video clips could lead to a number of interactive ‘what if” scenarios relating to a
child’s behaviour, for example. This same ‘interactive space’ could be used to inform parents of specific
child-related healthcare issues and provide advice and information for encouraging a parent back into work
through new learning opportunities.

In the UK, NTL’s digital TV cable service has “NTL: Knowledge” as part of its interactive services. This
includes a section from the BBC called BBC Learning with various question and answer activities and
revision notes covering different aspects of the English, Maths and Science as required by the National
Curriculum. The same type of information is also available of the BBC’s web site. But on a TV it could be
used as an individual activity or more likely as a group activity with parents or a group of students revising
together. »
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SOS Teacher

In the Kingston upon Hull area of NE England on Kingston Interactive Television (KIT) broadband TV
service has run a pilot project with BBCi — the BBC interactive service. During the run-up to the examination
period for 16 year olds, BBCi ran an extension of their GCSE Bitesize revision service involving local
teachers. :

When students accessed the service on KIT they were given the option to ask a question to a real teacher via
sending an e-mail through the set-top-box or a computer or telephoning in the question. Usually within thirty
minutes the team of teachers was able to give the answer via TV. The answers were also saved so students
could access them on-demand at a later time.

Education and Training Catalogue

Aston Media, part of the University of Aston in Birmingham, UK is currently using Telewest’s digital cable
interactive services to enable subscribers to access a catalogue of learning courses supplied by colleges and
universities in the West Midlands area. This is an extension of Aston University’s distance-learning
programme that has been operating since the 1980’s, where lectures have been recorded on video-tape and
sent out to students by post.

Individualized language learning

In her publication “The Potential of Interactive Television for Delivering Individualised Language Learning”,
Lyn Pemberton from the University of Brighton describes a very simple model of language skills and maps it
on the interactive TV services that are either currently possible or will be possible soon. This model contains
four parts — reading, listening, writing and speaking. It is clear that some of these categories of language
skills naturally lend themselves to television; while in other cases, it is hard to immediately see how the
technology can be of help without the support of other technologies or facilities. [7]

Written language Spoken Language
comprehension Reading Listening
production Writing Speaking

Figure 2: Parts of Pamberton’s language learning model

o Listening

Listening comprehension is a language skill already supported by conventional television. Sherington (1973),
exploring the potential of conventional television for language teaching, notes that a number of listening
skills can easily be practised via television, including recognising and understanding:

- segmental and suprasegmental features

- vocabulary items, short phrases and longer segments of speech

- syntactic structures

- varieties of speech, such as registers and dialects

- discourse patterns

- pragmatically determined features
Building on current provision of subtitling and captioning is one immediately attractive option for interactive
learning, easily implementable if we assume a marked up version of the programme defining relevant
segments. While watching mainstream programmes, learners could choose to view either an L1 (native
language) or L2 (foreign language) accompanying text to support the speech component, and this text could
be varied in completeness, complexity and so on, according to aspects of the learning situation. Some
learners, particularly those with literacy problems, might benefit from abbreviated L1 spoken commentaries
or explanations, supporting the original speech without obscuring it. This would need to be delivered via
headphones in group viewing settings. Other scenarios for acquiring listening skills are not difficult to
imagine. Specialised learner handsets might allow querying of the programme, allowing users to see/hear in
their language of choice a repetition, explanation or translation of the previous speech. If programmes are
viewed offline rather than live, a “back” function could skip back to a marked up point at which a meaningful
chunk of speech began. Linguistic or cultural teaching points could also be included either on the screen or
on an individualised handset: for instance, an actor’s “Ta” could be accompanied by an audio or textual note
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showing “Thanks,” “ Cheers,” “Thank You” and so on as alternatives. Advanced learners could access
explanatory notes, or better, example scenes where the phrases are used in conversation.

An alternative approach, of course, would be to design programmes specifically for language learners. Here
the pace could be slower, pauses for user input incorporated into the design and the language and other
content tailored for language learners. The interactive functions sketched above could also be used in this
context. However this is a more costly alternative, which does not have the flexibility of the enhanced
mainstream approach, and which also loses the valuable aspect of sharing a mainstream cultural experience,
which some language learners might value. [7]

o Reading

Acquiring skills in recognising and understanding written language is less straightforward. One important
issue is that of writing system. Some speakers of minority languages will be used to a quite different writing
system from the Latin alphabet, while still others will not even be literate in their own first language (with
obvious implications for the design of the interface to these facilities). Sherington suggests that purpose made
programmes might demonstrate the various forms of graphical representation, such as upper and lower case,
punctuation marks, typescript and cursive script. We could imagine an interactive form of this teaching of
reading involving perhaps the matching of keys on a keyboard to the signs on the screen.

Comprehension of more extensive textual elements, perhaps using a multiple choice format, seems a good
option for more advanced learners. As working with text while watching a mainstream programme is likely
to be cognitively very demanding for a learner, these activities might be best tackled in offline mode, using a
personal video recorder or similar technology. [7]

o Writing

Learners might also be supported in language production skills, whether of spoken or written language,
though scope for learning writing skills does seem limited, and does not, perhaps, integrate as naturally with
the technology as the learning of oral skills. For instance, supporting the learning of handwriting as the
process of creating written symbols could be supported simply with a pen-based interface to a handset to
create a symbol to match one shown on screen.

A more sophisticated approach would incorporate an assessment element, using character recognition
technology to assess the learner’s success in creating a recognisable symbol or string. However, if we extend
the notion of interactivity to include sending emails from the television, the scope for writing activities
becomes much wider, and issues such as the possibility of the development of a community of language
learners, of the use of pen pals and the direct involvement of teachers and other facilitators are raised. [7]

o Speaking

Encouraging spoken language via interactive television is also quite feasible. Simple audiotaped language
lessons already ask for spoken learner contributions and there seems no reason to suppose that an individual
TV viewer would find speaking to a TV screen any stranger than responding to a tape (though group viewing
might well be an inhibitor). In future scenarios, on-screen dialogue agents and “karaoke” style programs,
where the learner speaks a character’s part, could be produced. It is in assessing the quality of the learner’s
speech that more complex language processing technologies would be needed, and the pedagogic aspects of
any feedback from this would need to be carefully designed. [7]

5. STRATEGY FOR INTEGRATION OF COMMUNICATION SPACES FOR
DELIVERING INTERACTIVE TV-BASED LANGUAGE LEARNING

The work on the integration of the different communication spaces (TV, Internet, Mobile technologies, etc.),
has been going on for a long time now, aiming to optimize various business processes, education,
advertisement, entertainment, science, etc. In [8] Sanaz Fallahkhair explores the potential of convergent
media, in this case interactive TV and mobile communication phone, for delivering interactive language
learning. He proposes an innovative and workable cross media solution architecture that uses the power of
Digital Video Broadcasting (DVB) stream, Java programming environment and Bluetooth technology.
Furthermore, this paper discuses the advantages that this architecture might have over current methods of
delivering interactive content.
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According to this publication there are two ways to use the mobile phone for interacting with television
programme: as synchronous or an asynchronous interaction. Synchronous interaction happens while
watching a programme. For example: being able to play along with a quiz program, which allows viewer
who are registered to receive questions based on the show and to reply using their mobile handsets in real-
time (e.g. “Who wants to be a millionaire”). Asynchronous interaction happens during a defined time
window prior to or after the television show. Current examples include getting an SMS of the latest news
headlines, receiving weather forecasts, receiving or revising for your exams'. Mobile phones offer a form of
interactivity that is the equivalent of ‘red-button’ without the need for a return path to a broadcast server.
Furthermore, using mobile phone guarantees the existence of the return channel two-way data services
(SMS) and may ultimately provide an additional revenue stream. [8]

For language learning services, we can also imagine both synchronous and asynchronous scenarios. In the
synchronous scenario, the learner would be sitting in front of the iTV set and watching news or something
else. A graphical item (a "call to action") on the TV screen indicates that a language learning service is
available via mobile phone or remote control device (i.e. ‘press red button on your remote control', or ‘press
definite key combination on your mobile phone’). The user decides to use a mobile phone device as a means
of interaction and keys in the required number. The client application running in the set-top-box detects a
mobile interface and also checks the user authorisation. The mobile application should provide an easy to use
graphical user interface enabling the user to interact with the service and request learning content. The
learning content in this example is a vocabulary related to the TV programme, categorised by subjects, e.g.
health, shopping, ordering food and so on. The learner uses the mobile keys to select a chosen category from
the available options. The language learning service processes the request and generates the required
vocabulary back to learner’s mobile phone, where it is displayed on the screen and optionally integrated into
the learner's own "vocabulary bag" or personal dictionary for later use. The scenario using the remote control
device to interact with language learning services will be similar to the mobile phone. The only difference is
that the user can use the remote control device to make their choices and the learning content will be
displayed on the TV screen rather than on the mobile display. In the asynchronous scenario, a learner will be
able to use the mobile phone to request learning content for a defined period around the broadcast slot. [8]
Whole description of Fallahkhair’s architecture and its advantages will be included in the e-training course
“Introduction to Interactive TV-based Learning and Standards” created for Leonardo da Vinci project -
KNOSOS "New Media Knowledge Village for Innovative e-Learning Solutions".

6. CONCLUSION

The included case studies strictly adhere to a part of the previously-described principles of realization of e-
learning process by means of interactive digital TV technology. Regarding the implementation of the process,
the last example - Strategy for language learning through iTV in combination with a mobile communication
technology - shows that the scheme must be extended to allow integration of different communication spaces
in the leaning process.
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Abstract

In the current paper we represent an approach to design, implementation, and deployment of the In-Company
Training (iCT) system in the organization and its integration with the Knowledge Management (KM) system. We
emphasize that in order to be effective the organization has to develop and deploy so called “total systems” — the
systems that encompass every level in the organization and every stage of the business processes within it.
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1. INTRODUCTION

To stay ahead of their competition modern organizations must increase their flexibility, use advanced
technologies, and increase their responsiveness to customers’ needs. As the traditional learning methods are not
flexible enough to cover the increasing gap between required and available knowledge and skills of the
employees, organizations emphasize on web-based solutions to gain additional productivity and efficiency. These
IT solutions become a foundation of the In-Company Training system deployed throughout the organization. An
efficient in-company training system is critical for developing highly skilled employees that are foundation of
organizational success in many areas, including: Business, Academic, Government, Non-profit organizations, etc.
Using In-Company Training system the organization gains the following advantages:
e Building innovative and distributed learning environment; )
e Collecting and saving the existing knowledge resources in more accessible, convenient, and learning
oriented format;
e Quick distribution and efficient reuse of information and knowledge, which is helpful in time-pressed
situations;
e Flexible learning process (opportunities about the different features of the learning process (time, mode,
place, learning content, etc.) ;
The organization is always in touch with the constant changes;
Communication and information renewal;
Obtaining sense of satisfaction through the achievement of personal and company goals.

? This work was partially supported by project INCO-CT-20030003401 “Networking Centres of High Quality
Research on Knowledge Technologies and Applications” and by project IIT-010061 “Technologies of the
Information Society for Knowledge Processing and Management”
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In-Company Training (and on-the-job training that is part of it) is one of the best training methods [7], which is
planned, organized, and conducted at the employee's work site and by which a person receives "hands-on" job
training. It is used by different groups of people within the organization in order to become more productive and
qualified. That is why a sound In-Company Training system in the organization introduces specific benefits for
these groups of people:
e Employers receive specific benefits, including:
- Increased productivity; _

Reduced employee turnover; increased efficiency resulting in financial gains;

- Instructors (supervisors) and managers are able to utilize available resources to train, qualify, and
develop their employees’ skills.

e Employees receive the following advantages:

- Develop proficiency skills unique to their position (especially for skills that are relatively easy to learn
and require locally-owned equipment and facilities);

- The training in the workplace enables trainees to learn an occupational skill and earn a paycheck at the
same time, and offers the chance to improve their skills in an environment with which they are
familiar and feel secure;

- The received dynamic information allows them to make better and timely decisions;

- For self-motivated employees this is a possibility to improve their skills and to raise their
opportunities for a higher position.

o Lower skilled people:

- OJT is a good chance, because they tend to have a negative experience in formal learning situation.

- There is a social and economic reason to raise people’s skills - makes them more employable and
more confident of their lives.

The underlying In-Company Training information system provides tools and utilities based on contemporary
information technologies [1]. They give opportunities to the course authors, tutors, instructors, and trainees
(learners) to be more efficient in authoring, maintenance, presentation and usage of the e-learning content. Some
software systems that can be used to support (can be used in) in-company Training are the following: TATS [16],
TrainingFolks [19], NetSpeed Leadership [21], Customer Training For-Profit Solution suite [20], Testcraft [18],
Ariadne [13], TopClass [22], WebCT [23], TeleTop [17].

2. IMPROVING ORGANIZATION’S PERFORMANCE BY INTRODUCTION OF
COMPANY-WIDE IN-COMPANY TRAINING SYSTEM

An organization's effectiveness depends on the knowledge and skills of the employees who develop and deliver
its services. Organizational and employees performances are inter-dependent. That is why if the organization
hires and retains good employees, it is a good policy to invest in the development of their skills (Fig.1). Thus they
can increase organization’s productivity.
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Figure 1: General Organization—-Employee Development Process (chain).

The foundation of the In-Company Training system in the organization is a specifically crafted e-learning system
[2] that has to implement the following subsystems:

Content objects: The courseware content is usually modularized, split to multiple “learning objects” that
are presented to the trainee according to her/his current performance on the test results. Thus the
learning process is adaptive to trainee skills, abilities, and knowledge.

Groups of interests: Online groups of learners, comprising people with similar interests, skills, needs,
etc.

Online monitoring and advices: Provide feedback to trainees, tutors, instructors, and authors, sharing
ideas, comments, and collaborative activities. '

Multimedia and Hypermedia: Rich content of the presentation and “eye-candy” effects are significant
incentive for the trainees to broaden they knowledge, skills, activities, participation.

Groupware and teamwork: Software for online conferencing in the geographically distributed and
heterogeneous environment.

Looking at the business, organizational and individual needs of all levels of staff in the organization a total
approach to In-Company Training is needed. This approach begins with long-term needs analysis that examines
business imperatives to determine work processes and jobs that are critical for sustaining competitiveness. Also a
plan for developing, implementing, evaluating and monitoring in-company Training system has to be developed
in advance. Organizations have to put in place four main stages [3] depicted on Fig. 2:
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Figure 2: In-Company Training System - development and deployment stages in the organization

In the process of In-Company Training system deployment, the organization has to take into account the
following best business practices:

e  Organizational Training Needs Analysis Stage:

- This stage is conducted organization-wide annually;

- It identifies work processes and jobs critical for business success;

- Needs analysis determines the training required as well as the on-the-job training component needed to
support it;

- It identifies staff that needs In-Company Training;

- Instructors are involved immediate in identifying the training needs of their staff;

- It provides a schedule for training staff in the critical work processes;

- This stage establishes the learning blueprints that need to be developed;

- It identifies staff responsible for developing specific blueprints;

- It determines the financial resources and staff required for implementing an In-Company Training
system;

- Deployment of a controlling (monitoring) system for regularly reviewing the needs analysis to ensure
responsiveness to changing business requirements.
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e In-Company Training Blueprints Development Stage:

- For all the critical work processes and jobs identified by the training needs analysis are developed
learning blueprints;

- Deployment of a system for monitoring and testing development of the training blueprints;

- Training blueprints are organized by main tasks, which are self-contained components of the critical
work processes identified;

- Training blueprints contain task elements for stipulating detailed steps for performing the main tasks;

- By all training blueprints are provided key points for ensuring error-free qualify work;

- By all training blueprints are stipulated task standards specifying the performance required by staff;

- Deployment of a system for continuously reviewing the training blueprints to ensure their relevance.

. In-Company Training System Implementation Stage:

- Deployment of a system for allocating financial resources and staff for implementing the training
system;

- Deployment of a system for finalizing the training schedule;

- In finalizing the training schedule are involved instructors, tutors and trainees;

- Deployment of a system for preparing the workplace for conducting In-Company Training, including
the provision of training equipment and materials;

- Deployment of a system for preparing tutors for the conduct of In-Company Training (tutors are
provided coaching skills for conducting In-Company Training);

- Deployment of a system for preparing trainees for In-Company Training (tutors use five steps
approach for coaching trainees — Demonstration, Guided Instruction, Skills Practice, Independent
Learning and Follow-up); ' ‘

- Information technology is utilized in the conduct of In-Company Training;

- Assessing the performance of trainees to establish the achievement of the task standards set by In-

- Company Training blueprints;

- Deployment of a system for monitoring and reviewing the implementation of the In-Company Training
system.

e In-Company Training System Evaluation Stage:

- Deployment of a system for regularly evaluating the impact of In-Company Training on achieving
business objectives;

- The first stage (Organizational Learning Needs Analysis) has to be evaluated to assess its
responsiveness to changing business requirements;

- The second stage (In-Company Training Blueprints Development) has to be evaluated to assess its
capability for the timely production of relevant learning blueprints;

- The content of the blueprints has to be evaluated to assess its effectiveness in helping staff acquires the
necessary critical skills and knowledge;

- The scheduling of the In-Company Training has to be evaluated to assess the timely provision of
critical skills and knowledge;

- The preparation of the workplace for In-Company Training has to be evaluated to assess the adequacy
of training facilities, equipment and materials;

- The preparation of tutors has to be evaluated to assess the adequacy of their skills for delivering In-
Company Training;

- The preparation of trainees for In-Company Training has to be evaluated to assess their readiness for
training;

- The coaching of trainees has to be evaluated to assess the effectiveness of tutors in facilitating learning
through In-Company Training system,
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- The information obtained by the evaluation stage is used to review and continuously improve In-
Company Training system of the organization.

Assessment of a learning process is critical for determining the effectiveness of the In-Company Training
system. To determine whether workers are equipped with the requisite competencies, organizations have to
evaluate the skills and knowledge of their employees acquired through In-Company Training. Thus In-Company
Training system is an organization-wide learning system involving systematic coaching of workers by instructors
or skilled staff using structured training documents known as In-Company Training blueprints.

Conduct of Identification of Selection of Development of
Departmental [®| Critical Job Areas [~ Blueprints for [~ Blueprints
Analysis Development
Checking of Conduct of In- Review of
Qualify of  |<€ Company < Blueprints
Blueprints Training

Figure 3: In-Company Training Blueprint — Development and Implementation Stages

3. GOING MOBILE

What is mobile eLearning (mLearning)? It's eLearning through mobile computational devices: PDAs, modern
digital cell phone, and any other devices that that have presentation and network support built-in (for example
web enabled TV sets). Such devices are usually called information appliances (IAs).

Recently more and more systems become mobile enabled. It allows them to extend their user base to people that
do not use computers or at least do not use them on a daily basis. In fact modern IAs become more and more like
computers. Their computational power is comparable to the desktop systems produced several years ago. The
only big difference is the screen size (mainly on the cell phones). To support different presentation media the
modern web systems use XML based formats for internal representation of displayed content. At the last step
information is transformed according to capabilities of the client’s rendering device. Another approach is by
using technologies as Java Server Faces [15] or ASP.NET [14] that abstracts the business logic of the system
from the concrete client’s rendering device and allows the systems to support many different presentation media
automatically. Another related standard that get recent vendor support (Opera 8, Mozilla Firefox 1.1, Adobe SVG
viewer) is SVG Standard (Scalable Vector Graphics) [9]. It is a modularized language for describing two-
dimensional vector and mixed vector/raster graphics in XML. SVG allows for three types of graphic objects:
vector graphic shapes (e.g., paths consisting of straight lines and curves), images and text. Graphical objects can
be grouped, styled, transformed and composed into previously rendered objects. The feature set includes nested
transformations, clipping paths, alpha masks, filter effects and template objects. SVG drawings can be interactive
and dynamic. Animations can be defined and triggered either declaratively (i.e., by embedding SVG animation
elements in SVG content) or via scripting [9]. SVG is open standard (similar to Macromedia Flash) and intended
to make the web content interactive and rendering device independent.

We believe that there is no essential distinction between m-learning and e-learning. When we have seamless
wireless networking, the power of a present-day desktop computer in our IA, high resolution full color screens at
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any size we prefer (or integrated into our visual field through special glasses), and flexible input from pen to
keyboard, the distinction between desktop and mobile will disappear. And that day is not far off, so this is a
relatively short-lived distinction.

4. KNOWLEDGE MANAGEMENT (KM)

KM is the process through which organizations generate value from their intellectual and knowledge-based
assets. Most often, generating value from such assets involves sharing them among employees, departments and
even with other companies in an effort to devise best practices. It's important to note that the definition says
nothing about technology; while KM is often facilitated by IT, technology by itself is not KM.

Think of a golf caddie as a simplified example of a knowledge worker. Good caddies do more than carry clubs
and track down wayward balls. When asked, a good caddie will give advice to golfers, such as, "The wind makes
the ninth hole play 15 yards longer." Accurate advice may lead to a bigger tip at the end of the day. On the flip
side, the golfer — having derived a benefit from the caddie's advice — may be more likely to play that course
again. If a good caddie is willing to share what he knows with other caddies, then they all may eventually earn
bigger tips. How would KM work to make this happen? The caddie master may decide to reward caddies for
sharing their tips by offering them credits for pro shop merchandise. Once the best advice is collected, the course
manager would publish the information in notebooks (or make it available on PDAs), and distribute them to all of
the caddies. The end result of a well-designed KM program is that everyone wins. In this case, caddies get bigger
tips and deals on merchandise, golfers play better because they benefit from the collective experience of caddies,
and the course owners win because better scores lead to more repeat business.

Not all information is valuable. Therefore, it's up to individual companies to determine what information qualifies
as intellectual and knowledge-based assets. In general, however, intellectual and knowledge-based assets fall into
one of two categories: explicit or tacit. Included among the former are assets such as patents, trademarks,
business plans, marketing research and customer lists. As a general rule of thumb, explicit knowledge consists of
anything that can be documented, archived and codified, often with the help of IT. Much harder to grasp is the
concept of tacit knowledge, or the know-how contained in people's heads. The challenge inherent with tacit
knowledge is figuring out how to recognize, generate, share and manage it.

5. LEARNING MANAGEMENT SYSTEMS (LMS)

The abilities to learn and manage the learning process are key success factors for organizations. The classical
knowledge management approach to learning in organizations which seeks to facilitate the sharing and
integration of knowledge has achieved limited success, primarily because it has focused on “knowledge as a
resource” rather than “learning as a people process”. A strategic “people-oriented” approach to the management
of learning is now emerging in many organizations and this has, in turn, led to the appearance of a new breed of
Information Systems known as “Learning Management Systems” (LMS).

In essence, LMS replace isolated and fragmented learning programs with a systematic means of assessing and
raising competency and performance levels throughout the organization, by offering a strategic IS solution for
planning, delivering, and managing all learning events including both online and classroom-based learning [12].
Practitioners recognize the need for such systems, and this is reflected by the fact that many world-class
organizations are employing learning management to foster and manage learning within their organizations.
These include Amazon.com, Cisco Systems, Continental Airlines, Deloitte Consulting, EDS, Ford Motor
Company, General Electric, and Procter and Gamble [11].
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While KMS are specifically designed to facilitate the sharing and integration of ‘knowledge’, LMS, in contrast,
are designed to maximize learning within the organization. This is achieved by helping employees to plan and
gauge their own learning progress, while also helping administrators and management to target, deliver, track,
analyses, and report on their employees’ learning condition within the organization. More sophisticated LMS
allow for competency mapping and even facilitate career development paths, by measuring an individual’s
competency level via skill-assessment tests and then guiding the user to the most appropriate course to fill any
skill gap [5].

6. INTEGRATION OF IN-COMPANY TRAINING AND KNOWLEDGE
MANAGEMENT SYSTEMS — LEARNING MANAGEMENT SYSTEMS

Our idea of integration of In-Company Training and KM Systems stems from the fact that modern organizations
are subject to constant change. Hence learning is a permanent process in the organization® and it affects not only
the newcomers but also all of the employees, managers, collaborators, contractors, etc.

Form the theoretic point of view, in the scientific literature several schools of thought have contributed with
philosophical debates on the nature of knowledge and learning. Moreover different disciplines have contributed
to the continuous debate on knowledge and learning performance. From the organizational point of view
knowledge and learning are considered as an integrated whole and any attempt of serious analysis have to take
into account both of them.

3 It is well known among the management theorists and practitioners that success and survival in the long run of
the organization depends on their ability to learn and adapt quickly to constantly changing business, political, and
social environments.
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Figure 4: The 3 main aspects of the modern Learning Management System

Fig. 4 depicts our notion about the three main aspects of the modern Learning Management System. The figure is
built based on the convergence between the notions of knowledge and learning. We use for our comparison the
ontological classification of various research topics from the knowledge and learning fields. These topics are
classified in five main groups. The figure also shows the corresponding research topics in the field of information
technology. The figure also shows how the synergy between the corresponding knowledge and learning fields
leads to research topics and practical implementations in the fields of Information Technologies and Knowledge
Management.

The convergence of the knowledge and learning groups can be summarized in five implementation groups that
are described as follows:

Knowledge and learning objects — this group refers to the artifact perception of knowledge and to the learning
content dimension of learning. For example this group contains research activities that target various knowledge
types, the semantic annotation of knowledge, knowledge downsizing to reusable learning “objects”, metadata and
semantic approaches promote new ways for knowledge and learning content packaging. The paradigm of
learning objects is the basis for the development of value adding services for knowledge sharing and exploitation.
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Knowledge and learning processes - development of infrastructures that support the supply and the demand side
of knowledge — knowledge processes, frameworks and life cycle models of knowledge. From the other part this
process-oriented approach is evident also in learning — the flow of instruction has to be based on well-defined
learning activities embedded in the instructional design approach of every learning system.

Knowledge and learning strategies — this group is extremely important for knowledge and learning management.
Knowledge and learning strategies define the objectives and set the priorities as well as the measures for the
knowledge and learning implementation. The specification of the context at this level reveals strategies at the
artifact, individual, team, organization, and inter-organizational network as well as at the virtual context, the web
and the semantic web.

Knowledge and learning systems — knowledge and learning systems include sociologistic and technical aspects.
Semantic Web, mobile and wireless applications, peer-to-peer networks, pervasive, and ubiquitous computing set
a new stream of approaches towards more effective and dynamic knowledge and learning systems. A key factor
for the success of every dynamic system is the performance measurement related directly to feedback, control
mechanisms, standards and measures. Knowledge and learning performance measurement requires an extensive
metrics capable of assessing behavioral and social oriented characteristics. This objective becomes extremely
complex when the analysis of performance is taking place in the context of individuals, organization, or network

Total knowledge and learning systems — initially, the notion of “total systems” came from the field of Quality
Management (Total Quality Management)* and later was introduced in all of the sub-fields of Management. The
idea behind total systems is that they encompass every level in the organization and every stage of the business
processes within it. The principles of TQM are directly applicable to every dynamic system that has to improve
and develop over the time. Hence they are applicable to the Learning Management Systems as well.

We think that the integration between In-Company Training and Knowledge Management systems results in a
concrete example of what is known in the management theory as “Learning Management System” (LMS). In
literature usually the term is used to refer to special type of information systems. In this aspect we use this term
with more general meaning comprising not only technological, but learning, social, organizational, etc. aspects of
the process as well.

7. CONCLUSION

In practice the concept of learning within organizations has numerous dimensions, making it even more
complicated than individual learning. Multiple levels of learning have been distinguished, including Individual
Learning, Group Learning and Organization Level Learning [10, 26, 27] and several processes of learning within
an organizational context have been differentiated. Among these are Knowledge Acquisition, Information
Distribution, Information Interpretation, and Organizational Memory [24, 6]. Finally, the various influences of a
range of social and cultural issues on learning within organizations has been delineated in the theory [4, 25].

All of the above leads to the conclusion that a separated In-company Training and Knowledge Management
systems will not satisfy the needs of modern organizations. They have to be integrated because they complement
each other as any of them attacks different facet of the same problem — organization to be adaptive and successful
(competitive) in the long-run.

* TQM is the concept that quality can be managed and that it is a process. TQM = A process for managing
quality; it must be a continuous way of life; a philosophy of perpetual improvement in everything we do.
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DESIGN AND DEVELOPMENT OF INTENDED INSTRUCTIONAL
FLOWS IN WEB-BASED LEARNING ENVIRONMENTS
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Abstract

This paper describes some approaches for learning customization. The e-Learning interoperability standards and some
critical issues in regards to individualized adaptive learning in networked Web-based educational environment
implementation are presented. Methodology for development and design of intended instructional flows is briefly described.
Using sample packages, where imsmanifest.xml file of the package contains a description of content organization and the
actual XML encoding of a concrete sequencing strategy, can reduce the complexity of the learning sequence development
process. In the last section the description of two examples of sequencing strategies based on the learner’s knowledge level
evaluation are presented. '

Keywords
Adaptive learning, e-Learning, Learning Management System, Simple Sequencing, Interoperability, Reusability.

1. INTRODUCTION

Society’s transition to the information age is likely to impact learning and education in two ways. Firstly, rapidly
improving technology will enable higher quality learning to be made available to an ever-growing audience
through increasingly sophisticated modes of presentation. Secondly, the very nature of the information age may
require a different kind of preparation (i.e. learning) than was the case in the industrial age. The European Union
has put e-Learning on top of the agenda for several years. Now we can see many creative approaches in a wide
variety of European projects [9-12].

Adaptive learning, presenting the right material to the learner on demand, can be described and implemented
using data representations from learning technology standards such as learner profiles, competency definitions,
sequencing rules, learning objects, etc. [8]. To operate LMSs successfully, interoperability and reusability of the
learning materials have to be ensured as well as various facilities, services and options must be offered.

William Blackmon and Daniel Rehak [3] define the following ways for learning customization:

e At random - repeat random selection of learning objects until the learning demonstrates mastery;

e By profile - chose the course/content based on the learning's profile (role, skills, mastery, learning
style);

e By discovery - for a given learning objective, find a learning object that best meets the learning
objective given the learning's current skill set, learning style, learning platform, language preference,
etc.,

e By response - chose the next learning activity based on the learner's responses to questions.

In this paper are proposed methodology and some solutions for the last approach realization. The adaptive
learning by response presumes that a relevant sequence of learning objects to be designed and developed in
advance. Each object is associated with learning activity that fulfill given learning objective. The branching or
flow of learning activities through content have to be described by rules that specify the relative order in which
learning objects have to be presented to the learner and the conditions under which a piece of content is selected,
delivered or skipped during sequence presentation according to the outcomes of a learner’s interactions with
content.
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2. E-LEARNING STANDARDS - SOME CRITICAL ISSUES

SCORM s a collection of guidelines that provide a foundation for how to build learning technologies for
interoperability, accessibility and reusability. SCORM is widely accepted because it is designed to provide
integration of existing popular learning resource specifications regarding learning resource metadata, aiming to
fully describe a learning resource regardless of a specific learning context or educational purpose; learning
content packaging, for moving whole instructional units; communication protocols between learning content and
LMS:s.

ADL SCORM [1] and IMS Learning Resource Metadata Specifications [6] both reference IEEE Learning Object
Metadata or LOM [5]. The concept of the package as a standardized way to exchange collections of digital
resources between different learning management systems (LMSs), authoring tools, and content repositories is -
firstly introduced by AICC [2]. The IMS Content Packaging (IMS CP) Specifications describe a whole package
through a special file called manifest and SCORM references these specifications. Concerning the
communication between LMS and learning content, AICC firstly presented Run Time Environment (RTE)
functionality by means of an API and a Data Model. ADL, based on the experience of AICC, has presented its
own APL

ADL has long recognized that SCORM v1.2 has serious limitations [3]. One of the most critical problems is that
there is no mechanism to describe how a learner is to move through or is permitted to move through a learning
experience. The only method for learning content selection and navigation is a rendering of a menu tree of
content as a table of contents taken directly from the Content Package Organization element.

The IMS Simple Sequencing specification (IMS SS) [7] was conceived of as a solution to this major issue. IMS
SS provides a means to represent information needed to sequence learning activities in a variety of ways
according to Tracking Model, and Activity State Model. Tracking Model is used to record information about the
learner’s interactions with activities, and the learner’s record for objectives (e.g. completion, measure) to control
the selection and sequencing of other activities. Activity State Model is used to record information about the
status of learner’s interactions with an activity and set of global attributes for activities. Sequencing Definition
Model is an information model used to describe the desired sequencing behaviours. IMS SS maps the concept of
learning activity to an item element or a collection of item elements within an organization element, and to an
organization element itself, as defined by the IMS CP. The IMS SS specification defines the possible sequencing
operations and the informational elements required to describe the desired operations and their parameters, i.e.
the desired sequencing behaviour. Any packaged collection of learning activities may contain sequencing
descriptions (<sequencing> elements associated with the nodes of the package conceptual tree). ADL has adopted
an extended version of AICC Data Model in order to integrate the IMS SS. This is the main reason why more and
more learning technology products tend to be compliant with SCORM v1.3 Specification.

3. LEARNING CONTENT CATEGORIES

SCORM specifies a Content Aggregation Model (CAM) and a Run Time Environment (RTE) for learning
objects. According to SCORM CAM several categories of learning content exist. Assets concern learning content
in its most basic form that can be delivered in a Web client. Sharable Content Object (SCO) is a collection of one
or more assets that can be launched by LMS. There are two kinds of sharable content objects — basic SCO and
data enabled SCO. Basic SCO uses the API for minimal communication with the LMS. The system can track
only the time between the launch and the termination of such an object. Data-enabled SCO can communicate
with the LMS using the RTE. In this way LMS can track down the learners’ interactions with the learning
content. Content Aggregation concerns a content structure that can be used to aggregate learning resources into
instructional units on the basis of structural and learning taxonomies [13].
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The RTE has tree key components: a launch mechanism, an API adapter and a Data Model. The launch
mechanism refers to the responsibility of LMS to determine the learning resource that will be next delivered to
the learner. The API is a communication mechanism between the LMS and the content. It is provided by the
LMS, but it is responsibility of the SCO to locate the API adapter and make the appropriate API calls in order to
communicate and exchange information with the LMS according to the Data Model. Some of the Data Model
elements relate to the Tracking Model for the respective activity. A Tracking Model captures information
regarding the learners’ interactions with the resource associated with an activity. In run time, each activity
experienced by the learner is associated with tracking status data, which may affect the selection and sequencing
of other activities. CAM specifies five types of metadata application profiles to describe assets, basic SCOs, data-
enabled SCOs, activities and content aggregations. It concerns packaging of the manifest and related physical
files into a zip file called Package Interchangeable File (PIF). With the integration of the IMS SS Specification,
CAM supports the consistent sequencing of learning activities.

4. METHODOLOGY FOR DEVELOPMENT AND DESIGN OF ADAPTIVE
LEARNING CONTENT

The possibility for adaptation of the learning content accordingly to the learner’s performance and progress is a
key issue. We refer the term “adaptive learning” to the capability to modify any individual student's learning
experience as a function of information obtained through their performance on situated tasks or assessments.
With the integration of the IMS SS Specification, SCORM allows the learning strategies to be translated into
sequencing rules and actions, which are associated with the activities a learning experience consists of. The
sequencing rules are based on learner’s progress and performance and affect the availability of the learner is
allowed to experience.

All learning activities can be associated with sequencing information defined by the content author. In run time,
each activity experienced by the learner is associated with tracking status data, which may affect the overall
sequencing process. This means that learners with difficulties in satisfying the learning objective should be able
to experience additional activities (or repeat some of the activities) to improve their knowledge level and skills.
Some restrictions concerning number of attempts and/or period of time for any activity could be set by the
content author.

The process of defining a specific sequence of learning activities begins with the creation of a learning strategy
for the achievement of the determined pedagogical aim/s. Learning strategy specifies types of learning activities
and their logical organization (the activity tree) as well as the prerequisites and expected results for each activity.
The rules for managing the instructional flow are the other important part of the strategy. Describing the rules by
means of IMS SS elements and attributes the content author transforms the sequencing strategy into strategy for
the activity tree traversal management. The author establishes an aggregation of learning objects associating leafs
of the activity tree with appropriate SCOs. The outcome of this process is a content package. The
imsmanifest.xml file of the package describes SCOs organization and their sequencing. The content package is
saved in .zip format (in the form of a Package Interchange File).

The implementation of adaptive learning in an e-learning environment could be promoted and facilitated by
providing of sequencing templates for the development and design of instructional flows.

S. SAMPLE PACKAGES - CONCEPTUAL SOLUTION

The sequencing template has to be considered as a sample package. The imsmanifest.xml file of the package
contains a description of content organization and the actual XML encoding of a concrete sequencing strategy.
The development of the content structure of the template is based on structure ontology with tree levels of
abstraction — course, module, and lesson.
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The course content is represented as a sequence of learning resources. The learning content may include simple
static pages, MIME resources of any type (e.g. DOC, PDF files), services and dynamically created objects. The
sequencing engine transforms the information from RTE Data Model into tracking model information and uses it
together with the sequencing information elements from the imsmanifest.xml to control sequencing process. For
passive content (static pages) certain values in the tracking model are set automatically. Active content is
responsible for setting and updating the values of the tracking model and objectives (locally and globally scoped
data items) associated with the corresponding activities. JavaScripts are used for storing and retrieving the
definitions of sequencing objectives and information about sequencing activities and their relationships to
sequencing objectives as well as for updating the learner’s tracking information.

The sequencing template itself describes the conceptual organization of the learning content as a sequence of
template pages and provides the learning strategy implementation translating it into sequencing strategy. Such
sequencing template can be used in different knowledge domains from different instructors who want to follow
the described in the package content organization and the implemented learning strategy. In this case, instructor is
responsible only to identify (or create) and then to incorporate the relevant multimedia content in each of the
template pages accordingly the subject matter of the course taking into consideration the concrete learning
objectives and context. Another important task is the set of appropriate metadata elements to be added so that the
package content to be more fully described. The final step of the adaptive learning content package development
process is content of the package to be saved into a .zip file (PIF).

Examples
In this section are represented examples of sequencing templates for the implementation of the following learning
strategies:

e  Obtained knowledge assessment and a remediation cycle;

e Prerequisite knowledge assessment and a remediation stage.

Obtained knowledge assessment and a remediation cycle - sequencing template

According this strategy the order in which learning objects included in the sequence are presented to the learner is
based on the learner’s obtained knowledge level assessment. For the assessment of the knowledge level is used
test object comprising multiple-choice questions. The test’s score is normalized. The normalized score is a real
number in [-1, 1] with precision of at least four significant decimal digits. The value of normalized score is equal
to the result of the division of learner’s test score and maximum test score (i.e. the test score in case that all test
questions are given the correct answers).

The sample package contains tree template pages - for the general content, for the posttest, and for the summary
content. Each page can be edited by the instructor through system’s or external authoring tools. Posttest consists
of multiple-choice questions. The evaluation is made automatically from the system. The instructor has to fill the
question forms prepared in advance with appropriate content (e.g. text of the question/s and alternatives,
weight/s, etc.) and to put the relevant multimedia content for the general content and summary into the other two
- template pages. There is no restriction of the number of questions, i.e. the instructor can delete or add questions
in the posttest page if necessary. The number of the multimedia files that can be used to represent the basic and
summary content in a better and more interactive way is not limited also. On Figure 1 is represented the activity
tree (i.e. logical organization of the package learning content).
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Figure 1 Organization of the content package (Activity tree)

The node “Item” has two children - leafs “BasicContent representing5 learning content the learner has to obtain
and leaf “Posttest” comprises test questions for the obtained knowledge level assessment. The remediation cycle
is realized by repetition of the activity associated with the node “Item”. “Summary” is leaf of the activity tree
associated with learning content which is delivered to the learner when the posttest is passed successfully. If
content packaging organization element (“TemplatePosttest”) and each item element within it have no defined
sequencing information the learner is free to choose learning activities at will, in any order, without any
restrictions on number of attempts. LMS shall provide some user interface devices that enable selection of
learning activities such as table of contents and/or navigation buttons. Hence, the learner can progress through the
content pieces (“BasicContent”, “Posttest”, and “Summary”) in any order.

According to this strategy the learner have to see the basic learning content first. It is enough to be tracked if the
object content has been viewed by the learner or not. The rules associated with the item “BasicContent” are:

<imsss:sequencing>
<imsss:rollupRules rollupObjectiveSatisfied="false”>
</imsss:sequencing>

Then the learner has to experience and complete the posttest. While experiencing a posttest, the learner cannot
choose to exit before completing it (the learner must attempt each question). The learner can attempt to answer of
the posttest questions in any order. The LMS reports on learner’s progress and performance on assessment. The
learner “satisfies” the posttest learning objective if he/she has answered correctly all the test questions.
Description of the sequencing rules associated with the item “Posttest” follows:
<imsss:sequencing>
<imsss:rollupRules>

<imsss:rollupRule childActivitySet="all”>

<imsss:rollupConditions>

Note: Only learning objects associated with leaf nodes of the hierarchical tree structure of the organization are launched and tracked as
SCOs.
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<imsss:rollupCondition condition="attempted”/>
</imsss:rollupConditions>
<imsss:rollupAction action="completed”/>
</imsss:rollupRule>
</imsss:rollupRules>
<imsss:objectives>
<imsss:primaryObjective Objecti\-feID=”posttest” satisfledByMeasure="true”>
<imsss:maplnfo targetObjectiveID="content”
readSatisfiedStatus="false” writeSatisfiedStatus="true”/>
</imsss:primaryObjective>
</imsss:objectives>
</imsss:sequencing>

The delivery of other course material is based on the learner score in the posttest. If learner does not satisfy the
posttest objective the cycle of remediation starts. “BasicContent” object will be delivered again and then learner
can experience the posttest. To be ensured this sequence of activities the following rules have to be associated to
the “Item” description in the imsmanifest.xml:

<imsss:sequencing>
<imsss:controlMode choice="false” flow="true”’/>
<imsss:séquencingRules>
<imsss:postConditionRule>
<imsss:ruleConditions>
<imsss:ruleCondition operator="not” condition="satisfied”/>
</imsss:ruleConditions>
<imsss:ruleAction action="retry”/>
</imsss:postConditionRule>

</imsss:sequencingRules>
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<imsss:rollupRules>
<imsss:rollupRule childActivitySet="all">
<imsss:rollupConditions>
<imsss:rollupCondition condition="satisfied"/>
</imsss:rollupConditions>
<imsss:rollupAction action="satisfied"/>
</imsss:rollupRule>
<imsss:rollupRule childActivitySet="any">
<imsss:rollupConditions>
<imsss:rollupCondition operator="not" condition="satisfied"/>.
</imsss:rollupConditions>
<imsss:rollupAction action="notSatisfied"/>
</imsss:rollupRule>
</imsss:rollupRules>
</imsss:sequencing>

If learner satisfies the posttest objective the “Summary” content will be delivered. The rules are the same as these
for the “BasicContent”.

The root activity “TemplatePosttest” exits after the learner has experienced each piece of content at least once.
The sequencing rules are:

<imsss:sequencing>
<imss;s:rollupRules>
<imsss:rollupRule childActivitySet="all">
<imsss:rollupConditions>
<imsss:rollupCondition condition="satisfied"/>
</imsss:rollupConditions>

<imsss:rollupAction action="satisfied"/>
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</imsss:rollupRule>
<imsss:rollupRule childActivitySet="any">
<imsss:rollupConditions>
<imsss:rollupCondition operator="not" condition="satisfied"/>
</imsss:rollupConditions>
<imsss:rollupAction action="notSatisfied"/>
</imsss:rollupRule>
</imsss:rollupRules>

</imsss:sequencing>

Prerequisite knowledge assessment and a remediation stage - sequencing template

The activity associated with the node “TemplatePretest” comprises activities represented in the activity tree by
the nodes “Pretest”, “Remediation”, and “Enhancement”. Node “Pretest” is activity associated with test questions
for evaluation of the learner’s prerequisite knowledge. Node “Remediation” is associated with general learning

content. Node “Enhancement” is associated with advanced learning content. On Figure 2 is represented the
package learning content organization.

Learning Object Meta-data
i=| Organizations

= [‘._g] TemplatePretest
—+%] Pretest

—F&| Remediation
—F%| Enhancement

3—@ Resources -

Figure 2 Organization of the content package (Activity tree)

il

According to the learning strategy the learner must experience and complete the pretest first. While experiencing
a pretest, the learner cannot choose to exit before completing it (the learner must attempt each question). The

learner can attempt to answer of the pretest questions in any order. The description of the sequencing rules
associated with the “Pretest” follows:
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<item identifier="Pretest" identifierref="Resource_Pretest">
<title>Pretest</title>
<imsss:sequencing> -
<imsss:sequencingRules>
<imsss:preConditionRule>
<imsss:ruleConditions>
<imsss:ruleCondition operator="not" condition="attempted"/>
</imsss:ruleConditions>
<imsss:ruleAction action="stopForwardTraversal"/>
</imsss:preConditionRule>
</imsss:sequencingRules>
<imsss:objectives>
<imsss:primaryObjective objectiveID="primaryobj" satisfledByMeasure="true">
<imsss:maplnfo targetObjectivelD="content"
readNormalizedMeasure="false" writeSatisfiedStatus="true"/>
</imsss:primaryObjective>
</imsss:objectives>
</imsss:sequencing>
</item>

The delivery of other course material is based on the learner score in the pretest. If learner does not satisfy the
pretest objective the content of remediation will be delivered first and then learner can view the content for the
knowledge enhancement. :

<item identifier="Remediation" identifierref="Resource_Rem">

<title> Remediation</title>
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<imsss:sequencing>
<imsss:controlMode flow="true"/>
<imsss:sequencingRules>
<imsss:preConditionRule>
<imsss:ruleConditions>
<imsss:ruleCondition condition="satisfied"/>
</imsss:ruleConditions>
<imsss:ruleAction action="skip"/>
</imsss:preConditionRule> '
</imsss:sequencingRules>
<imsss:rollupRules rollupObjectiveSatisfied="false"/> .
<imsss:objectives>
<imsss:primaryObjective objectiveID="primaryobj">
<imsss:maplnfo targetObjectiveID="content" B
readNormalizedMeasure="false" readSatisfiedStatus="true"/>
</imsss:primaryObjective>
</imsss:objectives>
</imsss:sequencing>
</item>

If learner satisfies the pretest objective the content for remediation will be skipped and the content for knowledge
enhancement (the learning resource associated with item “Enhancement”) will be delivered directly to the
learner. The learner decides when to progress through the remediation and enhancement content and in what
direction. The sequencing informational elements are described below.

<imsss:sequencing>
<imsss:rollupRules rollupObjectiveSatisfied="false"/>

</imsss:sequencing>
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The root activity exits after the learner has experienced or skipped each piece of content at least once. The rules
are the same as these associated with the root of the activity tree in the previous example.

6. CONCLUSIONS AND FUTURE WORK

The sequencing rules described in the imsmanifest.xml file of the template package assure the learning strategy
implementation but the effectiveness of learning process considerably depends of the quality and pedagogical
relevance of used learning content resources and test questions.
The main advantage of the Simple Sequencing approach is that the sequencing rules are described outside the
learning objects’ content. In this way, the instructional designer can change the rules (i.e. the learning strategy)
without any changes in the content or its organization. Nesting manifests of the developed sample packages the
content author can develop more complex strategies and content structures.
The described methodology has been used by the author in the development of sequencing templates according to
the limited number of widely adopted learning strategies such as:

e Obtained knowledge assessment and a remediation cycle;

e Prerequisite knowledge assessment and a remediation stage.

o Assessment of prerequisite and obtained knowledge and a cycle of remediation.
Such templates help and facilitate the instructors/authors without big experience in programming to describe
flows of learning activities through content according to the outcomes of a learner’s interactions with the content.
the future work is connected with development of sequencing templates for other learning strategies.
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Abstract

Presented paper deals with the basic ideas and objectives of creating the study materials helping the innovation of the
traditional learning process and creating the materials for “new” up-springing types of study as learning supported by ICT
(e-learning, distance leaming, etc). There is taken a look on possibilities of using one of the popular tool for easy multimedia
design — Macromedia Flash® - during the creation of study materials and teaching and its comparison with well-known and
widely used HTML.

1. INTRODUCTION

The informatization of all parts of human life arises the new requirements for the education and training
processes. That’s why the teachers and top managers try to find methods and techniques, which can help create
more effective courses for new groups of students — distance-learning students, mixed mode students, etc.
Nowadays, what is really needed by them: in-time learning, visualisation, customisation to their knowledge and
possibilities [2],[3]. From these requirements results that we, as study materials designers, need to create richer
and engaging interactive content.

The hardest task, during creation of the study material, is the adaptation of it to high variability of students.
Nowadays we must be able teach very different students — by age, social, status, work, place of living,
motivations, skills, etc. The results of studies and practical experiences indicate, that there is a basic need to
change the focus from teaching to learning. It is more important to follow the interests of students and help them
to get control of their learning, possibilities of using it in wider context and applying them in practice, and not to
support them in passive waiting for the information from the teacher. Using ICT tools the teacher can help
students to break the barriers between the learning and research.

Interactivity and wide possibilities of multimedia are the basic signs of well-created on-line course. One of
accessible tools is tool providing many interesting opportunities, using its script language ActionScript,
Macromedia Flash© [1],[6]. ActionScript can be used in order to control objects from Flash movies, to create
many high interactive forms and visual demonstrations. Therefore Flash movies can be used as a learning
material or as a testing tool for testing the efficiency of learning process. Another advantage for using flash in e-
learning courses is its easy integration into web applications and having no problem with its initiation on
student’s computer during his study.

2. OPPORTUNITIES OF USING THE MACROMEDIA FLASHO IN PROCESS OF
CREATION THE STUDY MATERIALS

The Macromedia Flash© and its programming language ActionScript is currently well known as a strong tool for
creating great animations and various interactive components in web pages, nowadays. Possibility of creating
animations using a user-friendly and intuitive environment is one of its advantages.

In practice, the Macromedia Flash® asserts because:
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= has wide possibilities of animation

» the final file, created by Macromedia Flash® comparing with the classical animated gif file is about 6-times
smaller — it depends on the complexity of the animation (we compare animation of analogue clock with no
interactivity).

= its intuitivism in creation of basic animations without interactivity elements — we don’t have need to know
scripting and animation basics

= its possibility of working with both the vector and bitmap graphics
= its possibility of working with audio and video files

= the flash movies are represented proportionally, that means independently on the user screen area settings
and they are able to adapt to actual screen area, every time

=  the movies are saved into the memory, first. User can replay the movie again in a very short time, without
necessity of reloading it from the Internet

= universality of the movies — the movie is presentation in all browsers is the same, independently on the type
of browser — you can use Internet Explorer, Netscape Navigator, Opera or Mozilla

For creating interactive movie (with quizzes, active links to other object, navigation within a movie based on
choice of student), we must use the ActionScript — the special object programming language [1],[4],[5] created by
Macromedia, using which helps control object in the movie. ActionScript can be used to generate the event-
managing scripts. The Flash movie can communicate with server using traditional server scripts (Flash sup-ports
the known ASP, PHP, JavaScrips) created by ActionScript. It could require specific information from database
and resend it back. This is widely used for design of interactive Internet sites or presentation CD, integrating
multimedia and real time facilities, like chat, completion forms and reviews.

Using above-mentioned advantages mean that we have started to deal with the possibilities of usage the
Macromedia Flash® in study materials creation process. The basic questions were: “When, How and How much
is suitable to use the multimedia or Flash movies in learning process”. Can they help us to create interesting and
correct study materials? To answer these questions we create the following comparison table (Tab.1). The table
contains a comparison between the classical HTML (and Dynamic HTML) and the Macromedia Flash® movie
possibilities. The HTML was chosen because of its wide usage in creating on-line study materials. The plus sign
means, that the mentioned part can be created or modified usmg the proposed method, minus sign, means that is
not possible, only using some imports, etc.
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Flash
movie

Text

Graphics
Video

Audio
Hypertext links

Visualisation

Simulation

Interactivity

Table 1: Comparison of basic possibilities of HTML and Macromedia Flash movies

The comparison results can be presented more widely, following:

Text — Sometimes we have problem with visualising specific font on the user’s screen, because he haven’t
installed it on his computer. The HTML document then looks different as we design it — because the user’s
browser can’t represent it correctly, and substitutes the missing font with default. During creating the study
materials using HTML, the problem can be avoided by choosing the font installed in every PC user, like
Times New Roman and Arial, etc. But if we create material as flash movie, there will be no problem with
visualising text on the user’s screen, because the specific font is included in the movie.

Graphics — Using Macromedia Flash® tool, designer can primarily create the vector graphics; create the
objects by various drawing and painting tools, and adding them colour, opacity, rotation and other properties.
If we want to change the attributes of objects in the movie, we can do it easily. The HTML obtains tags for
importing or including the graphics into the web page, but there is no possibility to adjust it.

Video (short films, ...) — Creation of the simple video files is not allowed by both of the mentioned methods,
they need to be imported. While the HTML can only replay the video file, in Macromedia Flash® it can be
refilled with buttons to create the interactive video, or it can be used for creation of the own rotoscoped video
(creation of motion by redrawing the outlines of the objects contained in video), etc.

Audio — The situation working with audio is the same as with video. The HTML can replay the imported
audio file, while Flash offers mixing of two sounds together, arrange its stereo channels, add sounds to
buttons to make it more interactive.

Hypertext links — Usage of hyperlinks is the same in both of compared tools. They can work with them
without problems; they can use both: relative and absolute links, too.

Visualisation, simulation - The simulations and visualisations play important role in helping the student to

understand some processes. Also they can be very helpful in process of self-testing the knowledge of the
student. Using HTML we have only one chance to visualize something — importing another video file. Using
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Flash, the creator can animate objects to make them appear to move across the scene and change their

properties. There are two basic ways of creation the animation:

e Frame — by — frame animation: in each frame a separate image for each time slot can be created

e  Motion Tween animation: the objects must be spread in starting and ending frame. Using Flash
animation possibilities the tweening animation can be created between the marginal frames — the Flash
varies the object’s properties (size, colour, rotation), automatically.

= Interactivity — To basic interactivities demonstration can be included chatting, mailing, testing, where there
is a need for communication with the server and the other scripts like ASP, PHP or JavaScripts are needed.
For this type of interactivity, the situation is same for both presented tools. For creating interactivity within
the study material (video, visualisation, simulations, etc.), the Flash can be helpful, again. The possibility to
create more alternatives of working with the object is there. The Macromedia Flash makes it possible to
work with objects easier, as it is very easy to change properties of one or more objects, whole scene, or omit
some of the frames from the movie using the hierarchy of the flash movie. For example for changing the text
on dynamic buttons in HTML you need to create new modifications of both states of the all buttons. But in
Flash you can do it easier, as you can change the desiderative property of the button — like the colour, text
and shape. Using the ActionScript, the creator can follow all the steps of the student (by following the
location of mouse or pushing the keys on the keyboard) and react on them. JPEG images and mp3 sound
files can be loaded into flash movie as it plays. This allows updating an image or sound without having to
republish the original Flash movie.

From the Table 1 and above text it follows that the Macromedia Flash© opens up more opportunities to designer
of study materials than classical HTML. But is it necessary and suitable to use the Macromedia Flash© in every
part of study material? This is the question that can be widely discussed. If we suppose, that there are two basic
types of e-learning students: with and without Internet connection, we can separate the possibilities of creation
study material. It is necessary to create materials, which are accessible faster, i.e. that are not very demanding for
the transfer through the connection, for the first group of students. For the second group, we can create the CD,
which has limited space for the material, but it can be more animated, visualised, because there is no demands on
the Internet connection.

Today there is wide accessibility of connection to Internet. That’s why try to discuss the validity of usage of the
flash movies in single parts of the on-line study material. There are no defined standards, from which parts the e-
learning study material must be created, so we decide to divide the study material into separate parts using our
practices. The individual chapters (lessons) of course can be divided into following basic parts: definition of
course goals, course theory, examples, exercises, activities: some practical exercises, summaries, questions and
tests, glossary, key words and literature.

In view of the basic objectives of the good learning material as the possibility of self-studying without necessity
to meet the teacher and capability to allow the student to study when he/she needs, with the speed which he/she
likes, separate measure of his/her evaluation, the second comparison was realised and the results are presented in
the Table 2. The signs used in table have the same meaning as in Table I. The new sign +/- is used, for labelling
the opportunity of tool, but not it’s favouring for creating the compared part of study material (we mean the e-
learning using the internet connection, of course).




Flash
movie

Definition of course goals

Course theory

Examples, exercises

Activities

Summaries

Control questions and tests

Glossary

Key word

Literature

Table 2: Comparison of possibilities of HTML and flash movies in creation of individual parts of study material

Looking at the Table 2 we can see, that there is no unambiguous result when using Flash or HTML. From
connection speed point of view, it is clear, that the classical HTML can be used every time, when the clear text,
little static images, etc. are used. If we want to create some visualisation or simulations, it is preferable to use the
flash movies. As object of the html pages, the flash movies can be easily presented in user browser.

Regardless to all advantages, the flash movie has one little disadvantage: the viewer needs the special plug-in —
Macromedia Flash Player. But if somebody uses the Internet periodically, it is very likely, that he/she has the
plug-in in his or her PC already. If not, it can be downloaded from the Macromedia web site:
www.macromedia.com. The Flash Player resides in the local computer, where it plays back movies in browsers
or as stand-alone applications.

3. CONCLUSIONS

Nowadays on-line courses are created by method of delivering information to students via text pages and few
illustrations, sometimes tests. This method of creation of study material is the easiest and fastest way. But it is
really effective and attractive for students? That’s why we try to research how to create more effective and
attractive courses for students, who study via Internet connection. The basic task is to create quality courses,
freshened up by visualizations and simulations. The paper presented the possibilities of using Macromedia Flash®
— a strong tool for creation of the interesting and interactive courses or study materials. It’s clear that designing
the mentioned course is not simple, but we would like to apply all presented ideas and results in study material
creation process. The created courses will be put through the critical student usage in the future. And finally, we
try to find new possibilities of applications of the flash movie in learning process.

65




REFERENCES:

1],
[2].

[3].

(4].

[5].

[6].

66

Russell Chun: “Macromedia Flash 5 pro pokro¢ilé”, Computer Press, 2001, Praha, ISBN: 8072265199

Izak Broere & Marlena Kruger: “TOWARDS A MULTIMODAL TEACH-ING, LEARNING AND
ASSESSMENT STRATEGY AT A SOUTH AF-RICAN UNIVERSITY” — unpublished manuscript, Centre
for Teaching, Learning and Assessment Rand Afrikaans University

I. Broere, H.C. Geyser & M.Kruger: “WEB-SUPPORTED TEACHING AND LEARNING:
IMPLICATIONS FOR LECTURERS IN HIGHER EDUCATION”, unpublished manuscript, Rand
Afrikaans University

R. Radescu — A.Dumitru: “Integrating a Flash File Using Action Scripts in a Data Exchange System on the
Internet”, in Proceeding of EC-VIP-MC 2003, 4th EURASIP Conference, 2-5 July 2003, Zagreb, Croatia,
747 - 752

Jiti Fotr, Zden€k Schneider: ,,Flash 5 — Pruvodce uzivatele“, Computer Press, 2000, Praha, ISBN: 80-7226-
415-X.

P. Clothier: “Getting Interactive: Rich, Rapid e-Learning with Macromedia Flash© and BreezeTM ”, The
eLearning developers’ journal, sept.2003, 1-8.




ANNOTATION AND PRESENTATION OF CONTENT-VARIATIONS
IN A WEB-BASED SEARCH ENVIRONMENT FOR VIDEO

Armin Miiller
Institute for Information Technology - University of Klagenfurt Universititsstrafie 65-67 9020 Klagenfurt
armin @itec.uni-klu.ac.at

Michael Kropfberger
Institute for Information Technology - University of Klagenfurt Universitditsstrafie 65-67 9020 Klagenfurt
mike @itec.uni-klu.ac.at

Laszl6 Boszorményi
Institute for Information Technology - University of Klagenfurt Universititsstrafie 65-67 9020 Klagenfurt
laszlo @jtec.uni-klu.ac.at

Abstract

In recent years there has been a vast increase in the amount and usage of all different kinds of multimedia data. Ranging
Jfrom digital video broadcasting over the Internet to sharing digital photos and videos from the last holidays with others,
multimedia is around everywhere today. Multimedia metadata help us to manage and search for information in these
data. They offer searching for keywords as well as semantic search for textual descriptions of complex activities in audio,
video and image. Based upon the research and implementation of the DAHL project, we present an approach for the
annotation and presentation of content-variations of videos. This work introduces MuViNo, a tool for creating MPEG-7
metadata descriptions of videos. Further, the presentation of search results, especially the variations of videos or video
segments is highlighted.

1. INTRODUCTION

In recent years there has been a vast increase in the amount and usage of all different kinds of multimedia
data. Ranging from digital video broadcasting over the Internet to sharing digital photos and videos from the
last holidays with others, multimedia is around everywhere today. A reason for this circumstance is the
evolution of multimedia compression technologies, that allow a drastical decrease of the data filesize. With
these relatively high quality multimedia data at low filesizes it is easy to distribute them over various
channels, like the Internet or other digital media like CD or DVD. Implementations of compression
standards for multimedia, like MPEG-1,2,4, JPEG2000 or MPEG-1 Layer III became widely available to the
public.

Nearly every computer user acts as a content producer for multimedia data. These huge amount of data is
often difficult to handle and to manage. Especially searching for a particular piece of information in a big
collection of multimedia data becomes a time-consuming task. To find a desired scene in a video, one has to
find the right video first and then has to skip forward or backward in the video to find the right scene. This
behaviour is unsatisfying for either commercial use as well as for home users because there is no way of
quickly and efficiently finding the wanted multimedia data.

Standards for multimedia metadata like MPEG-7 provide the facilities to describe data from a very low level,
like regions of an image, up to a very high level like the description of semantic content in video-scenes.
Videos can get a description associated, like keywords, textual description of actions or timing-information
for video scenes. So it is possible to search for selected videos, in which a certain person acts. Furthermore, it
is possible to find the video scene for a special event by using the timing-information from the segmentation
metadata.

An interesting and useful application area for this topic is the application in e-learning environments. Most
common e-learning platforms include a section for videos of lectures and often these platforms are used as an
accompanying tool to regular courses, like real lectures at university. During the semester, it is intended that
students that are not able to be physically present in the lectures, are allowed to listen to the lecturer by the
means of e-learning platforms. But in special cases, like the preparation for an exam, students wish to gain
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fast and direct access to desired information units in videos or audio recordings. A possible scenario could be
the search for the video scene of a lecture, in which a lecturer talks about a certain topic.

Although the application area for metadata-based multimedia search and retrieval is vast, we want to
concentrate on a special application in the following work. We present recent research activities and
implementation of a web-based semantic multimedia search application that makes use of content-variations.
Content-Variations are different versions of the same multimedia content, like a greyscale version or a
version with a reduced resolution. But also sound-only versions and series of pictures of a movie, like a
slideshow, are content-variations.

2. RELATED WORK

This work is based upon the research and implementation that was done in the DAHL-project. For showing
the possibilities of content-variations of videos or video segments, two parts of the DAHL-project were
extended and modified. The annotation, the association of multimedia content with information, is done with
the help of MuViNo, a graphical tool for segmentation and annotation with MPEG-7 metadata. These
generated metadata is used by the proven web-based semantic search interface to retrieve the results of a
search. Then the results are presented in an informative and usable manner to allow an easy interaction with
them.

The DAHL Project

The DAHL project aimed at demonstrating some of the research achievements at ITEC by extending the
Virtual Computer Science Exhibition web application [1] with content-based search mechanisms and an
adaptive streaming environment for video data. The search is based on MPEG-7 descriptions of video data
and uses the database and interfaces implemented in the CODAC project [2] at ITEC. Video retrieval is
performed by the MPEG-4 conformant adaptive streaming server and player implementations developed in
the ViTooKi (Video ToolKit) project [3], which also was developed at ITEC and allows to adapt the video
stream dynamically to client capabilities, user preferences, and available network bandwidth.

The project’s name DAHL is to be understood as an acronym for Delivery with Adaptation and High-Level
Video Indexing, but was also chosen in memorial of the famous computer scientist Ole-Johan Dahl, who is
one of the persons presented in the virtual exhibition. The project started in July 2003, and has been finished
by September 2004 [4].

Transcode groi— Extract [« D S el
\—-—-[ Video -t MPEG-7
Storage | - Database
l G __J
- — Video Search
Environment
Web interface
Client

Figure 3: Overview of the DAHL-Project's architecture

As shown in figure 1, the DAHL-project consists of several components. The most important parts of it are
the MPEG-7 Database of the CODAC project, the video streaming and presentation framework ViTooKi and
the web-based video search application. First of all, the corresponding videos have to be produced and pre-
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processed to be used with the components of the DAHL-project. This step includes the transcoding of the
video source and the annotation with MPEG-7 metadata using MuViNo (multi video annotation). The
annotation with MuViNo includes (1) the segmentation of the video into semantically meaningful scene, (2)
the description of the whole video as well as (3) the description of the single video scenes with plain text that
describes the scene. Then several pieces of data, like thumbnail images of video scenes and the soundtrack of
the video are extracted and stored on the web server. The MPEG-7 database is used for the storage and
management of the MPEG-7 descriptions and the main search in the metadata repository. With having all
needed data available, the actual search process can begin. After a user-defined search, by entering certain
search-criteria the video search application initiates the search in the database, gets the MPEG-7 documents,
parses them for relevant information and presents the results. The results can either be full videos or video
segments containing the wanted information. The video data can be transferred to the client by adaptive
video streaming over RTSP with a special video player of the ViTooKi project, the MuViPlayer (multi video

player).

3. MUVINO

MuViNo is a tool for creating MPEG-7 metadata of videos and part of the ViTooKi project. It consists of an
embedded video player and an XML tree view allowing to navigate and edit an MPEG-7 document. It was
designed to facilitate the creation and annotation of MPEG-7 VideoSegment descriptions, by which a video
can be divided temporally into a hierarchy of semantic sections, like the chapters and sections of a printed
book.

VideoSegment descriptors are created by splitting the current segment into subsegments at the current media
time point shown in the video player. Special slider widgets facilitate quick navigation within the
VideoSegment tree. The annotation data belonging to a VideoSegment can be edited in a user-friendly
dialog, there is no need to manipulate the XML tree directly.[4]

The MuViNo main interface (as seen in Figure 2) consists of four important areas. The upper left side
contains the MPEG-7 element view, where the XML representation of the metadata is shown as a logical
tree. The leaves of the tree are the MPEG-7 element descriptors and for a better overview and navigation,
subtrees can be collapsed and expanded. The lower left side of the main interface is a text field that shows the
actual selected element values of the MPEG-7 tree-view. The existing values can be altered or deleted in this
field. In the upper right area the video playback component is situated. It consists of a preview area and some
controls for playback and navigation. Below the playback component, there is the segmentation area. With
the buttons on the right, videos can be divided into video segments based on the preferences of the annotator
and the preview. Segments can also be merged again. All these information about segmentation is
immediately represented in the MPEG-7 element view as the corresponding MPEG-7 descriptors for
segmentation.

The video, as well as the logically created video segments can be described with additional metadata
information. The full video can get several pieces of information like creation-information or paths for the
location of the media files. The user does not have to edit XML in plain text because he gets graphical user
dialogs for entering the desired data. New information and edited data are also displayed at the according
position in the MPEG-7 element-tree.

Creation information includes data like the creator of the video source, where and when the video was
produced or a copyright note, whereas the URI dialog acts as a simple front-end for specifying the media
paths.
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Figure 4: MuViNo main gui-dialog

The video and the video segments can get their metadata description through a separate dialog, where
semantic information, like title, textual description of the plot, keywords, semantic time and date and a
semantic location can be given. The textual description can act as an abstract for the full video. This part of
the annotation process is the most complex and time consuming task in the metadata production procedure,
because each video segment has to be described in plain text. Therefore it is necessary to watch and listen to
the video source and extract information about it. Sometimes special domain knowledge is required to
understand the topic of the video to extract the right kind of information.

There is also a small front-end for defining content-variations of the video source (see Figure 3). In this
dialog one can choose from a given set of pre-defined content variations. These pre-defined variations are an
example for some common used versions of video. The variations can be used to offer bitrate-reduced,
resolution-reduced, colorspace-reduced (greyscale) and sound-only versions of the video for different
playback environments. So even users with limited internet-connectivity, mobile equipment or hardware with
reduced functionality have the ability to consume multimedia content.
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Figure 5: MuViNo gui-dialog for specifying content-variations

4. WEB-BASED VIDEO-SEARCH

The DAHL-project includes a web-based video-search application for accessing the multimedia repository.

With this front-end one can specify some search criteria for finding the corresponding metadata of the videos

in the repository. The front-end (see Figure 4) allows the user to give criteria for search for textual

descriptions (title, keywords, free-text annotation), semantic place or semantic time of the desired

information in the videos. For semantic time there can be defined a lower and/or an upper boundary. Further,
_features like Boolean connectivity search for phrases or wildcards are supported.
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Figure 6: Web-based search-interface

When the search criteria are defined and the search is started, the search interface will first validate, if input
data is syntactically correct. After that, the connection to the MPEG-7 database, containing the metadata, is
established and the search is performed through a database layer that offers some methods for connection
management and search. The result of a query, depending on the chosen granularity, can either be a list of
full videos or a list of video segments that represent the scenes containing the desired information.

A possible list of search results is shown in Figure 5. Each element in the result list presents some
information about this item. These information are the title of the video segment, a textual description of the
plot, semantic time and semantic location, duration of the segment, and the title and duration of the
corresponding full video. Also a thumbnail representing the scene is given to assist in identifying the wanted
video segment. To start the playback of the video segment, the title of the video segment also contains a
hyperlink to initiate the video-streaming. By clicking on it, a dynamically generated SDP (Session
Description Protocol) file is transferred to the client that contains timing information to start the playback
exactly at the beginning of a scene. The actual streaming is done over RTSP. If the user has installed an
adaptation aware video player (like our MuViPlayer), he can use the capability of the streaming server to get
on-the-fly video adaptation. It is also possible to view the full video instead of only the actual scene by
choosing the name of the full video, which is also a hyperlink to a SDP file.

If someone is interested in information about the full video, he can click the TOC link (table of contents) and
he gets a list of all video segments of this certain video, just like the table of contents of a book. The search
can be refined, when for example there are many results from one particular video. Then it is possible to
choose the “search in video” hyperlink that reloads the search form. The search can be performed as usual,
with only constraint that the search is done within the chosen video.
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Dijkstra's 1st Mathematical Excitement
The 8 year old Dijkstra cannot determine the ratio by which one side of a sheet of paper is
decreased when folded symmetrically (square root of 2).

Semantic time: 1938
Start: 00:00:00 - Duration: 2min-56sec

In: Dijkstra's Talk at the 25th Joint International Seminar on the Teaching of Computing Science
Duration: 1h-3sec
Table of Contents - Search in video

Dijkstra's 2nd Mathematical Excitement
Dijkstra (at the age of 13) is impressed by the counting arguments proving that a 8-by-8 square with
missing diagonal corner fields cannot be covered by 31 2-by-1 dominos.

Semantic time: 1943

Start: 00:02:56 - Duration: 1min-37sec
In: Dijkstra’s Talk at the 25th Joint International Seminar on the Teaching of Computing Science

Duration: 1h-3sec
Table of Contents - Search in video

Dijkstra’s 3rd Mathematical Excitement

Dijkstra (at the age of 18) is impressed by the elegance of an algebraic proof of the fact that the
altitudes of a triangle have a common section point, as opposed by a g ric proof involving
similar triangles.

Semantic time: 1948

Start: 00:04:34 - Duration: Smin-51sec

In: Dijkstra’s Talk at the 25th Joint International Seminar on the Teaching of Computing Science
Duration: 1h-3sec

Table of Contents - Search in video

Figure 7: Results of a video search

If a user does not have an adaptation aware video player, he can choose among several predefined
adaptations, the so-called content-variations (see Figure 6). There is a sound-only version e.g. for devices
with limited display capabilities or variations for mobile devices or low bandwidth internet connections, like
a bitrate reduced version, a resolution and bitrate reduced version and a greyscale version with low resolution
and low bitrate. With the ability to either do the adaptation automatically with a capable video player or to
manually choose the appropriate version for a standard video player, most users are able to consume the
information they were looking for on their personal device.

Dijkstra's 2nd Mathematical Excitement
Dijkstra (at the age of 13) is impressed by the counting arguments proving that a 8-by-8 square with
missing diagonal corner fields cannot be covered by 31 2-by-1 dominos.

Semantic time: 1943

Start: 00:02:56 - Duration: 1min-37sec
In: Dijkstra’s Talk at the 25th Joint International Seminar on the Teaching of Computing Science

Duration: 1h-3sec
Table of Contents - Search in video
Variations: sound only - less bandwidth - smaller resolution - grayscale

Figure 8: Results extended with content-variations
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5. CONCLUSION

With our research and demo implementation we have shown that it is possible to make use of state-of-the-art
metadata indexing and retrieval technology, preformed in a usable and performant way. The implementation
of an annotation tool, MuViNo, showed that the effort for video segmentation and semantic annotation could
be drastically lowered in comparison to pure manual annotation, when guided by a graphical tool. MuViNo
offers a better overview for annotation and reduces the complexity of taking care to get a valid MPEG-7
document that is based on XML. We have also shown that the application of a metadata search in a
productive environment can be easy to use and has no negative impact on the user’s experience. With the
spreading and extensive use of the MPEG-7 metadata standard there will be some interesting and useful new
application scenarios in the near future.
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Abstract

Carinthias largest outdoor themepark MiniMundus exhibits over hundred miniature models of famous real-world
historical and technological sights. Right now, most museums are offering standard audio-guides and printed maps and
Jolders to enrich the audience's learning experience with a broader range of information.

In cooperation with MiniMundus, our Department of Information Technology,

located at the University of Klagenfurt, develops a new mobile multimedia guide. Video, audio and text based
information provides enhanced and modern

means for knowledge transfer. The presented information is adapted to various needs, interests and languages of diverse
target groups like adults, pupils, or even handicapped persons. User behaviour, usage intensity or special interests can
be tracked with our included statistics module, which allows immediate content adjustments to adhere the customer's
needs.

The developed server/client environment for this mobile guide is easily reusable in various fields of e-learning like virtual
exhibitions or distance learning, simply by adding different multimedia contents with our CMS (Content Management
System).

Our first prototype runs on HP iPAQs, using WLAN IEEE 802.11b, web-based

technologies and MPEG-4 video. Future goals are to include device-independent presentations with adaptive streaming
support, location based services and UMTS/Bluetooth.

1. INTRODUCTION

Carinthia’s largest outdoor theme park called “MiniMundus”, is a principal magnet of tourism in the area of
the most southern provincial capital, Klagenfurt. Aiming at new visitors and more user satisfaction, the
outdoor Museum MiniMundus started a co-operation with the Department of Information Technology,
located at the University of Klagenfurt, to develop a new mobile multimedia guide. In contrast to
conventional cassette audio tape exhibition tours, the presented museum guide system is implemented on
Personal Digital Assistants (PDAs) and in our case the first prototype runs on HP iPAQs. Right now,
standard audio-guides and printed maps and folders are available to enrich the audience's learning experience
with a broader range of information. Basically, the presented multimedia museum guide plays the role of a
personal guide assistant, so as to provide a multimedia touring experience for visitors in the mobile learning
environment of the outdoor museum.

The paper is organized as follows: chapter 2 shows the e-learning context of museums in general, where
chapter 3 analyzes the role of MiniMundus as a tourism factor in Carinthia. Chapter 4 gives in detail
information on our mobile multimedia museum guide, where chapters 5 and 6 illuminate the learning
experience and user behaviour. ‘
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2. THE MUSEUM IN THE LEARNING CONTEXT

Museums face serious challenges in their educational role. Educating, relative to collecting, conserving, and
exhibiting, is becoming more important for institutions that have a fairly comprehensive collection, want to
attract new target groups or have children and families as their main target group, or want to undergo new
technical developments. Yet, there is little evidence that museums are having much educational impact, at
least beyond the affective level. “A potpourri of research has occurred in museums over the years which has
provided a welter of facts about visitor movement through museums... These studies suggest that, unless the
casual observer either has prerequisite knowledge, as directed to specific learning outcomes, or has specific
learning intents of his own, it is likely that little learning will result from the casual perusal of exhibits [1].”

But Museums do play a significant role in the learning context especially when interactive experiences,
which may or may not be technologically enhanced, are provided. The best learning effects are gained when
people are engaged cognitively, physically and emotionally [2], which is even more the case when it comes
to children. In order to make any visit an involving and enjoyable experience, it should stimulate curiosity,
creativity and fun [3]. Fortunately, many museums realize they are nowhere near achieving their educational
potential and are looking for ways to increase their educational effectiveness. Children have to be able to
explore concepts with physically interactive experiences, adaptive and reactive information, as well as to play
roles of explorers, scientists and artists, and manipulate images, sounds and objects [4].

3. THE SITUATION OF MINIMUNDUS

In recent years the financial situation of museums all over the world became more and more difficult: public
administration is undergoing a severe budget crisis as well as museums and exhibitions are facing a decline
in visitors. To attract new visitors and enter new markets concerning target groups, museums evaluate
different and new ways in communicating with visitors. Therefore MiniMundus in cooperation with a
Research Institution presents a new interactive learning technology.

MiniMundus exhibits 150 models of the most beautiful buildings from all five continents. Very close
attention is paid to the smallest details, which requires comprehensive planning and preparation. The models
look realistic because primarily original materials are used, like marble, sandstone, basalt, or tuff.
MiniMundus has already become an Austrian "institution" - more than 15 million visitors have already
enjoyed the theme park. Every year new models are being added, or old ones are replaced by new, thematic
landscaping is being developed and a wealth of new ideas will be introduced in the near future. With a total
of 300.000 visitors in the summer season of 2003, MiniMundus is among Carinthia's most popular tourist
attractions.
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4. MULTIMUNDUS: MULTIMEDIA-AUGMENTED MINIMUNDUS

The MultiMundus project represents the pilot project of the M?-Systems Research Lab [5]. Its primary goal is
the development of a multimedia-augmented presentation of selected exhibited models of the MiniMundus
area on different mobile devices like Pocket-PCs, Smartphones, Tablet-PCs and Notebooks (see Figure 1).
Thereby, different contents like texts, graphics, maps, audio and video sequences to exhibited models are
adapted to the terminal capabilities of the device (like display size and colour depth) as well as to the
preferences of the consumer (like language, age and interests).

Figure I: the MultiMundus scenario
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In the first stage of expansion, the consumer should be able to navigate through a MiniMundus map
interactively to get additional information (i.e. multimedia content) to selected models on a prepared mobile
device, which can be borrowed at the MiniMundus entrance (see Figure 2). Thereby, the additional
information is transferred selectively from a central server to the consumer device over a wireless network
(IEEE 802.11g) by using standardized protocols. The multimedia-augmented presentations of the diverse
models are easily creatable by a Presentation Designer, as well as publishable and maintainable on the server.
The server-side part of the system enables the MiniMundus operator to query the latest statistics about visited
models and duration of stay of each visitor. The presented information is adapted to various needs, interests
and languages of diverse target groups like adults, pupils, or even handicapped persons. User behaviour,
usage intensity or special interests can be tracked with the included statistics module, which allows
immediate content adjustments to adhere the customer's needs.

Figure 2: the MultiMundus museum guide

At the end of the second stage of expansion, the consumer can get the multimedia-augmented presentations
on her/his personal mobile device. Thereby, the content will be distributed over different wireless networks
like Wireless LAN, Bluetooth and/or UMTS/GPRS, selectively. In this context, an implementation of
moderated audio guides for travel groups is also planned. Moreover, various technologies for location-based
services (eg. GPS, RFID) will also be evaluated in this phase. The consumer will get a multimedia-
augmented presentation automatically to that exhibited model, which is closest to her/him and fits his
personal needs and interests.

4.1. LOCAL GUIDE

The local exhibition guide works without wireless network. The presented content of exhibited objects is
adapted in advance to the capabilities of the consumer's device and provided on a storage card.

The local guide is dedicated to situations where the environmental conditions do not allow a reasonable
coverage with a wireless network (e.g. in caves), or when the consumer's device is not equipped with a
WLAN adapter. In contrary to the networked guide, the local guide does not allow any real-time content or
statistics about the usage of the guide in the exhibition area.
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4.2. NETWORKED GUIDE

The networked guide connects to a central server through a wireless network. In this scenario, the server

adapts the presented contents to the exhibited objects dynamically to the capabilities of the consumer's device

(screen, computing power) and to the preferences of the consumer (language, age, interests).

The main advantages of the networked guide are the possibility to dynamically show real-time data from
live-servers (e.g. content updates or even advertisement), and to query real-time statistics about usage of the
system. The latter enables the operator to dynamically adapt presentations according to statistical results.

4.3. CONTENT MANAGEMENT SYSTEM

The Content Managemet System is a web-based application that facilitates the management of profiles,
languages and object presentations on the server. This enables the presentation designer to upload various
media contents (texts, images, videos, audios) to the server and to assign these contents to objects. The
composition of the contents to an object presentation is possible with an integrated presentation editor.

The main advantage of the CMS lies in the single provision of media contents in a high resolution and
quality. If e.g. the known maximum screen resolution of a supported consumer device is 640x480 pixels, the
video shall be provided in that resolution. When the presentation server (based our universities’ open-source
Video ToolKit ViTooKi [6]) needs to serve a consumer device with a much smaller resolution, then it
automatically adapts the video to a size appropriate for the requesting device. The same holds for all other
kinds of visual content like images, texts or audio.

4.4. SERVER MODULE FOR REAL-TIME STATISTICS

The server module for real-time statistics is an optional component for the networked variant of the mobile
exhibition guide. The module enables for an analysis of session-related information about the usage of a
mobile exhibition guide, like consumed objects, visiting path in the area, or the selected profile. Due to the
real-time characteristic of this module, the system can take care about the needs and interests of the consumer
and offer her/him appropriate adapted content, dynamically.

The statistics module is also available for the local and rentable variant of the mobile guide. However, real-
time queries and analysis are not possible with this variant. Instead, the session-related data and the statistical
results are available to the operator, when the consumer returns the guide at the end of the visit.

5. LEARNING EXPERIENCE

Museums and exhibitions create an environment conducive to exploring not only the exhibited objects, but
also new ideas and experiences. Visitors are free to move around and learn concepts, inquire and even apply
what is leaned to their own worldview. A museum visit is thus a very personal experience encompassing both
cognitive aspects, such as the elaboration of background and new knowledge, and emotional aspects that may
include the satisfaction of interests or the fascination with the exhibit itself. Despite the inherently stimulating
environment created by cultural heritage institutions, on their own they often fall short of successfully
supporting conceptual learning, inquiry-skill-building, analytic experiences or follow-up activities at home or
the school [7].

The optimal multimedia guide should support strong personalization of all the information provided in a
museum in an effort to ensure that each visitor be allowed to accommodate and interpret the visit according
to his own pace and interests. Simultaneously, a museum guide should also provide the appropriate amount
of impetus to foster learning and self-development so as to create a richer and more meaningful experience.
Digital augmentation offers a promising way to extend and enhance the process of learning for children,
especially supporting the exploration and reflection when outside the classroom [8]. The use of mobile
devices is particularly effective when applied to a context related activity, equipping learners with reliable
tools that enable to learn anytime and anywhere using different types of perception. In addition, mobile
technology can support social interaction, which is of primary importance for sharing information, ideas,
constructing understanding and shaping knowledge [9].
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A multimedia guide should not only satisfy visitors” interests, but also take into consideration what they have
to learn: orienting visitors, providing opportunities for reflection and allowing to explore related ideas,
thereby greatly enhancing the visit's educational value. In essence, the guide can stimulate — especially for
children - new interests and suggest new paths for exploring the museum. A system that supports visitors in
their visit should take into account their agenda, expectations and interests as well as the peculiarities of a
cultural experience in a physical environment.

The developed server/client environment for this mobile guide is easily reusable in various fields of e-
learning like virtual exhibitions or distance learning, simply by adding different multimedia contents with our
CMS (Content Management System).

6. USER BEHAVIOUR

To extend the educational reach to potential visitors of MiniMundus, gauging visitor behaviour becomes
more and more important. Consistent interpretation of user behaviour usage intensity or special interests can
be tracked with an included statistics module, which allows immediate content adjustments to adhere the
customer's needs. It allows the museum to react to customers’ preferences while the visitor’s privacy has to
be respected. MiniMundus does not collect information that personally identifies individuals except when
individuals provide such specific information on a voluntary basis. For example, registration may be required
for borrowing a PDA at the main entrance to assign the person to a certain target group. In all such cases, all
information that is voluntarily provided by the user will be kept strictly confidential. Statistical analyses of
user behaviour and characteristics, in order to measure interest and use of various sections of the exhibition,
so as to improve focuses and navigation to gather marketing information can be of an advantage in the
market. Only aggregated data from these analyses, not individual data, will be used for this purpose.

7. CONCLUSION

Museums play a significant role in learning contexts especially when providing interactive experiences. As
the power of storage, computation and display technologies grew, handheld devices became more and more
functional and suitable to play the role of mobile platforms for multimedia applications. Best learning results
are achieved when people are engaged cognitively, physically and emotionally, especially when it comes to
children. In behalf of providing a new experience for visitors in museums, exhibitions, theme parks or on
sport events, our work brings up a PDA to be a professional multimedia tour guide.

Besides from new and very individual learning experiences, one major benefit for museums or exhibition
halls is to track user behaviour: duration in front of objects, usage intensity or special interests can be tracked
with an included statistics module, which allows immediate content adjustments to adhere the customer's
needs and to react to visitors’ needs.
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Abstract

Nowadays there are plenty of electronic training materials used for eLeraning — eL — via web or applying CD ROMs. The
quality and the content are different, there are fairly well qualified developers’ group, but in several cases the eL product
can’t be reachable by the users. What kind of lacks provide these constrains? There are different LMS systems which
don’t support the portability. International bodies agreed upon standards for eLearning materials. Do experts and
developers know about these standards? It is interesting to know how the eL market exists, is there any preferences in
application by the users. The author decided to find the answers to these questions. The paper presents the part of results
of Research of Comprehensive application of eLearning.

Keywords

ICT, eLearning, portability, knowledge of eLearning standards, web based training, Comprehensive application of
eLearning.

1. BACKGROUND

On 17th of November 2004 organized MTA SZTAKIC. the 5th eLearning Forum together with MATISZ’,
Miiszaki Konyvkiad6® and SZAMALK®. The Forum gives the possibility for the experts dealing with
electronic learning — eLearning, eL —, to give and listen to presentations about up-to-date information of
researches, results of development and experience of applications.
Author applied the questionnaire edited by himself on research of Comprehensive application of eLearning at
that Forum. The aim of research is to study

- general data and the daily use of ICT — Info-Communication Technology

- knowledge about eLearning

- knowledge of standards and portability
There were 10 questions per topics.

The research is based on a three phase process according to the Target groups:

- eLearning experts Phasel November 2004

- engineer teacher student Phase2 March 2005

- teachers from secondary vocational schools Phase3 June 2005
Author expected 80-100 questionnaires in every phase. In Phasel 91 experts answered, this paper presents an
overview about the results of analyses.

Selecting the core elements of the analyses the average expert
- is aman in age 31-50, with higher education diploma,
- works in educational institute as an employee,
- has more than 15 years experience in ICT,
- switches his computer at home every days,
- has used eLearning materials,
- prefers Internet versus CD ROM,
- prefers blended learning,

® COMPUTER AND AUTOMATION RESEARCH INSITUTE HUNGARIAN ACADEMY OF SCIENCES
7 Hungarian Association of Content Industry

¥ Technical Publisher Ltd.

® SZAMALK Education and Information Technology Ltd.
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- would like to try exams via web,

- knows eL standards but does not use,

- knows eL web sites,

- and theoretically supports the broad application of eL.

2. GENERAL DATA AND ICT APPLICATION

The gender was 30.8% women and 69.2% men of answering experts. The age ratio is shown on Figure 1.

Age
B 51-70 | Betw een 18-30
O Between 51- years
years 25%

27%

B Between 31-50
years
48%

Figure 1: Age of answering experts
The 3,3% of answerers had secondary vocational degree, and 96,7% had higher education diploma either
BsC or Ms level. From the second group 12,1% had PhD certificate as well. and 1 academician also filled the

questionnaire.

The 44% of people work in educational institution, 24% in small and medium enterprises — SME —, 13% in
state own big companies.
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Type of workplace

Other Did not answ er State company
16% 1% 13%

Public sector
2%

Entreprize
24%

Educational institute
44%

Figure 2: Type of workplace

There were high the ratio of bosses: 34%. It can explain because of the strategic questions and practical
experiences are discussed at the eLearning Forum, and bosses take the importance of personal participation.
The participation of educators was 22%. Similarly — 23% — took part the experts. The 16% of answerers
works as developer.

Student Other
0% . 5%
Boss
34%

Teacher
22%

Expert Developer
23% 16%

Figure 3: Occupation
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3. KNOWLEDGE AND APPLICATION OF ELEARNING

The majority of experts, 84% have used eL material. I was interested in which information carrier is
preferred in the applications.

Almost half of experts — 48% —, prefer the Internet. Only one fourth — 24% —, selected the CD ROMs. 12% of
answerers did not know and here appeared in higher ratio — 16% —, the people who did not answer. Most of
the answerers selected Internet emphasized the updated learning material. People selected CD ROMs told the
security as the reason.

Did not answer
16%

Does not know

12% Internet
0

48%

24%

Figure 4: Preference of Internet versus CD ROMs

There are several Learning Management System — LMS —, exists at the eLearning market. Sometimes there is
the biggest problem for user, that developed learning material can not be applied in the LMS system they
own. In this case the dissemination is so difficult.

It was interesting to examine the knowledge of LMSs. The answerer could select any of the listed LMSs,
proving of any kind of level of knowledge.

Most catch was for Eduweb, which is a Hungarian Learning Management System, developed especially for
schools. 26 people named another LMS which was not listed. 23 people selected Coedu — also Hungarian
LMS — and IBM Lotus LearningSpace. 23 experts know the ORACLE iLearning system. There were less
than 20 catch for the multinational ICT companies: 18 for SAP Learning Solution, 16 for WebCT and 15 for
Cisco. Sabedu Knowledge Linker Enterprise and Lapoda also Hungarian developed systems were on the
same level. There were two interesting results. Moodle is an open source LMS is known by 12experts. But
Microsoft Learning Gateway is the least known system in Hungary, only 11 experts named that system.

Most than the half of the experts use any of LMS from the list. Two third of them were involved into training
material development. '

I examined the opinion about the future of eL in the coming 5 years. 57% stated the importance of eL
application and 85% selected the blended learning technology. 84% of expert supported the possibilities of
examination via Internet.
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Moodle:
-

12

Knowledge Linker Enterprise: 14

Coedu:
23

MS Learning Gateway: Eduweb:
11 30
WebCT:
16 ORACLE iLearning:

22
SAP Learning Solution:
18
IBM Lotus LearningSpace: 23

0 5 10 15 20 25 30

Figure 5: Well known LMSs

4. KNOWLEDGE OF STANDARDS AND PORTABILITY

In this chapter the author presents the analyses of possibilities of broader dissemination of eL training
materials.

85 % of experts have positive opinion. They think the portability of training materials is important.

Similarly to the previous chapter I examined the knowledge of standards developed for eLearning systems.

Dublin Core:
20

Figure 6: Knowledge of eL standards
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58% indicated the knowledge of SCORM. This high result can be thanked because of eLearning Forum. We
dealt several times with importance of SCORM standard. 29 experts have heard about AICC standard. The
knowledge of IEEE, IMS and Dublin Core were almost on same level. More than 40% applies some of
standard.

81% of experts has a definite opinion about the constrains of portability.

Property right:
32

Lack of information flow: 55

Lack of technical knowledge:
30

Figure 7: Constrains of spread of standard eL materials

55 experts told about ,Lack of information flow”. Almost the same number: 32-30 indicated the ,,Property
right” and ,,Lack of technical knowledge”. 20 experts named further reasons.

There was the most exciting question: ,If you have the ownership of developed eLearning training material,
do you offer for the common use?” That was the question where the highest proportion of answerers — 25% —
did not share their opinion. But only 4% indicated a negative answer, refusing the common application. 71%
agreed in sharing eL material for common use. I asked the statement of giving ,,Yes” answer about the share
would be free of charge or they request money for the use. Two third of them asked for the property right
paying and only one sixth would offer free of charge or did not give answer to this partial question.

We can be happy, because the opinion for supporting the portability is positive. But because the target group

was of experts and developers and generally they sell their developed products the habit was contradictive
than expected.
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Did not answer
25%

™
N
>
Free of charge
10%

_ K the property right is paid
49%

Did not answer
12%

Figure 8: eL offer for common use

5. CONCLUSION

I think there were several lessons we can learn from this survey. Generally the expert group was relatively

well informed, enthusiastic for supporting the eLearning
solutions.

application, but they were careful in the real

The total picture can be evaluated after the processing all the target groups’ survey, comparing the situation

of experts, students and teachers.
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Technology Supported Learning - Glossary of Terms
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24/7

24/7

24/7
Twenty-four hours a day, seven days a week. In e-Learning, used to describe the hours of operation of a
virtual classroom or how often technical support should be available for online students and instructors.

HBaIIGCCT M 4YETHPH Yaca Ha JI€H, CEIEM JICHA B C€AMHUIIATA. Hpn CIICKTPOHHOTO 06y‘ICHHC C€ M3I10JI3BA, 3a Ia
OIIMCBA BpPEMETO 3a JOCThII A0 BHUPTyaJlHaTa KiacHa CTasd HIM Kora yqununTe/ CTYACHTUTE WA
MpenoaBaTeIUTE MOraT a oJy4aT TEXHHICCKa ITOMOIIL.

Napi huszonnégy 6érdban, heti hét napon. Az eLearningben a virtualis tanterem miikodési idoszakat vagy az
online tanuldk és tanarok szamara nyujtand6 miiszaki segitségnyujtas elvart elérhetoségét jellemzik igy.

A

Accessibility

JlocTbnHOCT

Hozzaférhetéség
A characteristic of technology that enables people with disabilities to use it. For example, accessible
Websites can be navigated by people with visual, hearing, motor, or cognitive impairments. Accessible
design also benefits people with older or slower software and hardware.

XapakTepucTuka Ha MHOPMALMOHHA TEXHOJIOTHs, MO3BOJIABANIA [OCTHI 0 KOMIIOTBDHH CHCTEMH Ha
xopa ¢ yBpexmanus. [lpumep: nocTbleH web-site Moxe da Oble pasryexnaH/HaBUTUPAH OT Xopa ¢
YBPEXIAHMA HA 3PEHUETO, CIIyXa WX KOTHHTHBHUTE yMeHHs. JIOCTBIIEH U3aiH ChIIO yJIECHsABa X0Opa C 110~
GaBHU WK OCTApesH Xapayep W/HiIu copryep.

A technoldgia egy olyan jellemzdje, ami lehet6vé teszi annak hasznalatat a fogyatékosok szamara is. Példaul
a hozzaférheté webhelyeken a csokkent latasu, hallasa, mozgassériilt vagy értelmi fogyatékosok is el tudnak
igazodni. A hozzaférhetd tervezés a régebbi vagy lassabb hardverrel rendelkez6k szdmara is elényos.

Adaptive

AnantusHoct (Ilpucnocodumoct)

Adaptiv
Adaptive training programs adapt themselves to the skill level or preferences of the learner.
AJJaNTHBHATE CHCTEMH 3a TOJATOTOBKA MPHUTEXABAT CBOWCTBOTO a CE CaMOIPHCIOCOOSBAT KbM HYXKIHTE
WM HMUBOTO Ha IOJITOTOBKA HA YYEHHKA.

Az adaptiv képzési programok alkalmazkodnak a tanulé tudasszintjéhez vagy igényeihez.

ADL (Advanced Distributed Learning)

YenpbpuencrBano Paznpeneneno O0yqenne

ADL (Advanced Distributed Learning, Fejlett Elosztott Tanulas)
Initiative by the U.S. Department of Defense to achieve interoperability across computer and Internet-based
learning courseware through the development of a common technical framework, which contains content in
the form of reusable learning objects.

WuuimaTtnBa Ha AMeprKaHCkoTo MunucreperBo Ha Otopanara (Department of Defense) 3a paspaGorsane
Ha CTaHJapTH3MPaH HauMH Ha yrnotpeba Ha MaTepHay 3a 00ydeHHe, HAMUPAIIK CE Ha Pa3IMYHU KOMITIOTPH,
upe3 Ch3JaBaHe HA €JMHEH TEXHWYECKH IIabNOH, ChIBPXKAll MaTepHald BbB (opmara Ha ,,00eKTH 32
06ydeHue” KOMTO MOorar jia ObJaT H3MOJI3BaHA MHOTOKPATHO.

Az USA Védelmi Minisztériumanak kezdeményezése arra, hogy egyiittmiikddést alakitsanak ki a
szamitogép- és Internetalapl tananyagok kozott egy olyan kozos miiszaki keretrendszer kifejlesztése révén,
amely Gjrafelhasznalhat6 tananyagobjektumok forméjéban tartalmazza a tartalmat.
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Adult Learning Theory

Teopus 3a 06y4yenne na Bb3pacTun

Felnéttképzési elmélet
Principles and practices of providing instruction to the adult learner. Primarily concerned with an adult's
well-defined learning goals, wealth of experience and ability/desire to direct his or her own learning. See
andragogy.

Teopusta ce 3aHMMaBa ¢ IPUHIMIATE W IPAKTHKHUTE 32 npenoaaBane Ha Bb3pacTHH. OT ocobeH uHTEpec ca
CTOCOOHOCTHTE Ha BB3PACTHHMTE [ CH TIOCTABAT ACHH LEJH, BH3MOKHOCTHTE H KEaHUETO J]a yIpaBJIABaT
nocokaTa Ha OOYYCHMETO CH, KaKTO M H3ION3BAHETO HA HATPYNAHHMS OIIHT. (BWX ,mejaroruka 3a
Bb3PacTHH)

A felnétt tanul6 részére nytijtandé utmutatas elvei és gyakorlata. Elsédlegesen a felndtt jol meghatarozott
tanulasi céljaival, tapasztalati anyagaval és sajat tanulasanak irdnyitasara valo képességével/kivansigaval
foglalkozik. Ld. andragdgia.

Andragogy

Ilenaroruka 3a Bb3pacTuu (anaparornka)

Andragégia — Feln6ttképzés
The opposite of pedagogy. A European term introduced into the English vocabulary by Malcom Knowles, it
is the art and science of helping adults learn. A prime contributor to most theories of adult learning,
andragogy as set out by Knowles emphasizes an adults' capabilities to direct and motivate themselves, utilize
past knowledge to assist learning and evaluate the contents of training for relevance and quality.

OOpaTHOTO Ha memaroruka. EBponeiicku TepMHH, BBBEACH B AHIIIMICKHS E€3HK OT Manxem Hoyernc,
NPECTaBIABAI U3KYCTBOTO (M HaykaTa) Ja Ce€ IoMmara Ha BB3PDACTHH HHIAMBHIM Aa ydyar. Crenuaino
BHHUMaHHe ce 00pbIla Ha CITIOCOOHOCTTA Ha BB3PAaCTHUTE 32 CaMO-MOTHUBAIIUS, CAMO-HACOYBAHE M M3II0JI3BAHE
Ha MUHAJI ONIUT W 3HAHUA 332 HAyYaBaHe, U3II0JI3BAHE U OIEHKA HA HOB MaTepHall.

A felndttképzés pedagogiaja. Egy eurdpai szakkifejezés, - amelynek angol szohasznalatat Malcolm Knowles
vezette be -, a felnGttek tanulési segitségének miivészete és tudomanya. A felndttképzés legtsbb elméletének
alapja - Knowles szerint -, a felndtt 6nmagat irdnyité és motivalo, a multbeli tudasnak a tanulas segitéséhez

valo felhasznalasara irdnyuld, és az oktatas tartalmanak targyhoz tartozas és mindség szempontjabol torténd
kiértékelésére szolgald képességeit hangsulyozza.

Applet
Anjer
Kis alkalmazas
A small program, that runs on the Internet or an Intranet, written in the programming language known as Java.

Manka mnporpama, HamucaHa Ha e3mka 3a nporpaMupaHe Java, KOATO ce H3IMBIHABA npes
Hntepuer/UuTpaner.

Egy kis program, ami az Interneten vagy Intraneten fut, és amelyet a Java néven ismert programozasi nyelven irtak.

ASF (Active Streaming Format)

ASF (dopmar 3a npenacsine na BH/ICOCHTHAJT)

ASF (Active Streaming Format) — Aktiv videéfolyam szabvany
A Microsoft file format for digital video playback over the Internet, or on a standalone computer. Acts as a
"wrapper" around any of a number of compression types, including MPEG. Part of Netshow, a proprietary
streaming media solution from Microsoft. Biggest competitor is Real Networks. While this "wrapper"
support many standard formats, ASF files are themselves proprietary.

®opmar Ha MaiikpocodT 3a MMGPOBO mpeHacsHe/moOKa3BaHe Ha Buneocurnan (npe3 WurepHer mmm Ha
OTAeneH KOMImOTsp). CiyxkH KaTto ,,00BUBKA” 3a peiuua BHIOBE Komrpecupane, Bkmounteadso MPEG.
OcHoBeH koHKypeHT ¢ Real Networks. i

Egy Microsoft f4jl formatum az Interneten keresztiil vagy 0nallé szamitogépen torténé digitalis
videdlejatszasra. A videé fajlok becsomagolasaként miikodik, mint egy fajta tomoritési tipus, amelyek kozt
megtalalhat6 az MPEG is. A Netshow, a Microsoft altal szabadalmaztatott streaming — folyamatosan 4raml6
-, média megoldasanak része. Legnagyobb vetélytirsa a Real Networks. Bar ez a “csomagolas” sok
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Assessment

OnensiBane

Ertékelés
Evaluating a learner's actual skill or knowledge level based on the expected skill or knowledge for a person
in the same job, position, or assignment.

KonnyecTBeHa OIEHKA Ha INpaKTHYEeCKaTa IOATOTOBKA WA HHUBOTO HA 3HAHMA, OCHOBAHA HAa OYaKBaHUTE
3HAHM M YMEHHs 32 3a€MaHE Ha OMpPEENICHA ITO3ULM HIH 33 U3IIBJIHCHUC Ha OIpeaeciiCHa 3aia4a.

Egy tanulé valésagos képzettségének vagy tudasszintjének kiértékelése az azonos éllasban, poziciéban vagy
beosztasban levd személytol elvart képzettség vagy tudasszint alapjan.

Assessment Item
OueHsiBaH eJieMeHT/3a7a4a
Ertékelési tétel
A question or exercise on a test, quiz, or other evaluation.

B'prOC WIH YIIPAXXHEHUE 3alaBaH Ha H3IHT/TECT.

"

Egy kérdés vagy feladat egy tesztben, kérd6ivben vagy mas értékelésben.

Asynchronous activities

ACHHXPOHHH JeHcTBUSA

Aszinkron tevékenységek
Activities that take place in a different period of time frame, e.g. e-mail, forum and testing. Typical for
asynchronous activities is that the response is delayed.

Jle#icTBHS KOUTO C€ CITy4BaT B pasjMYHU WHTEpBaIn/mepruonu ot Bpeme. I1p: e-mamn, Gopym, rect. Tunuuno
NpH aCHHXPOHHHUTE NEHCTBHS/NEHHOCTH € Y€ BPEMETO 3a OTTroBOp HE € (UKCHpaHO (3ab6aBeH/OTIONKEH
OTTOBOD).

Olyan tevékenységek, amelyek kiilsnbozd id6ben torténnek, pl. e-mail, forum és tesztelés. Jellemz6 az
aszinkron tevékenységekre, hogy a valasz késleltetve érkezik.

Asynchronous Threaded Discussion Tools

ACHHXPOHHH CPeJCTBA 32 KOMYHUKALHs, H3MOI3BAIM PA3KJIOHEHHs HA JUCKYCHATA (TpeaoBe)

Aszinkron targyalasi eszkozok .
Software that supports text-based conversations between two or more users who are not necessarily online at
the same time. Threading the responses helps users follow and respond to contributions.

Codryep, KOWTO MO3BOJISABA TEKCTOBAa KOMYHHKALIUS MEXIy IBaMa WM [OBeYe MOTPEOHTENH, KOUTO HE ca
HEPEMEHHO €IHOBPEMEHHO CBBP3aHH B MpexaTa. Pa3KkIOHsABaHETO Ha AUCKYCHATA MO TEMaTHKa M03BOJIABA
Ha II0TpeOHUTENNTE a CACAAT AUCKYCHITA ¥ 1a OTTOBApsT HA HHTEPECHHUTE 32 TSAX ChOOLICHHUS.

Olyan szoftver, amely a szovegalapu beszélgetéseket tamogatja, két vagy tobb felhasznalé kozott, akik nem
egyszerre jelentkeznek be a rendszerbe. A valaszok csomagokba torténd felfiizése, segit a felhasznaloknak
kovetni €s megvalaszolni a felszolalasokat.

Asynchronous Training/Learning

ACHHXPOHHO 00y4YeHHe

Aszinkron képzés/tanulas
A learning program that does not require the student and instructor to participate at the same time. Typically
self-paced, online tutorials.

IIporpama 3a 00yueHHe, KOATO HE U3UCKBA YUCHHKA U MHCTPYKTOpA Ja y4acTBaT B IPOIEca IO €IHO U ChILO
BpeMe. OOHKHOBEHO mporpeca Ha 00y4eHHETO Ce OIpeness OT y4allus M ce M3BBbpIIBA BBB (popmaTa Ha
€JIEKTPOHHH PBKOBOJICTBA C HHCTPYKLIUH U 33Ia4H.

Olyan oktatasi program, ami nem igényli a hallgatd és a tanar egyidejii kozremiikodését. Jellemzden
Oniitemezett, online konzultaciok.
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Audience

AyauTopusi

Hallgatésag
The intended end user population of a training product. Careful consideration of audience factors such as
learning styles, level of education, preferences, background, and job responsibilities helps create more
successful e-Learning.

Kpaiiiure norpeGutenu Ha ompeneneH NpoayKT 3a obydeHue. BHHMaTenHATa NpelieHKa Ha crnenupuIHA

takTopu 3a my6mMKaTa 3a KOATO € MpeHA3HAYEH AAfeH NPOAYKT 3a 06ydeHue KaTo CTHII Ha ydeHe, HUBO Ha -

00y4eHHe, NpEINOYUTAHHs, OCHOBA, OTFOBOPHOCTH B paboTaTa, Ch3/IaBaT YCIOBHS 3a NO-e(DEKTHBHO
o0yueHue.

A megcélzott végfelhasznaloi az oktatasi termékeknek. Jellemzdinek - tanulési stilus, oktatasi szint, igények,
hattér és munkakori felelosség -, alapos fegyelembe vétele segiti a hatékonyabb elektronikus tanulast.

Audio-conferencing
Aynuo-koHpepeHuns
Audi6 konferencia
Voice-only connection of at least two sites using standard telephone lines.

I'macoBa Bpb3Ka MEXKIY IIOHE IBaMa YYaCTHHIIH, U3II0JI3BAIH OOMKHOBEHH Teﬂe(bOHHI/I JINMHHUH.

Hangalapu kapcsolat legaldbb két helyszin kozott szabvéanyos telefonvonalak segitségével.

Augmented Reality (AR)
OboraTeHa peajHOCT
Megerésitett valésag (AR)
An environment in which virtual information is superimposed onto the real world to produce an enhanced reality.

Cpena, B KOATO PEaTHOCTTA € JOIIBJIHEHA C BUPTYaIHA HH)OPMAIHSL.

Egy olyan koryezet, amelyben a virtudlis informéaciét a valos vildgra helyezve, egy fokozott valésagot
hoznak létre.

Avatar
ABaTtap

Avatar
In online environments, a virtual digital image representing a person. In e-Learning avatars usually represent
the learners. The term comes from a Sanskrit word meaning an incarnation in human form.

Buptryanno usobpaskeHue NpeacTaBIsBAILO YOBEK B OHJIAMH cpeaa. IIpH IUCTAHIHMOHHO o0y4eHue, aBaTapu
Ce M3IO0NI3BAT 3a /I NPEACTABIABAT ydeHUIMTE. TO3M TEPMHUH IPOMU3IN3a OT CAHCKPUTCKA JyMa, 03HAYaBaIla
HIpepaxkaaHe B 4oBenika popma”.

Online kornyezetekben egy virtualis, digitalis kép, ami egy személyt képvisel. Az eLearningben 4ltalaban a
tanulokat képviselik az avatarok. A kifejezés egy emberi formaban torténd megtestesiilést jelentd szanszkrit
sz6bol szarmazik.

AVI (Audio Video Interleaved)

AVI (cMeceH ayano-BHIAEO CHTHAJ) !

AVI (Audio Video Interleaved)
A Microsoft format for digital audio and video playback from Windows 3.1. Somewhat cross-platform, but mostly a
Windows format. Has been replaced by the ASF format, but still used by some multimedia developers.

@opmar Ha Microsoft 3a Bp3nponsBexaaHe Ha HUdpoB ayauo wiu Bupeo curHan B Windows 3.1. Tosu
¢dopmar e 3amecter oT ASF ¢opmaT, HO BCe OIIe Ce HU3I0I3Ba OT HAKOM pa3paboTYMIM HA MYJITHMEIUAHU
CHCTEMH. '

Egy digitalis audio és vided visszajatszasara szolgaldo Microsoft formatum a Windows 3.1-bSl. T6bbé-
kevésbé platform fiiggetlen, de els6sorban Windows formatum. Helyét az ASF formatum vette 4t, de ma is
hasznaljak a multimédia fejlesztok.
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B

Bandwidth

MaxkcumaJieH 1e0UT Ha NpeJaBaHe HA HHPOPMaNus

Savszélesség
A measure of the amount of data that can travel through a network. Usually measured in kilobits per second
(Kbps). For example, a modem line often has a bandwidth of 56.6 Kbps.

EnuHnna 3a u3MepBaHe Ha KOJMYECTBOTO JAHHH, KOMTO MOrat Ja ObaaT mpenajgeHu 1o Mpexara. M3mepsa
ce B Kunobura 3a cexynna (Kbps). Hanpumep, MozemMuTe 0OHKHOBEHO IO3BOJISIBAT MPEXBBPIAHE HA 56.6
Kbps.

A halézaton 4tvihetd adat mennyiségének mértéke. Altaldban kilobit/masodpercben (Kbps) mérik. Példaul
egy modemes vonalnak gyakran 56.6 Kbps a savszélessége.

Barcode Reader
YceTpoiicTBo 32 yeTeHe Ha Hap-Ko/i0Be
Vonalkéd olvasé
A card slot extension that allows handhelds to read barcode labels.

PasimmpeHne/KyIuTyHr 3a 4eTeHe Ha KapTH, IMO3BOJIABAII Ha Pa3IM4HH JUKOOHM ycTpoicTBa Ja dyeraT Gap-
KOJIOBE Ha ETHUKETH.

Egy kiegészito kartya, amely lehet6vé teszi a vonalkodolvasast kézi eszkdzokkel.

Blended Learning

CMmeceHO o0yueHuHe

Vegyes tanulds
A training curriculum that combines multiple types of media. Typically, blended learning refers to a
combination of classroom-based training with self-paced e-Learning.

Hporpama 3a 06y‘ICHHC, KOATO BKJIKOYBA Pa3jIMYHA BUAOBE MEIUH. OOHKHOBEHO npeacrasiiiBa KOM6PIHaI_IPI}I
OT NMPUCBHCTBEH KYPC, JOIIBJIHEH C BB3MOXHOCT 3a JUCTAHIITHOHHO 06y‘ICHPIC.

Egy tobbféle médiat alkalmazo oktatdsi forma. JellemzOen a tanterem alapi oktatds és az Oniitemezett
eLearning kombinacidjat nevezik igy.

Blog / Weblog

Baor/YebJor

Blog / Weblog
"Blog" is short for "Web Log" and refers to short messages that are posted onto a web site by an author.
Blogs are typically informal and personal messages, almost like daily diary entries. Blogging has caught on
as a cheap form of knowledge sharing and expert communication. See www.blogger.com for more
information.

bnor e cekpamenue or Yeb Jlor. EnexTpoHeH nHeBHHK. ToBa € eBTHHa (opMa 3a CaMOIyOIMKaIHs.
OOHKHOBEHO, OJIOTOBETE HWMAT €IUH aBTOP, KOMTO MyONMKyBa CHOOIUEHHS, CTaTHH, WIH COOCTBEHH
Pa3MHCIIH C OTpesieNicHa TeMaTika. Bk www.blogger.com

A blogok jellemzden informalis és személyes ilizenetek, amelyek nagyon hasonlitanak a naplobejegyzésekre.
A blogolas a tudasmegosztds és a szakértdi kommunikacio olcsé moddjaként terjedt el. Lasd a
www.blogger.com-ot tovabbi informacidért.

A “blog” a “web log” (webnaplo) roviditése és a szerzo altal egy webhelyre bekiildott rovid tizenetekre utal. }
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Broadband

IIIupoxokaHaiHa BPb3Ka

Széles sav
Transmission over a network in which more than one signal is carried at the same time. Broadband
technology can transmit data, audio, and video all at once over long distances.

l'[peHac;me Ha TIOBE€YEC OT C€AWH CHTHal IIpE3 KOMIKTBbpHA MpEXKa. Ta3zu TexHOMOTHA II03BOJISIBA
€AIHOBPEMECHHOTO IIPCHACAHEC HA JaHHH, ayJUO0 U BUJICO HA T'OJIEMHU PA3CTOAHMA.

Adatatvitel egy olyan halozaton, amin egyszerre egynél tobb jel vihetd at. A szélessavu technologia képes
adat, audio és vided egyidejii atvitelére nagy tavolsagokon at.

Broadcast
M3npanase 10 BCHYKH
Kozvetités
Transferring learning content to many learners simultaneously, as in a satellite broadcast or an IP multicast.

In an IP multicast, numerous learners can participate in a learning event that is broadcast over the network
using the Internet Protocol from a single source.

EnnoBpeMeHHO M3mpamiaHe Ha y4eOHH MaTepHaIHd IO MHOXECTBO YYeHHIH. ToBa MOXe 1a CTaHe 4pe3
u3rbuBaHe OT cobTHUK MM IP multicast. IIpu m3mon3Bane Ha IP multicast, MHOXECTBO yYeHHMIIM MOTar Ja
Y4acTBaT B MPEXOBA cecusi Ha 00yueHHe U3non3Baiiku MHTEepHET-IPOTOKOM OT €MH H3TOYHHK.

ooz

A tananyag egyszerre tobb tanulo6 részére torténd atvitele, példaul mitholdas adassal vagy IP multicasttal. Egy
IP multicastban szamos tanul részt vehet egy oktatasi eseményben, amit az Internet Protokoll segitségével
egy forrasbol kozvetitenek a haldzaton.

Buffering

Bydepupane

Bufferelés — adatok tarolasa
A process used as a part of streaming media technologies whereby a certain amount of data is fed into the
player (such as the RealPlayer) to allow it to begin playing before fully downloading the file.

ITponec Ha mpeBapUTENTHO 3apeXkaHe HA YaCTH OT Meaua-¢haiis (ayauo Wi BHIEO0) OT copTyepa KOUTO mie
ro Be3npoussesie (HanpuMep Real Player), kouto na ca JOCTBIIHHM JOKATO OCTaHAIATa 4acT OT (aiina ce
3apexxna.

A média folyam technoldgiadk részeként hasznalt folyamat, ahol egy bizonyos adatmennyiséget kozolnek a
lejatszéval, hogy a lejatszas a fajl teljes letsltédése eldtt elkezdddhessen.

Bulletin Board System

Eaextponen ®opym

Bulletin Board System
Also known as BBS. The computer equivalent of a public note board, messages can be posted to a BBS for
viewing by other users and other computers. A BBS is often called a threaded discussion.

KoMmioTbpeH eKBHBAJICHT Ha AbCKa 3a 00sBU. ChOOIIEHHsTA MOTAT Ja Ce 3alliCBaT BbB (popyma U aa Obaar
BHDK/IAaHM OT BCHYKH IIOTPEOHTENH OT pa3IHyHU KOMITIOTPH. JJUCKyCHHTE YEeCTO ce MOJUIbpIKaT B iepapXuuHa
CTPYKTYpa, YJIECHsBAIIa AOCThIIA.

BBS-ként is ismert. A faliujsag szamitogépes megfeleldje. Az iizeneteket el lehet kiildeni a BBS-re, hogy a
tobbi felhasznalo és szamitogép hozzajuk férhessen. A BBS-t gyakran nevezik aszinkron megbeszélésnek.
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Card Slot

IMo3uums (KynuiyHr) 3a pasmupeHue

Kartyahely
A component that allows handhelds to connect to various peripherals, including extended memory cards,
digital cameras, and other devices.

Kommnonent, mosponsBam Ha pasHOOOpa3sHH NPEHOCHMH YCTPOMCTBA [a M3MON3BAT Pa3IIMPEHHS KaTo
BBHIIIHA [TaMeT, HU(POBH doToAmapaTu u ap.

”

Egy komponens, ami a kézi esz6z6k részére lehet6vé teszi a csatlakozast kiilonféle periféridkhoz, beleértve a
memoriakiegészitd kartyakat, digitalis kamerakat és mas eszézoket.

Case study
H3cnenBaHe Ha KOHKpeTeH ciay4aii
Esettanulmany
A scenario used to illustrate the application of a learning concept. May be either factual or hypothetical.

Cuenapuii, U310713BaH 32 JIa WIIOCTPUPA [PUIOKEHHETO HA KOHKPETHO U3y4aBaHO IOHATHE. Moke na Obje
XHIOTETHYEH WK (PaKTHYECKH MPUMED.

Egy forgatokonyv, amivel egy oktatdsi koncepcié alkalmazasat illusztraljak. Lehet tényszerii vagy
feltételezett.

Certification

H3paBane Ha cepTudHKaT

Hitelesités
A formal evaluation process conducted by a neutral third party on a fee-basis, typically using a rigorous,
accurate, reliable, validated software test suite and evaluation methodology. Certification is for a specific
version only of the product being tested. Certification may lapse after a specific duration. Certification can be
lost or revoked. Certifying body stands behind its evaluation of the product or service.

®opmaiieH poLEC HAa OLEHKA Ha CO(TyepeH MPOMYKT/yClyra OT HEyTpajlHa OPraHM3alMs C MPHIIATaHe Ha
H34YCPIIBALIM, TOYHH, HANEKIHHA U YTBHPJCHH MOCIEIOBATEIHOCTH OT TECTOBH IMPUMEPU W METOMOJOTHS 3a
ouenka. Ceprudukar ce u3JaBa 3a KOHKPETEH IPOAYKT 3a OIpEAeleH Iepuoa oT Bpeme. Msmanen
cepruduKaT Moxe Ja ObAe aHyTHpaH WM NPOAbIkeH. OpraHM3auMsTa, M3IANa cepTHOUKATA, rapaHTHPA
Ka4yeCTBOTO/HAZEKJHOCTTA Ha MPOIYKTA.

Egy formalis kiértékelési folyamat, amit egy semleges harmadik fél folytat dijazasos alapon, jellemzéen egy
szigorli, pontos, megbizhatd, jovahagyott szoftver tesztdgy és kiértékelési modszertan felhasznalasaval. A
hitelesités csak a tesztelt termék egy bizonyos valtozatara vonatkozik. A hitelesités eléviilhet egy bizonyos
idokorlat leteltével. A hitelesités elvesztheté vagy visszavonhaté. A hitelesité testiilet a termékrdl vagy
szolgaltatasrol adott kiértékelése mogott all.

Chat or Chat Room

Yar

Csevegés vagy csevegbszoba
Text-based group communication on the Internet. Multiple users can type their questions and answers for
everyone to see. This form of group communication occurs in real-time. Synchronous web-casts or
threaded discussions are considered as a better tool.

prnosa KOMYHHKaIWs B I/IHTepHCT Ype€3 HU3MOJ3BAHC Ha TEKCT. MHOXeCTBO OT IIOTpeGPITCJ'IH Mmorar aa
BBBCKIAT CBOUTE BBIIPOCH U OTTOBOPH Taka, Y€ Ja Ca JOCTBIIHH 3a BCUYKHA OCTAHAJIM. HpH Ta3u (I)OpMa Ha
KOMYHHKaIWsA, BCHIKH HOTpe6I/ITeJ'IPI y4acTBaT €AHOBPEMECHHO. Hapnqa C€ O1IE€ CUHXPOHHA IUCKYCHS.

Szovegalapu csoportos kommunikacié az Interneten. Tébb felhasznald gépelheti be a kérdéseit és valaszait,
amiket mindenki lathat. A csoportos kommunikéacionak ez a formaja valds idében torténik.
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Chunking

PazbuBane Ha mopuuu/4acTn

Darabolas
The process of separating learning materials into brief sections in order to improve learner comprehension
and retention.

IlpouecsT Ha opranusupane Ha MaTepHanuTe 3a OOydYCHHE B KDATKH JIEKIMH 33 T0-JECHO YCBOSBAHE H
3allaMeTsABaHe OT YYECHUIIUTE.

Az a folyamat, amely sorén a tananyagokat rovid szakaszokra bontjék a tanuléi megértés és a hosszatavi
megorzés érdekében.

Class
Kype
Tanéra
Scheduled learning event that can take place at a centralized location or in a virtual environment.

IInanupan npouec Ha oGydeHHe, KOMTO MOXe Ja Ce NMPOBEXIAa Ha TPEIBAPHTENHO YrOBOPEHO MSCTO B
KOHKPETHO BpeMe (M3UCKBAIL (PM3MYECKO MPUCHCTBHE KAKTO HAa YYEHULHUTE TAKa M HAa MHCTPYKTOpa/HTe) HIIH
BUPTYAIHO.

Utemezett oktatasi esemény, ami egy kozponti helyszinen vagy virtualis kérnyezetben tarthaté meg.

Classroom Training

OO0y4yeHue B KJIacHa cTast

Tantermi képzés
Any training conducted where the students and facilitator interact in a real, physical classroom. Unlike
"Instructor-led Training (ILT)" which, although there is an instructor, could still take place over an Internet
connection.

OGy4eHue, Npu KOETO y4EHHIIMTE M MHCTPYKTOPA Ce HAMMPAT B PeaHa KiIacHa cTas. ToBa € pasiM4HO OT
TIOHATHETO ,,00y4eHNE C MHCTPYKTOP”, KBJETO 00YYEHHETO MOXKeE Jia Ce H3BBpIIBa npe3 MHTepHeT, BHIpeKH
HAJTMYMETO Ha IPEroaaBaTell.

Barmilyen oktatés, ahol a hallgatok és az oktaté valds, fizikai osztalyteremben 1épnek kapcsolatba egymaéssal.
Ehhez hasonl6 az “Oktatovezérelt oktatas (Instructor-Led Training (ILT))”, amely, bar jelen van az oktato,
Internetes kapcsolaton keresztiil is torténhet.

Clip Media

Menuen xiun

Média klip
Pre-existing pictures, audio files, videos clips that can be "clipped" out and pasted directly into a computer
program. Also known as "stock media".

W306paxeHns, ayauo U BHEO KIMIOBE, KOMTO MOTaT Ja Ce NPUIOKAT TMPEKTHO B JajieHa KOMITIOThPHA
nporpama.

Kész képek, audio fajlok, video klipek, amiket ki lehet “vagni” és beilleszteni egy szamitogépes programba.
“Stock media” néven is ismert.

CMS (content management system)

Cucrema 3a NoAIPBKKA H yNPaBJIEHHE HA y4e0HO ChAbPKAHHE

Tartalomkezelé rendszer (CMS)
A centralized software application or set of applications that facilitates and streamlines the process of
designing, testing, approving, and posting e-Learning content, usually on Webpages.

Codryepen poayKT, 103B0JISBAII NIOAPEKIAHETO, 3aPEXKAAHETO, TECTBAHETO M TOIPHKKATA HA MATEPHAIH
3a 00yJeHHe, OOMKHOBEHO Ha ye0-CTpaHHIIH.

Egy kozpontositott szoftver alkalmazéas vagy alkalmazisok halmaza, altalaban weboldalakon, ami segiti és
korszertisiti az eLearning tartalom tervezésének, tesztelésének, jovahagyasanak és kozzétételének folyamatat.
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CODEC (Coder/Decoder)

Cucrema 3a KoMnpecupane/iekoMnpecupane Ha aiioBe (CODEC)

Kédol6-dekodolé (CODEC)
A mathematical system for compressing (encoding) and decompressing (playing back) a video or audio file.
CODECs can be hardware or software-based, or both. Hardware CODECS are often more efficient, but the
trade-off is that not all users will have the special hardware needed to play back the file.

Cucrema 3a KoMIpecHpaHe W I€KOMIPECHpaHe Ha BHIEO H/HIIH aymuo ¢aitnoe. ToBa mMoxe ma 6bae
OCBINECTBEHO HA Xap/lyepHO HIIH COPTYEPHO HUBO (WM cMeceHO). KompaHeTo e mo-edeKTHBHO, KOraTo ce
OCBIIECTBABA HA XapIyePHO HHMBO, HO TOBA IOCTaBS M3MCKBAHMSA 3a creuuduUYeH Xapiayep W MoOxe ja
3aTPY/IHU OTPEOUTENNTE IPH ONHUT 3a AEKOAUPAHE Ha JaneH (baii.

Egy matematikai rendszer vide6 vagy audio fajlok tomoritésére — kodolas - és visszajatszasara - dekddolas. A
CODEC-ek lehetnek hardver vagy szoftver alapuak, vagy vegyesek. A hardver CODEC-ek gyakran
hatékonyabbak, de hatranyuk, hogy nem minden felhasznalé részére all rendelkezésre az a specialis hardver,
ami a visszajatszashoz sziikséges.

Cognitive level

HuBo Ha ycBosiBane Ha yueGen maTepua

Tudasszint
A designation that identifies the knowledge and skills (mental or physical) a learner must display to prove
mastery of a given reusable information object (RIO).

3HAHHC WM YMEHHE KOETO YYEHHKBT TpsibBa 1a JEMOHCTPHPA, 3a Ja JOKaXKe HHBOTO HA KOETO € ycBouI/a
KOHKPETEH YPOK.

Egy meghatdrozas, ami azonositja azt a tudast és a mentélis vagy fizikai képzettséget, amivel a tanulonak
rendelkeznie kell ahhoz, hogy egy adott Gjrafelhasznalhaté informécio objektum — reusable information
object (RIO)-, elsajatitasat bizonyithassa.

Cognitive Loading
»KOrHHTHBHO 3apexxaane”
Tudas betoltés
The process of placing elements into a person's short-term memory.

IponecsT Ha ,,3apexaane” Ha 3HaHUS B KPATKOBPEMEHHATA IAMET Ha yYaIIlHs.

Az a folyamat, aminek soran az elemeket a személy rovidtavii emlékezetében elhelyezik.

Collaboration technology

TexHonorus 3a cbBMecTHa paoTa (AMCTAHIHOHHO)

Egyiittmiikodési technologia
Software, platforms, or services that enable people at different locations to communicate and work with each
other in a secure, self-contained environment. It can include document management, application sharing,
presentation development and delivery, whiteboard, chat, and more.

CoQryepen mnpomykT mwm ycmyra, nossosisBamia Ha Xopa, HaMHpalld Ce€ Ha pa3ldYHH MecTa, Ja
KOMYHHKHpAaT W  paboTaT 3aeqHo. TakaBa cHCTEMa MOXe Ja  BKIIOYBA CpeacTBa  3a
PeNaKTHpaHE/3aNNCBaHe/PAsIIeKIAHE HA NOKyMEHTH, M3ION3BAHE HA €IHM M  ChIM IIpOrpamH,
PaspaboTBaHe u Npe/ICTaBsHe/ OKa3BaHe HA AOKJIA/IH, Yat, GOpyMH U p.

Szoftver platformok vagy szolgaltatasok, amik lehetévé teszik a kiilénbézé helyeken levé emberek szamara a
kommunikaciét és a kozds munkit egy biztonsdgos, 06nall6 koérnyezetben. Tartalmazhat
dokumentumkezelést, alkalmazdsmegosztast, bemutaté fejlesztést és kézbesitést, tabla alkalmazast, csevegést
és egyéb funkciokat.
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Collaborative Learning

OGyuenue upe3 o6MeH Ha uHoOpManus

Egyiittmiikodé tanulas
Learning through the exchange and sharing of information and opinions among a peer group. Computers
excel in mediating collaborative learning for geographically dispersed groups.

O6yuenune 6a3upaHo Ha pa3MsHa/0OMeH Ha HH(OPMALHS 1 MHEHHUS MEX/y PAaBHOIPABHH WICHOBE Ha Na/cHA
rpyna (cbyueHunu/konery). M3mnonsBaneTo Ha KOMIIIOTPH II03BOJISIBA TO3H MPOIIEC HA OOMEH JIa CE U3BBpILIBA
JIOpH B TPYIIH, B KOUTO 4JIEHOBETE Ca Pa3sIpPbCHATH HA Pa3IMYHU (PU3NUECKH MECTA.

Egyenranguak csoportja kozti informacio- és véleménycsere és megosztds révén torténd tanulds. A
szamitogépek kivaléan teljesitenek az egyiittmiikodd tanulds foldrajzilag szétszort csoportok kozti
kozvetitése terén.

Compliance

IIpeorcTbnBaHe (Ha TecTOBE)

Megfelelség
A “self-test” software test suite is available to both implementer and user. Software test suite usually
designed to rigorously test inputs, processes, and outputs of a guideline, recommendation, specification, or
standard: Know the source. Provider of test suite may or may not allow users of test suite to claim more than
conformance (no formal Endorsement).

”CamMomnpoBepsBamma” MOJPEIOBATEIHOCT OT COQTYEpHH TECTOBE, MPEOTCTHIIEHA 3a IOI3BaHE OT
paspaboTurka Ha noTpeburenure. Ts ce MPOEKTHUPA 3a H3UEPIATEIHO TECTBAHE Ha BXOAOBETE, IIPOLECUTE H
M3XOIUTE HA HMHCTPYKIMH, CHENMOUKALNM WIN CTaHAapTd. [IpeoTcrhlnBamiaTa OpraHM3alus MOXeE .a
T03BOJIM HA MIOTPEOUTENNTE 1a H3HCKBAT CaMo IPOBEPKa 3a ChOTBETCTBUE MIIM U JIONBIHUTEIHN H3UCKBAHHA
(6e3 hopmaitHO criopazyMeHHe).

Egy 'Onteszteld' szoftver tesztagy elérhetd mind a kivitelez6, mind a felhasznald szamara. A szoftver tesztagy
altalaban a bemenetek, folyamatok és kimenetek szigoru, iranyelvek, ajanlasok, specifikacidok vagy
szabvanyok szempontjabol tesztel. A tesztagyat szolgaltato megengedhet a felhasznaléinak a megfelelésnél
tobbet allitani, de ez nem sziikségszerl, nincs formalis hozzajarulas.

Compression
Komnpecupane
Tomorités
A technique used to encode information so that it fits in a smaller package for easy storage or transmission.

TexHonorus 3a KOaupaHE€ Ha I/IH(I)OpMaHI/I}I U HaMaJIIBaHC Ha (1)1’131/1‘-1601(1/[5[ 1 00eM 3a Io-JIeCHO IpeaaBaHe
HIIH CbXPAaHECHHUE.

Egy, az informacid kédolasara szolgald techniké, aminek célja, hogy az kisebb csomagban elférjen a konnyli
tarolas vagy atvitel érdekében.

Computer Based Education (CBE)

KomnioTspHo 06yuenue

Szamitégép-alapu oktatas
A generic term for a computer program used by a learner to acquire knowledge or skills. See e-Learning.
O6001en TepMuH 3a U3MOM3BaHE HA KOMITIOTBPHH NIPOrPaMM OT ydaluus 3a Npuaobusane/o6oraTsBaHe Ha
cnenu$UYHU 3HAHUS U yMenus. Boic. Enexmponno obyyenue.

Altalanos meghatdrozds, egy tanuld altal tudds vagy képzettség megszerzésére hasznalt
szamitogépprogramra. Lasd: eLearning.
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Computer Based Learning (CBL)
KommnioTbpHo 06y4yenue
Szimitogép-alapu tanulis
A generic term for a computer program used by a learner to acquire knowledge or skills. See e-Learning.

O60611eH TepMHUH 3a HM3MION3BaHE HA KOMITIOTBPHH NPOTPaMH OT ydalus 3a npuaobuBaHe/00oraTsaBaHe Ha
CTeLHUIHH 3HAHUS U yMeHHs. Boic. Enexmponno o6yyenue.

Altalénos meghatdrozas, egy tanuld altal tudis vagy képzettség megszerzésére hasznalt
szamitogépprogramra. Lasd: eLearning.

Computer Based Training (CBT)
KommnioTbpHo 06yuenne
Szamitégép-alapa képzés
A generic term for a computer program used by a learner to acquire knowledge or skills. See e-Learning.

O60611eH TepMHH 3a U3MON3BAHE HA KOMIIIOTBPHH MPOTPaMH OT ydallus 3a npuaobuBaHe/oboraTtssane Ha
crienu()MIHN 3HAHKUA U YMEHHS.

Altalanos meghatdrozas, egy tanuld altal tudas vagy képzettség megszerzésére hasznalt
szamitogépprogramra. Lasd: eLearning.

Computer Managed Instruction
KomnioTbpHo ynpasisiBano npenogaBane
Szamitégéppel irdnyitott oktatas
The components of e-Learning that provide assessment, student tracking and personalized lesson plans.

Kommonentn 3a OLICHABAHE, H3TOTBSIHE Ha HHAWBUIAYAIHH IUIAHOBE 3a OGY‘ICHHC " 'Haﬁmoue}me Ha
06yqaeMm1 B IIpo1eca Ha J.II/ICT&HI.IPIOHHO/CJ'ICKTPOHHO 06yqe}me.

Az eLearning felmérést, hallgato kovetést és személyre szabott lecketerveket biztosité komponensei.

Computer Supported Learning Resources (CSLR)
Homxbpxamu pecypen npH KOMIIOTHPHO 06yYeHHe
Szdmitégéppel tamogatott oktatasi eréforrasok

The parts of a e-Learning product other than those that instruct, test, or track progress. These include
glossaries, bulletin boards and chats, bibliographies, databases, etc.

KomnonenTn BkmouBamm peunuim Ha TepMUHHTE, Qopymu, yar, GuGnMorpadum, Gask NaHHM H ap.,
H3NOISBAHM B NpOLECa Ha JHUCTAHIMOHHO/CEKTPORHO obyueHne. Te3su KOMIOHEHTH ca pasiM4HH OT
KOMIIOHEHTHUTE 32 OLICHABAHE, HAOIIOICHHE U MHCTPYKTHPAHE.

Egy eLearning termék azon részei, amelyek célja nem az oktatas, tesztelés vagy a haladas kovetése. Ide
tartoznak a szojegyzékek, hirdetdtablak, csevegok, irodalomjegyzékek, adatbazisok, stb.

Content on demand (CoD)

ChabpxaHue no nopbyKa

Igény szerinti tartalom
Immediate availability via the network of an offering packaged in a media format such as audio on demand
(AOD) and video on demand (VOD).

Bb3mokHOCT 32 mOpbuka u nonmydaBane Ha Me/na-(ainose (ayHo /WM BHIEO) IO MpEXKaTa.

Egy média formatumban - példaul audio on demand (AOD, igény szerinti audio) vagy video on demand
(VOD, igény szerinti vided) -, csomagolt ajanlat halozat itjan megoldott azonnali elérhetdsége.

Course

Kype

Tanfolyam
Term used to describe the collection of elements that make up training on a given subject. Usually a course is
broken up into lessons, sections, or modules but course is sometimes used interchangeably with these terms.

Kpr Ha 06y‘lCHI/IC. CB’bp3aHa CBbBKYITHOCT OT OTIEJIHHU JICKIIUHU U MOIYyJH 3a 06y‘IeHI/IC Ha JajacHa teMa.
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Ez a kifejezés olyan elemek gytijteményét irja le, amely egy adott targyrdl szolé képzést alkotnak. Egy
tanfolyamot altalaban leckékre, szakaszokra vagy modulokra bontanak, de néha ezeknek a kifejezéseknek a
megfeleldjeként is hasznalatos.

Course Map

Kapra Ha xypc 3a o0y4enue

Tanfolyamtérkép
Usually a flow-chart or other illustration, a course map details all of the component elements of a course.
Course maps often illustrate the recommended order that students should complete the training.

Jlnarpama/610K-CXeMa MM JIpYT BHI MIIOCTPAlsi Ha OTHCIHHTE KOMIIOHEHTH Ha Kypca Ha oOydeHwe.
OGHKHOBEHO 3aaBa NPENOPHUMTETHATA MOCIIEIOBATENHOCT HA CTHIKMTE Ha OOydeHHe, HEOOXOHMMH 32
YCHEMIHO 3aBbPILBaHE Ha Kypca.

Altaldban folyamatdbra vagy mas 4bra, ami egy tanfolyam Osszes ¢épitoelemét részletezi. A
tanfolyamtérképek gyakran abrazoljak a képzés teljesitésének ajanlott sorrendjét is.

Course Manager

MeHMIXBP Ha Kypc

Tanfolyamkezelé
The course manager is the person who is in charge of the entire course program. He is the one who is
responsible for the course curriculum as well as for the organisational aspects of the course (opening users
access to specific courses, advertising, administrative issues etc.).

YoBeK, KOMTO OTroBaps 3a IAIOCTHA MpOrpaMa 3a 00y4eHHe, BKIIOYHTEIHO H 33 OpraHu3auusra i (JaBaHe
TIpaBa 3a JI0CThII HA yYalluTe, PeKIAMUPAHE, aAMHHICTPHPAHE Ha MPOIIECA H T.H.)

A tanfolyamkezelé az a személy, aki a teljes tanfolyamprogramért felelds. O éppugy felelés a tanfolyam
tantervéért, mint a tanfolyam szervezési szempontjaiért: megnyitja a felhasznalok szamdra a hozzaférést az
adott tanfolyamokhoz, reklamokat készit, adminisztral, stb.

Course Subscriber
Perncrpupan 3a Kypc
Tanfolyam eléfizet6
An individual that has enrolled for a specific course. As such it is a synonym for trainee.

Yogek, KOWTO Ce € 3amicai 3a o0yueHne B KOHKpeTeH Kypc. CHHOHMM Ha y4ail.

Egy egyén, aki beiratkozott egy adott tanfolyamra. Ebben a minéségében a tanuld szinonimaja.

Curriculum
IIporpama Ha o0y4yeHue
Tanterv

A series of related courses.

TlocnenoBaTenHOCT OT CBBbpP3aHU KypCOBE.

Osszetartozé tanfolyamok egy sorozata.

Cyberspace
Kubep-npocTpancrso
Kibernetikus tér
Jargon referring to the Internet, or the World Wide Web.

HuTepHeT, yeo, eleTpOHHO IPOCTPAHCTBO.
Az Internetre vagy a World Wide Webre vonatkozo szakkifejezés.
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Delivery
H,ocTamca
Atadas

Any method of providing education. Methods include instructor-led training, Web-based distance learning,
online laboratories, CD-ROMs, interactive TV, videos, and books.

Bb3moxHu MeTonmm 3a mpenocraBsHe Ha ydeGHH Marepuand. Metoaute Morar ma Gbaar: obyueHue c
MHCTPYKTOp, IUCTAHIMOHHO 00y4eHue upe3 MHTEpHET, BUPTyaTHH 1a60paTopuH, pa3spOCTPaHEHUE Ype3 Ha
CD-ROM, uHTEpaKkTHBHA TENEBU3H, BUJICO-JICKLINH, €JIEKTPOHHU KHUTH U [Ip.

Az oktatdsi szolgaltatas barmely médja. Modszerei kozé tartozik az oktatdovezérelt oktatis (Instructor-Led
Training (ILT)), a webalap( tavoktatas, az online laboratériumok, a CD-ROM-ok, az interaktiv TV, a videdk
és a konyvek alkalmazésa.

Delivery Method
Meron 3a J0CTaBKa
Atadasi méd

Term describing the way in which training is distributed to learners. Print-based workbooks, classroom,
video, audio tapes, CD-ROM, and Internet are all sample delivery methods.

Tepmun, onucsam HaymHa 3a 0CTaBKa Ha y4eOHH MaTepHanu 0 y4amure. IledaTHu Martepuanmu, KiacHa
CTasd, BuACO U aymuo kacetd, CD-ROM, UHTepHeT ¥ T.H. ca KOHKPETHH PUMEPH 3a Pa3IMYHH METOIH Ha
JIOCTaBKa.

A képzés tanulok kozti elosztisanak médjat leiré kifejezés. Tobbek kozott a nyomtatott munkafiizetek, az
osztalytermek, a vide6 és audio szalagok, a CD-ROM és az Internet tartozik ide.

Digital
Hudgpos
Digitalis

Opposite of analog. Computer signals, the information manipulated by a computer and transferred on the
Internet, are digital. A digital signal varies by discrete values only; that is any point defined within a digital
signal will have the value of either 1 or 0.

O6patHoTo Ha aHa0roB curuan. [lugposuTe curnany ce XapaKTepU3HPaT C JUCKPETHH cTOHHOCTH (1 mm 0)
3a BCAKa KOHKpETHA ToUKa OT curHana. Mupopmanmsra, kosto e mpescrassna, o6paboTBana u mpegasana
4pe3/Mex Ty KOMITIOTPH, € B IM(POB BU,

Az analog ellentéte. A szamitégép jelei, a szamitogép éltal kezelt és az Interneten tovabbitott informacié
digitalis. Egy digitalis jel csak diszkrét értékekkel véltozik, tehat egy digitélis jel tetszbleges meghatarozott
pontja egy digitalis jelben 1 vagy 0 értékkel rendelkezik.

Digital Subscriber Line (DSL)
DSL
Nagysebességii Internet-kapcsolat (DSL)

Refers to high speed Internet connections obtained through a special service of the phone company, using
their standard telephone line.

BPICOKO-CKOpOCTHa I/IHTCPHCT BpB3Ka, U3I10JI3Ballla CTaHJapTHA TCIICd)OHHa JINHUA.

Nagysebességii Internet-kapcsolat, amelyet a telefontdrsasag specialis szolgaltatasként nyuijt a szabvanyos
telefonvonalukat hasznalva.
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Distance Education
JINCTaHIMOHHO 00y4eHue
Téavoktatas
The formal process of distance learning. This term has traditionally implied the higher education level.

IIpouec, npu ko#TO 06yueHHETO Ce M3BBPIIBA OT pa3cTosHHME (HE BHB (U3Muecka KiacHa ctas). Tosu
TEPMHH TPAAULHOHHO CE€ CBbP3BA ChC CIIE] TMMHA3UAIHO HUBO Ha 00y4YeHHE.

A tavtanulas formalis folyamata. Ez a kifejezés hagyoményosan magéba foglalja, hogy magasabb oktatasi
szintrdl van szo.

Distance Learning

OGyueHue oT pa3cTosinue

Tavtanulas
Situation in which the instructor and students are separated by time, location, or both. Courses are delivered
to remote locations via synchronous or asynchronous means.

Cutyanys, Ipu KOSTO MHCTPYKTOPBT M yYalllMTe Ca pasjelieHu 1o MscTo 1 BpeMe. Kypcosere ce mpoeskaat
JUCTaHLIMOHHO - CHHXPOHHO WJIH aCHHXPOHHO.

Olyan helyzet, ahol az oktat6 és a hallgatok térben és/vagy idében tavol vannak egymastol. A tanfolyamokat
szinkron vagy aszinkron modon juttatjak el a tavoli helyszinekre.

Distributed Learning

Pasnpenesieno o6yuenne

Elosztott tanulas
Distance learning that makes use of information technology. Includes most types of distance learning but not
plain correspondence (very similar to e-Learning).

Oﬁyqe}me OT Pa3CTOAHHUEC, H3II0JI3BAIIO0 PIH(bOpMaHPIOHHI/I TEXHOJIOTUH. BKJII0OYBA MHOXECTBO BHOOBE
JAUCTAHIIMOHHO 06y‘-ICHPIC, HO HE KOPECIIOHJACHIINA B YUCT BUL. ITono6Ho € Ha €JIeKMmpPOHHOmMO o6yueHue.

Olyan tavoktatas, amely informacio-technologiat hasznal. A tivoktatas legtébb médjat tartalmazza, de nem
levelezd oktatés, nagyon hasonl6 az eLearning-hez.

Domains of Learning
TumnoBe o0y4yenune
A tanulas tartomanyai
Three divisions used to classify types of learning: psychomotor (physical), cognitive (mental), and affective
(emotional).

O6yqe}me'r O C€ pa3aeiisi Ha TP OCHOBHHM THIIA: (bPBPI‘{CCKO, KOTHUTUBHO ¥ €EMOIIMOHAIHO.

Harmas felosztds a tanulas tipusaira: pszichomotoros (fizikai), tudas alapt (mentélis) és affektiv (érzelmi).

Download

H3rernsne na gaiin

Letoltés
1) A file that's transferred or copied to a user's computer from another connected individual computer, a
computer network, a commercial online service, or the Internet. 2) To transfer or copy a file to a user's
computer from another connected individual computer, a computer network, a commercial online service, or
the Internet.

1) @aiin, Hamupan ce Ha OTHaNeYeH KOMIIOTBP, CE MPEXBHPIA Ha KOMIIIOTbpPa Ha NOTpeOWTENs mpe3
KOMIIOTbpHA Mpeska, HTepHeT 1im nnatena onnaiiH ycuyra. 2) Ilpouec, npu koiTo ¢aii, Hamupan ce Ha
OTAAJICHCH KOMIIIOTBP, CE MPEXBHPIIA Ha KOMIIOTHPA Ha MOTPEOUTENI TIpe3 KOMITIOThPHA Mpexa, MHTepHeT
WM IUIaTe€Ha OHJIalH ycIyra.

1) Egy f4jl, amit egy felhasznal6 szamitogépére visznek 4t egy masik csatlakozott egyén szamitogépérol, egy
szamitogép-halozatrol, egy kereskedelmi online szolgéltatésrél, vagy az Internetrdl. 2) Fajl atvitele vagy
masolésa egy felhasznald szamitogépére egy masik csatlakozott egyén szamitogépérdl, egy szamitogép-
hél6zatrdl, egy kereskedelmi online szolgéltatésrol, vagy az Internetrdl.
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DPI (Dots Per Inch)
DPI
DPI (Dots Per Inch)
A measure of image resolution.

Hauun 3a u3mMepBane Ha pa3/ielMTeNIHaTa CIOCOOHOCT Ha n300paxxenue. M3Mepsa ce ¢ 6poii TOUKH Ha MHY.

A képfelbontas egyik mértékegysége (hiivelykenkénti képpontok szdma).

DVD-RAM

DVD-RAM

DVD-RAM
Refers to writable DVD disks. Analogous to CD-R and CD-RW, but with several times the storage capacity
of these older formats. Special drives are required for writing onto blank DVD-RAM disks.

DVD nuckoBe, o3BosBaiiy 3amuc Ha gaHuu. Ilogo6un Ha CD-R u CD-RW, HO N03BOJIABAIIH 3aIIUCBAHETO
Ha HAKOJKO ITbTH NoBede HH(popManus. 3a 3amucBaHe BbpXy mpazeH DVD muck € HeoOXOOUMO CIELHATHO
3aIHCBaIIO YCTPOHCTBO.

frhat6 DVD lemezek. A CD-R és CD-RW megfeleléje, de ezeknek a régebbi formatumoknak a
kapacitdsinak a sokszorosaval rendelkezik. Az iires DVD-RAM lemezek irdsahoz kiilénleges hardver
sziikséges.

DVD-ROM

DVD-RAM

DVD-RAM
A drive capable of reading DVD disks. DVD-ROM drives are usually backward-compatible, which means
that they are also capable of reading CD-ROMs and audio CDs.

VYerpoiictBo 3a yerene Ha DVD nuckoBe. Te3u ycTpoiicTBa Morar 1a yeTar u koMmnakr-auckose (CD-ROM)
C ITaHHU W/WIIA MY3HKa. :

Egy DVD lemezek olvasasira képes meghajto. A DVD-ROM meghajtok rendszerint visszafelé
kompatibilisek, ami azt jelenti, hogy CD-ROM-okat és audio CD-ket is képesek olvasni.

DVD-Video

DVD-Buaeo

DVD-Videé
A standard that combines DVD disks, MPEG-2 video compression, and any of a number of high-quality
audio formats to create a movie that is stored and played back on computers and on DVD players designed
for home entertainment centers.

Crannapr 3a cw3jaBaHe M pasnpocTpaHeHHe Ha ¢wimu Ha DVD muckose. To3M CTaHmapT BKIIOYBA
XapoyepeH CTaHIapT 3a CaMHTE JUCKOBE M YCTpOMCTBaTa, KOMTO I'M yerar M mumatr, MPEG-2 ¢opmar 3a
KOMIIpECHPAHE Ha BUAEO, KAKTO M PEAHUIIa ayauo GopMaTH.

Egy szabvany, ami egyesiti a DVD lemezeket, az MPEG-2 videotémoéritést és szamos j6 min6ségli audio
formatumot a filmek szamitogépeken és DVD lejatszokon torténd tarolasara és lejatszasara.
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E

Educational Material
Yyeben MaTtepuai
Oktatéanyag

Electronic didactics in any electronic format like text or spreadsheet files, video, audio file etc. Multimedia
Didactics are broadcast to trainees before or after a lesson.

Marepuann 3a oOydeHHEe B €JIEKTpPOHEH (opMmar, BKIIOYBAIH TEKCT, TAOJIHIH, BHIEO, ayJHO H Jp.
MynTuMenuitHE MaTepHalld MOTaT Ja ce MOKa3BaT Ha YYallUTe MPEI WK ClIex AaJeH YPOK.

Oktatasra hasznalatos anyag tetszoleges elektronikus formatumban, mint széveg, tablazat, vide6 vagy audio
file. A multimédia oktatéanyagokat az dra eldtt vagy utan kozvetitik a hallgatok részére.

E-Learning

EnexTpoHHo 00y4yeHue

eLearning
Broad definition of the field of using technology to deliver learning and training programs. Typically used to
describe media such as CD-ROM, Internet, Intranet, wireless and mobile learning. Some include Knowledge
Management as a form of e-Learning.

TupokoobxBaTHa NeQUHMIMA 32 WM3MOI3BAHE HA TEXHONOTHH NpPH OOyYeHHWE W IOArOTOBKA B Pa3IMYHM
obnacty u porpamu. OGMKHOBEHO Ce OTHACSH 32 H3MOJI3BaHE HA CPEICTBA KATO KOMIIAKT-UCKOBE, HHTEPHET,
MHTPAHET, 6€3)KMYHA ¥ MOOWTHH CPEJICTBA 3a NIPEIOCTABSHE HA Y4eOHM MaTepHaIH.

Elektronikus tanulds. Jellemzéen olyan médiumokat ir le, mint a CD-ROM, Internet, Intranet, a vezeték

nélkili és mobil oktatds. Néhanyan a tudaskezelést (Knowledge Management) is az eLearning egy
formajanak tekintik.

E-mail

Enexrponna moma (Mmeiin)

Elektronikus levél
Short for electronic mail. The process of one user employing a computer to send a text message to an
electronic mailbox to be retrieved and viewed by another user. Also, the message itself.

CpkpaTeHo OT enekTponHa noma. Ilpouec mpu KoMTO MOTpe6HTEN, M3MON3BaliKM KOMITIOTHD, H3Ipallia

TEKCTOBO CBHOOLUECHHE /10 ENEKTPOHEH aJpec (MONIEHCKa KyTHs) Ha APYr norpebuten. CHIMAT TEPMHH ce
U3M0J13Ba U 32 CAMOTO CHOOILEHHE.

Az elektronikus levél roviditése. Az a folyamat, amelynek soran egy felhasznald szémitégépet'hasznél arra,
hogy elkiildjon egy szoveges iizenetet egy elektronikus leveleslddéba, hogy egy masik felhasznalo letoltse és "
megnézze. Magat a levelet is igy nevezik.

Email list

EnexTponen cmucbk

Levelezdlista
A form of one-to-many communication using email; a software program for automating mailing lists and
discussion groups on a computer network. (See listserv). ’

dopMa Ha eMH-KbM-MHOTO KOMYHHKAIIMs INOCPEICTBOM eleKTpoHHa mnoma. CodTyepHa mporpama 3a
ABTOMATH3UPAHO PA3NPOCTPAHEHHE HA EIEKTPOHHM CHOOIIEHHMSA O YYaCTHHLHTE B [ajeHa IMCKYCHOHHA
rpyna B KOMIOIOTBPHA MpeXa. :

o

Az elektronikus levélben torténd egy-tobb kommunikacio egyik formaja; egy szoftver program a
levelezolisték és vitacsoportok automatizalasara egy szamitogéphalézaton. (1d. listserv)
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Emoticon

Cpencrso 3a u3passiBaHe Ha eMOLHUS B eJIEKTPOHHA cpea

Erzelem ikon
Also known as smiles, they are keyboard characters used in combination to produce whimsical symbols
representing a range of emotions. Examples are happy :-) and sad :-(. Emoticons are used in electronic
communication to show humor and express emotions that are difficult to communicate in a text-based
environment.

Toce10BaTeIHOCTH OT KIIABHATYPHH CHMBOJIH, H3IIO/I3BaHH B KOMOMHALWMS € L€/ M3pa3sBaHe Ha Pa3lIHYHH
emonuu. [Ipumep: macrue/panoct/ycMuBka: :-) win Tora: :-(. Te3u KOMOMHALMH OT CHMBOJIM CE M3MO0JI3BAT
NpU €IEKTPOHHA KOMYHMKAlMs Ja II0KasBaT XyMmMOp HW/WIM Ja H3pa3iT €MOLMH, KOUTO ca TPYAHH 3a
npelaBaHe IpH TEKCTOBA KOMYHHKAITHS.

Smiley néven is ismert billentytizetkarakterek, amiket egyiitt hasznélnak az érzelmek széles skal4jat tikrozé
szeszélyes szimbOlumok alkotisahoz. Példak rd a vidam :-)és a szomori :-(. Az érzelem ikonpkat
elektronikus kommunikacidban hasznaljak olyan érzelmek kifejezésére, amiket nehéz szoveges kormyezetben
leirni.

End-to-end Solution

IstocTHO penreHne (0T HAYAJIO 10 KPaid)

Végpont-végpont megoldas ,
A complete set of products and services, typically including learning management systems, off-the-shelf
content, and custom services.

I[Tbnen HabOp OT MPOIYKTH M YCIIYTH, CBBP3aHH C MPOLECa Ha 0bydYeHHe.

Termékek és szolgaltatasok teljes készlete, jellemzden oktataskezelé rendszerekkel (LMS), boltban
megvehetd tartalommal és igény szerinti szolgéltatdsokkal.

Entry Behavior

Hauvanno noBexenue

Belépési viselkedés
The prior knowledge, skill or attitude that is a pre-requisite to a given course, or that is assumed to be present
by course designers.

HuBoTo Ha npeaBapuTENHN 3HAHHS, yMEHUS M TIOBEICHHE, M3UCKBAHH MM NIPETIOPHYBAHM TPE/IH OMUTA A
ce B3eMe OIpeesIeH Kypc.

Az az eldzetes tudds, képzettség vagy magatartas, ami egy adott tanfolyam eldfeltétele, vagy aminek a
meglétét a tanfolyam tervezdi feltételezik.

Evaluation

Ouenka

Kiértékelés )
Any method used to gather information about the impact or effectiveness of a learning event. Measurements
might be used to improve the offering, determine if the learning objectives were achieved, or determine if the
offering has been of value to the organization.

Meron 3a chOupane Ha MHpOpPMANMA 3a BIHAHHETO WM e€()EKTMBHOTO YCBOSBAHE HA [AA€H EIEMEHT OT
npoueca Ha oOydenue. OLEHABAHETO CIY)KH 3a M3MEPBaHE Ha e()EKTHBHOCTTA/HMBOTO HA TOCTHTAHE HA
NPEBAPUTEHO MOCTABEHUTE IICNIM WIIM 33 JIa ONpPEAEeNH Jalu JaNeH Kypc Ha ofyueHHe e G OT 1mojsa 3a
OpraHu3anusTa/yqamure.

Barmely modszer, amivel egy oktatasi esemény hatasar6l vagy hatékonysagarol gyiijtenck adatot. A mérési
eredményeket felhaszndlhatjék az ajanlat javitasara, annak megéllapitasara, hogy az oktatasi célokat elérték-
e, vagy annak megallapitasara, hogy az ajanlat értékes volt-e a szervezet szaméra.
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F

F2F

F2F (auue-B-iuue)

F2F
Face-to-Face. Example: We're going to do some initial training F2F and then distribute CD-ROMs for post-
work.

HHHC-B-J’IHHC. Hpouec npu KOMTO 06y‘-IeHI/IeT0 H3UCKBAa €JHOBPEMEHHOTO (bI/I3I/I‘IeCKO IPHUCHCTBUE HA €IHO U
CBIIO MSACTO KaKTO Ha y4yalluTe, Taka ¥ Ha HHCTPYKTOpA.

Szemtdl szemben (face-to-face).

Facilitator

Hucrpykrop

Oktaté, aki timogatja a felndttek tanulasat
The politically correct term for "instructor", "trainer", "teacher" or "class leader". Assuming adult learners
actually obtain knowledge from their peers, in a classroom the instructor "facilitates" the learning experience.

CuHOHMMH: y4quTeN, TpeHbOp, phKoBomuTen. CMsTa Ce, 4e BBH3PACTHHTE XOpa Ce y4aT Ha IpaKTHKa OT
Konmerure cH. 3a TasM Led MHCTPYKTOPBT IPEIMMHO HAacO4YBa MpOLECA Ha OOYYeHHe, BMECTO ja
,,AHCTPYKTHpa”.

Az “oktat6”, “képz8”, “tanar” vagy “osztalyfonok” szerepét egyszemélyben ell4td oktatd, aki elosegiti és
tdmogatja a feln6tt tanulok tanuldsi folyamatat.

Fade

H36aennnBane

Attiinés
A smooth, gradual transition from a normal image to complete blackness (fade out), or vice versa (fade in).
[TocrenenHo n3bneaHsABaHE HA HOPMAIHO U300PAXKEHHE.

Egy finom, fokozatos dtmenet egy normalis képbdl teljes feketeségbe — eltiinés -, vagy forditva - el6tlinés.

FAQ (Frequently Asked Questions)
YecTo 3a1aBaHu BHIPOCH
Gyakran Ismételt Kérdések (GYIK)

A web document made up of questions commonly asked about a particular subject or in a particular forum
and the associated answers.

I[OKyMeHT ChIBpXKaIll YECTO 3aJ]aBAaHU BBIIPOCH U TEXHUTE OTrOBOPH IO CHCHH(l)I/I'-IHa TeMa. OOHKHOBEHO ce
IoCTaBA Ha ye6-CTpaHnua 3a J1a € TOCTHIICH 110 BCSIKO BPEME 3a BCUYKHA l'IOTpe6I/ITCJ'IPI.

Egy webdokumentum, amit egy bizonyos targyrol vagy egy bizonyos forumon gyakran feltett kérdések és a
hozzéjuk tartozo véalaszok alkotnak.

Fast Motion

YckopeHa npoxexkuus

Gyorsitott felvétel
A shot in which time appears to move faster than normal, usually achieved by deleting frames (called "skip
frames").

JlMHaMIYHO H300paxKeHHe MPH KOETO BPEMETO H3IUICKAA Y€ Teue T0-Gbp30 0T HopMaHO. OGHUKHOBEHO TO3H
e(exT ce nocTUra Ype3 M3TpHUBAHE Ha KaJpH (IIPOITYCHATH KaapH).

Olyan filmfelvétel, amiben az id8 gyorsabban mozgénak tiinik, amit altalaban képkockék torlésével émek el.
Ezeket a képkockdkat “atugrott képkockaknak” - skip frame -, hivjak.
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Feedback

Oo6paTHa Bpb3Ka

Visszacsatolas
Interaction between the learner and the instructor or system. Feedback increases the quality of the learning
experience, and it should closely follow an action for maximum result.

Bun xoMyHMKanus MeXmTy HHCTPYKTOD H Y4alll, IIeJISIIA 1a OBUIIH Ka4eCTBOTO Ha 00y4YEHHE.

Kolcsonhatds a tanuld és az oktaté vagy a rendszer kozott. A visszacsatolds javitja az tanuldsi élmény
mindségét és szorosan kovetnie kell a cselekedetet a legnagyobb eredmény érdekében.

File Transfer Protocol (FTP)
FTP (IIpotoxou 3a Tpancdep Ha (aiinoBe)
Fajl atviteli rendszer (FTP)
Generally called FTP. One method of transferring files over intranets or the Internet.

EnuH 0T npoTOKOJIMTE 32 IPEXBBPIITHE Ha (ailioBe MEXITy KOMIIIOTPH B MpEXa.

Altaldban FTP-nek nevezik. A fajlok intraneteken vagy az Interneten val6 atvitelének egy modja.

Formal learning

®opmajiHO 00yueHHe
Hierarchically structured school system that runs from primary school through the university and organized
school-like programs created in business for technical and professional training.

Vepapxuuno cTpykTypHpana ydyeGHa cucTema, oGeIMHSBAIA NPHHLMINTE HA OOyYEHHE OT OCHOBHOTO
YYHJIMIIE 1O HHCTHTYLIMUTE 3a BUCIIE 00pa30BaHHUE, KAKTO U Pa3IHYHUTE IIPOrPaMH 32 OHU3HEC U TEXHMYECKA
MOATOTOBKA.

Formative Evaluation

OneHka Ha e()eKTHBHOCTTA Ha MporpamMa

Formalis értékelés
An evaluation performed at a late development stage, used to revise and improve an training program before
launch.

OuensBaHe Ha KayecTBaTa Ha JjaJieHa yueOHa porpaMa B 3aBbPIIBAIL CTAAH HA pa3paboTKa, H3MOI3BaHO 32
noznoOpsiBaHe U HACTPOWKa MPEAN HAYaJIOToO M. ,

Egy késoi fejlesztési stadiumban végrehajtott felmérés, amit egy program inditasa el6tti atdolgozasanak és
javitasanak céljabol tesznek.

Forum

®opym

Férum ;
A forum is an off-lesson asynchronous activity. This means that it is not part of a lesson and that there is a
delayed response. It is based on a WEB interface.

®opymure ca hopMa Ha ACHHXPOHHA KOMyHHKaIus. Te He ca 4acT OT ypoKa U OTTOBOPUTE HE Ce M3HUCKBAT
BeJHara.

A forum egy oran kiviili aszinkron tevékenység. Ez azt jelenti, hogy nem része az Oranak és késleltetett
vélasz van, altalaban web alapu.

110




Flash
Flash
Flash

Software by Macromedia that enables designers to use simple vector graphics to create computer animations,
which can be viewed by any browser with the correct plug-in.

Codryepua nporpama na Macromedia, nosBossBaiua H3M0N3BaHETO HAa BEKTOPHA TpadyKa 3a Ch3IaBAHE HA
KOMITIOTbPHA aHUMALlHsl, KOATO MOXe 11a Ob/ie BE3NPOM3BEICHA OT BCHYKH Opay3bpH.

A Macromedia szoftver terméke, ami lehetévé teszi a tervezok szamara a megfelelé plug-innel rendelkezé
bdngészdvel megtekinthets szamitogépes animaciok megalkotasat egyszerii vektorgrafikéval.

Full-motion video
Bugeo
Teljes mozgasi video
A signal that allows the transmission of the complete action taking place at the origination site.
3anuc, n03BoOJIABAI a Ce MPEea/e 10 MpeXaTa JOCTOBEPHO BCAKO JBIDKEHHE OT MSCTOTO Ha ChOMTHETO.

" o

Olyan jel, ami lehet6vé teszi a szarmazasi helyen torténd teljes cselekmény atvitelét.

Fully interactive video (two-way interactive video)
JBynoco4yHa Bueo-Bpb3Ka
Teljesen interaktiv videé (kétiranyu interaktiv vide6)

Two sites interacting with audio and video as if they were co-located.

/lBa oTnaneyenn noTpeGHUTENs, B3aHMOICHCTBAILM Ype3 ayIHO U BHIEO BPH3Ka.

Két helyszin olyan kolcsénhatésanak biztositasa audio és vide6 révén, mintha egyazon helyszin lennének.
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G

Generic (off-the-shelf) Courseware
HInpokocneKTHPHU MaTepHAaJIH 32 00y4eHHe
Altalénos - boltban megvehetd - tananyag
e-Learning products developed for a broad audience, not for a specific organization.

IIpoaykTH 3a €NeKTPOHHO OOydYeHHe NpeJHa3HA4YCHH 32 HY)XAWUTE Ha INUPOK KPBI IOTpeOUTENH, HE 3a
crieruUYHa OpraHu3aLHs.

Széles k6z6nség, és nem egy bizonyos szervezet szamara fejlesztett eLearning termékek.

GIF (Graphics Interchange Format)

GIF (rpadmuyen ¢popmar)

Grafikus csereformatum GIF
A file format commonly used for images on the Web. GIFs are especially suitable for images composed of
relatively few colors, such as logos or vector graphics.

®aitoB (opMar, MHUPOKOU3IMON3BAH 3a MOKa3BaHEe Ha M300paxkeHHs Ha yeO-cTpaHuuu. V3o0paxeHus cbe
CPaBHHUTEJIHO MabK OpOii IBETOBE ca 0cobeHOo moaxoasiy 3a cbxpanenue B GIF ¢popmar. [Ipumep 3a Takusa
M300paXkeHHs ca Pa3IMYHU BHOBE JIOr0O-3HAIM HIIH BEKTOPHH TPadUKH.

A weben elhelyezett képekhez gyakran hasznalt fajl formatum. A GIF-ek kifejezetten alkalmazhatok
viszonylag kevés szinnel abrazolt képekhez, mint a logdk vagy vektorgrafika.

General Packet Radio Service (GPRS)

GPRS

Altaldnos csomagkapcsolt radiészolgaltatias (GPRS)
GPRS refers to the next generation cellular wireless services. GPRS enables networks to offer “always-on”,
higher capacity Internet-based content and packet based data services. This enables services such as color
Internet browsing, e- mail on the move, powerful visual communications, multimedia messages and location-
based services.

Hosa nokosienne Mo6unnu 6e3xuynn ycuyrd. GPRS no3BosnsiBa npesaraneTo Ha BUCOKOCKOPOCTEH 0OMeH
Ha JaHHU MEXIy MOOWIHH ycTpoiicTBa. MH(bOpManuiaTa ce npeaaBa Ha nakeTd. Ta3u TeXHONIOTHs 103BOJIsABA
NpeUIaraHeTo Ha YCIYI'M KaTo CKaHMpaHe Ha MHTEpHET, €IEeKTPOHHA IOIa B JBM)XEHHME, BU3yallHa
KOMYHHKAIHs, MyITUMEIUIHHN CHOOLIEHHUA U Ap., npennaanallelm 3a MOOWJIHM YCTpOWCTBa — Tene(oHH,
MOOWIIHU | JDKOOHH KOMITIOTPH U Ip.

A GPRS a kovetkezd generacios cellularis drotnélkiili szolgaltatds neve. A GPRS lehetdvé teszi a
hal6zatoknak a 'mindig bekapcsolt', nagyobb kapacitasu Internet-alapu tartalmat és a csomagalapt
adatszolgaltatasokat. Ez olyan szolgaltatasokat tesz elérhetové, mint a szines Internet-bongészés, mozgas
kozbeni e-mail, erételjes vizualis kommunikacié, multimédia tizenetek és helyalapu szolgéltatasok.

Global Positioning System (GPS)

GPS

Globalis helymeghatarozé rendszer (GPS)
GPS is based on triangulation from a constellation of 24 satellites orbiting the earth. A GPS receiver
pinpoints its position on earth by measuring its distance from the satellites. It does so by calculating the time
it takes for a coded radio message to pass from the satellite to the GPS unit. A GPS unit needs at least three
measurements to determine its exact position.

GPS e carenutHa cucteMa (u3mon3Bama 24 copTHHKA) 3a TpuaHrynanus. Enun GPS npuemHuk ompenens
coOcTBeHATa CH MO3MIHS, K3MEPBAKH Pa3CTOSHHUETO OT ce0e CH J0 CIIbTHHKA. ToBa cTaBa ype3 3acHYaHe Ha
BpPEMETO, HY)KHO Ha KOJMpaH paJHo-CUTHAJ Jja JOCTUTHE OT cibTHUKA 10 GPS mpuemnuka. 3a onpenensHe
Ha TOYHATA NO3UILHKA Ha ypeJa € HeoOX0IMMO U3MEPBaHe OT TPU PA3IMYHU TOYKH (CIBTHHUIIN).
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A GPS 24 Fold koriil keringd mithold egyiittallasabol képzett haromszogelésen alapszik. Egy GPS vevd a
foldi helyzetét a miiholdaktol szamitott tdvolsiganak megmérésével hatirozza meg. Ezt ugy ¢ri el, hogy
kiszamitja azt az id6t, ami alatt egy kodolt radidiizenet eljut a miiholdtél a GPS egységig. Egy GPS
egységnek legalabb harom mérésre van sziiksége a pontos helyzetének meghatarozasahoz.

Graphical User Interface (GUI)

I'paduuen norpedurencku naTepdeiic (I'TH)

Grafikus felhasznaloi feliilet (GUI)
A way of representing the functions, features and contents of a program to a user by way of visual elements,
such as icons, as opposed to textual elements, such as words and character strings. The Microsoft Windows
operating system is the classic example of a program with a GUI.

IlpencraBsHe Ha QYHKIMATE, CPEACTBATA U CHIBPXKAHHETO Ha NaJicHa MPOTpaMa Ha NOTPEOHTENUTE 4pe3
M3MI0JI3BAHETO HA BH3YalHH €JEMEHTH BMECTO 4MCT TekcT. OmepaiuoHHaTa cucreMa Ha Maiikpocodt —
Windows — e KiacHM4eckd IpuMep 3a IporpaMa H3moisBama rpadudeH MHTEpdeHc 3a KOMyHHKalus C
nmoTpeduTes.

Egy program fukci6inak, jellemzdinek és tartalméanak a felhasznalo felé valo abrazolasanak vizuélis elemek,
pl. ikonok, és nem szdveges elemek, pl. szavak és karaktersorozatok altali modja. A Microsoft Windows a
GUI-s program egy klasszikus példaja.

Groupware

Codryep 3a paboTa B rpyna

Groupware
Software that integrates the collaborative efforts of multiple users on a single document over distance and
time (e.g., Groove Networks and Tapped In). Typically, groupware applications bundle synchronous and
asynchronous discussion tools, a calendar, and file-sharing space.

Codryep, Mo3BoJIsABaIl Ha TPyNa OT MOTpeOHTEeNH Ja pabOTH C SIMH M CBII NOKYMEHT, 6e3 Ja ce Hajara
OT/IC]IHUTE YIEHOBE HA Tpylara Ja Ce HaMHpaT Ha €JHO M ChINO MACTO M IO €IHO M CBIIO BpEME.
OOWKHOBEHO TAKHUBA MPUIOKEHHUs BKIIOYBAT CPEICTBA 32 CHHXPOHHA M ACHHXPOHHA KOMYHHUKAIHs, KAaKTO U
KaJIeH/Iap U MSCTO 3a o0m1 KOoCTHII 10 (aiinose.

Olyan szoftver, ami egységbe rendezi t6bb felhasznalo egyiittmiikodésre iranyuld erdfeszitéseit egy
dokumentumra nézve, tavolsagot és idot athidalva (pl. Groove Networks és Tapped In). Jellemzéen a
groupware alkalmazasok szinkron és aszinkron kommunikacids eszkozoket, egy naptarat és fajl megoszto
helyet foglalnak magukba.
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Hard Skills
» BHPAN” YMEHHSA
A szamitogép eszkozok ismeretére vonatkozoé szakképzettség

As opposed to "soft skills", this term relates to technical or IT related skills.
TepmuH, OTHACAI Ce 10 TEXHUIECKUTE YMEHHUS Ha JaeH Y0BEK.

A szoftver ismeretekkel ellentétben, ez a kifejezés a muszak1 a berendezésekkel és az informacid
technologiaval kapcsolatos képzettségekre utal.

HCI
YoBexo-MalIHHHO B3aHMO/IeilicTBHE
Ember-gép kolcsonhatas (HCI)

HCI (Human-Computer Interaction) is the study of how people interact with computers and to what extent
computers are or are not developed for successful interaction with human beings. A significant number of
major corporations and academic institutions now study HCI.

3aHuMaBa ce ¢ H3y4aBaHC Ha TOBa KaK XOpaTa KOMYHHUKHpAT C KOMIIFOTPUTE U OO KOJIKO KOMIIIOTPUTE Ca
Ch3Ja/ICHU 3a YCIICIIHA KOMYHHKaluA C Xopa. Toma e MOJEpHa obact 3a H3CJICABAHE B p€aHIa rojJcMH
Kopropalluu H aKkaA€MHYHH UHCTHUTYILIUH.

Az HCI (Human-Computer Interaction, ember-gép kolcsénhatas) annak tanulmanyozasa, hogy az emberek
hogyan lépnek kapcsolatba a szamitogépekkel és mennyire sikeres a szamitdgépek egyiittmiikddése az
emberi lényekkel. Jelentds szamu nagyobb cégek és kutatd intézetek tanulmanyozzak az HCI-t.

HTML (Hypertext Markup Language)
HTML
HTML (Hypertext Markup Language)

More commonly referred to as HTML. The standard programming language for web documents meant to be
accessed by browsers.

IIporpamen e3uk 3a ch3aBaHe Ha JOKYMEHTH 32 yeO-CTpaHULH, IpeJHA3HAYEHH 32 PA3TIIeKIaHE C HHTEPHET
Opay3sp.

Altalaban HTML-ként hivatkoznak ra. A béngészok altali elérésre szant webdokumentumok szabvanyos
programozasi nyelve.

HTTP (HyperText Transfer Protocol)
HTTP
HTTP (HyperText Transfer Protocol)

The system through which web pages are transmitted over the Internet.
[Tporokon 3a nmpepaBaHe Ha ye6-cTpaHHLH Ipe3 MIHTepHeT.
Az a rendszer, amin keresztiil a weboldalakat atviszik az Interneten.

HTTP Streaming
IToTrouyno npenacsine no HTTP
HTTP Streaming

A form of streaming (popularized by QuickTime) in which media files begin to play before they are
downloaded entirely. This means that they can be sent via HTTP and don't require specialized server
software such as RealMedia files do. (RealMedia files use a specialized protocol called RTSP and require
content providers to have a special server application installed.) Also called Progressive Download.
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®opma Ha IOTOYHO NpeHacsne (nomynspusupana ot Quick Time), npu kosTo (aiinoBeTe MOraT 1a 3amo4HaT
Aa ce BU3yaJM3UpaT MPE/H Ja Ca HallbJIHO IPEXBBPICHH Ha MallWHATa HAa noTpebuTens. ToBa o3HauaBa, ue
GairbT Moxe na 3anouHe Ja ce npexBbpis nocpeacTsoM HTTP mpoTokon W He M3HCKBa crenuaIu3upal
codpTyep KakbBTO € HeoOXomuM Hampumep 3a Gaiimosete Ha RealMedia. (Paitnoere Ha RealMeadia
U3MI0JI3BAT CreNHaNnu3upan npotokond -RTSP u m3uckBar NOCTaBYMKBT Ha (aila Ja MMa HHCTAIMpPaH
CIIEIMaJIEH CbPBBPEH codTyep.)

A streamingnek egy (QuickTime éltal népszeriisitett) formaja, amelyben a média lejatszasa a teljes letdltodés
eldtt elkezdddik. Ez azt jelenti, hogy HTTP-n elkiildhet6k és nem igényelnek specializalt szerver szoftvert,
mint a RealMedia fajlok. (A RealMedia fajlok egy RTSP nevii specializalt protokollt hasznilnak és
megkovetelik a tartalomszolgaltatoktol egy kiilénleges szerver alkalmazés telepitését.) Progressziv letdltés
(Progressive Download) néven is ismert.

Hyperlink

IIpenparka

Hiper hivatkozas
Keywords or phrases within a document, which allows access to other sections of the same document or of a
different one. It’s the mechanism that can be used to design a hypertext.

Kimo4oBu symu nim ¢pasut B paMKuTe Ha 1aZIeH JOKYMEHT, MO3BOJIABANIH TOCTBII JI0 APYTH 94CTH OT CHIIHS
WK HaIlbJIHO PA3JIM4CH JOKYMEHT. TOBa € MEXaHM3MBT 3a Ch3[aBaHE Ha XUIEP-TEKCT.

Szavak vagy kifejezések egy dokumentumban, amelyek ugyanazon vagy méas dokumentum mas szakaszaihoz
engednek hozzaférést. Ezzel a mechanizmussal tervezhetiink hypertextet.

Hypermedia

Xunep-meaus

Hipermédia
Hypermedia links text, graphics, video, audio, and animation and leaves the control of navigation through its
elements in the hands of the user.

Xunep-MeuaTa BKIIOYBA TEKCT, Tpaduka, BHIEO, ayAO W aHMManus. HaBHramuaTa Mexmy pasiddHHTE
€JIEMEHTH € OCTaBEHA H3ILUIO Ha IIOTPEOUTEIS.

A hipermédia szoveget, grafikat, videot, audiot és animéaciét kapcsol dssze és a navigdlas irdnyitasat az
elemein keresztiil a felhasznal6 kezében hagyja.

Xumnep-Teker |

Hipertext i
Text elements within multimedia documents, classically underlined and in colored font, that can be clicked i
on by the user to follow a path to a new location in a document, supplemental material like a graphic or
another page on the net.

Hypertext j
?

TCKCT, KOWUTO CbIbpXKa INPENPATKH KbM pa3JIMYHHU YacTU OT JaJICH MYTHUMCIHUECH NOKYMEHT, BbPXY KOHTO
HO’I‘pCGHTCJ’I}IT MOX€ J1a IIpaKHE C MMIIKATa 3a MOMEHTAJIEH AOCTHII JO ChOTBETHATA 4acT OT AOKYMCHTa.
Knacuyeckusr Hauun 3a BHU3yaJIM3MPaHC Ha NPEMPATKUTE CE€ CHCTOU B MOKA3BaHE Ha OLIBETEH U noa4yepran
TEKCT, KONTO MOXe Ja 0b/Ie MOCOYEH C MHUIIKATA 32 NpeMHHaBaHC KbM ChOTBETHATA 4acCT OT JOKYMEHTA.

Multimédia dokumentumokban elhelyezett széveges elemek, altalaban aldhtizva és szines betiitipussal irva,
amire a felhaszndl6 rakattinthat, hogy kdvesse az utat egy uj helyre egy dokumentumban, egy kiegészitd
anyagra, példaul grafikara vagy egy masik oldalra a halézaton.
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Icon
Hxonka
Ikon

A simple symbol representing a complex object, process, or function. Icon-based user interfaces have the
user click on onscreen buttons instead of typing commands.

Kaprunka wim cuMBON M300pa3sBam o00ekT, mpouec Wi ¢yskuus. [lpu norpeOutencku uHTEpdENC,
0a3upaH Ha M3MOJI3BAHETO HA MKOHKH, HOTPEOUTENST HM3I0I3Ba MKOHKUTE KaTO OyTOHH BMECTO JIa BEBEXKA
TEKCTOBU KOMaH[IH.

Egy egyszerii szimbolum, ami egy bonyolult objektumot, folyamatot vagy funkci6t képvisel. Az ikonalapt
felhasznaldi feliileteket hasznélva a felhasznald képernydn megjelend gombokra kattint parancsok begépelése
helyett.

IEEE (The Institute of Electrical and Electronics Engineers)
IEEE
IEEE (The Institute of Electrical and Electronics Engineers)

An organization whose Learning Technology Standards Committee is working to develop technical
standards, recommended practices, and guides for computer implementations of education and training
systems.

Opranusanus Ha Enextpo u Enexrponnure Umxenepu. Komucusta 3a craniapTU3MpaHe Ha TEXHOJIOTHUTE
3a o0ydyeHHe KbM Ta3W OpraHM3alHMs pa3paboTBa TEXHHYECKH CTAHAAPTH, MPENOPBYMTEIHH HACOKH H
NPaKTHKH 32 pa3pabOTBaHE Ha POrPaMHU IPHIIOKEHHUS 32 00yUeHHE.

Egy nemzetkiiozi szervezet, amelynek az Oktatasi Technologiai Szabvanyositd Bizottsaga (Learning
Technology Standars Committee) miiszaki szabvanyokat, ajanlott gyakorlatot és oktaté és kiképzd
rendszerek szamitogépes megvalodsitasahoz ttmutatokat dolgoz ki.

ILS (integrated learning system)
HHTerpupanu cucTemMu 3a o0yueHue
Integralt oktatorendszer (ILS)

A complete software, hardware, and network system used for instruction. In addition to providing curriculum
and lessons organized by level, an ILS usually includes a number of tools such as assessments, record
keeping, report writing, and user information files that help to identify learning needs, monitor progress, and
maintain student records.

ITbnen makeT, chABpXKAIl BCHYKM HEOOXOAMMH 3a ITPOBEXKIAHETO Ha YCIEIICH IPOLEC Ha OOydeHHe
codTyepHH MPOTYKTH, Xapayep U MPEKOBH PECYPCH.

Egy teljes, oktatasra hasznalt szoftver, hardver és halozati rendszer. A tanterven €s a szint szerint szervezett
orakon kiviil egy ILS altalaban szamos eszkozt tartalmaz, példaul felméréseket, eredménykovetést,
jelentéskészitést és felhasznaldi aktakat, amik segitenek az oktatasi sziikségletek azonositisaban, a haladas -
figyelésében és az eredmény nyilvantartasaban.

ILT (Instructor Led Training)
OO0y4yeHHe ¢ HHCTPYKTOP
Oktatovezérelt képzés (ILT)

Training mediated by a live instructor, such as classroom training or live classes delivered over an web-based
conference system. ’

ITponec Ha o6yuenue, pbKOBOJEH OT 4OBeK (MHCTpYKTOp). To3u mporec moxe na Objae NPOBEXKIAH B
HOpMaJIHa KJIACHA CTas WIX JUCTAHIIMOHHO (WU3M0JI3Baiiki MPEKOBH PECYPCH).

El6 oktato altal kozvetitett képzés, példaul tantermi képzés vagy webalapi konferenciarendszereken
kozvetitett €16 orak.
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Immediacy

MHrHOBeH A0CTHII

Azonnalisag
Wherever learners are, they can get any information immediately. Therefore learners can solve problems
quickly. Otherwise, the learner may record the questions and look for the answer later.

HezaBucumMo 0T MECTONONOXKEHHETO CH, YYallUT€ HMAaT MHTHOBEH [OCTBII JO Heo0XoauMara WM
uHbop™MAaIms.

Barhol legyenek a tanuldk, barmilyen informacidhoz azonnal hozzajuthatnak. Ezért a tanuldk gyorsan meg
tudjak oldani a problémakat. Egyéb esetben a tanuld feljegyezheti a kérdéseket €s késdbb utdnanézhet a
valaszoknak.

Implementation

IIpunoxenne

Megvalésitas .
The fourth step in the classic A-D-D-I-E model of Instructional System Design. The implementation phase
involves the delivery of the training to the intended audience and the use by that audience.

YerbpraTa cThIKa OT KiIacuueckus monen (A-D-D-I-E — Analysis / Awnamus, Design / [u3aiis,
Development / Pa3pa6otka, Implementation / Ilpunoxenue, u Evaluation / Ouenka) 3a pa3paborka Ha
CHCTEMH 3a 00ydeHHe.

Az Oktatorendszer-tervezés - Instructional System Design - klasszikus A-D-D-I-E modelljének negyedik
lIépése. A megvaldsitasi fazis magaba foglalja a képzés atadasat a célzott hallgatosignak és a hallgatdsag
altali felhasznalasat.

Informal learning

Heoduuunanno odyuyenne
Lifelong process whereby individuals acquire attitudes, values, skills and knowledge from daily experience
and the educative influences and resources in their environment, from family and neighbors, from work and
play, from the market place, the library and the mass media.

HpOI.lCC, pu KOWTO 4YOBEK HleI06PIBa HOBH CTAaHOBHILA, IEHHOCTH, YMEHUS U 3HAHUA OT CXKCIHCBHUA CH
OIIUT W BIMAHUCTO HA PA3JIMYHU HU3TOYHHUIMU U CPCIOH, KATO CEMEUCTBO, NPUATEIIX U NO3HATH, pa60THOTO
MACTO, IUIOIIAaKaTa 3a urpa, 6H6JIHOTCKaTa, MarasvHa, Wi MCIUHUTE.

Information Architecture

ApxHTeKTYpa Ha HH(opMaHUATa

Informacié szerkezet
The organization and categorization of online content. The rules and structure of where and how to store
content. Especially relevant for knowledge management programs and corporate intranets where users must
be able to quickly find desired information.

Opranusanusara U KaTeropu3alusaTa Ha ChAbpXKaHHe, PeJHa3HAa4YeHO 32 ITyOInuKyBaHe B Mpexa. [IpaBmiara
U CTPYKTypHTE, ONpejeNsly Kak M KbIe Aa ce cbxpaHsBa uHpopmammsara. OcobeHo monesHa mpu
NOJIPBKKA Ha NPHIOKEHHMS 332 OpPTraHM3alMs HA 3HAHUS M KOPHOPATHBHH JIOKATHU MPEXH, KbIETO
norpeburennTe TpsAOBa 1a UMAT OBP3 U e(EKTHBEH NOCTHII IO HY)KHATa HH()OPMALIHSL.

Az online tartalom szervezése és kategorizalasa. Annak a szabalyai és szerkezete, hogy hol és hogyan
taroljak a tartalmat. Kiilonosen lényeges a tudaskezeld programok és a vallalati intranetek részére, ahol a
felhasznaloknak gyorsan meg kell talalniuk a kivant informaciot.

Instructional Designer
Ju3aiiHep Ha nporpama 3a o6yueHue
Oktatastervezé : ,
The person who applies instructional learning theory to the organization and design of learning programs.
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HoBexsbT, KOHTO NMpHuiIara Teopusra 3a 00y4eHHe KbM OPraHU3aLUATA U AU3aiiHa HA KOHKPETHH MPOrpaMu 3a
oOyu4eHue.

Az a személy, aki az oktatdsalapt tanulds elméletét az oktatoprogramok szervezésére és tervezésére
alkalmazza.

Instructional Systems Design

Ju3aiin Ha cucTeMH 3a o0y4yenue

Oktatorendszer-tervezés
Term describing the systematic use of principles of instruction to ensure that learners acquire the skills and
knowledge essential for successful completion of overtly specified performance goals.

To3u TCPMHH BKJIKOYBA CHUCTEMAaTHYHOTO M3II0JI3BAHE Ha IIPUHIMIIUTE 3a MpPEnoJaBaHE C IEJ Ja ce
rapaHTvpa, 4€ y4JaluTe IIe Morar ga nojry4ar HCOGXO,IIHMI/ITC 3HaHHUs U YMEHHS 3a YCHEIIHOTO IIOCTUTaHe
Ha 5ICHO U €KCIIMIMTHO IIOCTABEHUTE LIEJIH.

Leirja az oktatas elveinek rendszeres hasznalatat annak biztositasara, hogy a tanulok hozzajussanak a nyiltan
meghatarozott teljesitménybeli célok eléréséhez elengedhetetlen képzettséghez és tudéshoz.

Interactive TV (interactive television -- ITV)

HuTepakTHBHA TeNeBU3USA

Interaktiv TV (ITV)
Interactive television itself is variously defined but can include any form of television that involves user
interaction with the service. This may include VOD or Video On Demand and similar services, the use of
PVR or Personal Video Recorder and related devices, EPG or Electronic Programme Guides and other
information services and applications.

TIoHATHETO ,,MHTEPAKTHBHA TeIeBU3H” ¢ JeHUHUPAHO 110 PA3THYHA HAYMHU M MOYXKE 13 BKTIOUBA BCAKAKBA
(opma Ha TeneBH3Hs BKIIOYBAIIA B3AHMONEHCTBHE HA TIOTPEOUTENS M Mpe/IaranaTa ycayra. ToBa moxe na
BKJII0YBA ,,BH/ICO 1O NIOPBYKa”, M3NON3BAHE HA JTMYHO YCTPOHCTBO 32 BH/IEO-3AITHC, €EKTPOHEH ChBETHHK 3a
TB nporpamu U ApYTH yCIIyTH ¥ NPHIOKEHHS.

Az interaktiv televizi fogalmat tobbféle képpen hatérozzak meg, de barmilyen televizi6 ide tartozhat, ami a
szolgaltatassal torténd felhasznal6i kolcsonhatassal jar. Ide tartozhat a VOD (Video On Demand, igény
szerinti video) és hasonl6 szolgaltatasok, a PVR (Personal Video Recorder, személyi videdfelvevd) és a
hozza tartozé szolgaltatasok, az EPG (Elecronic Programme Guides, elektronikus miisorujsag) és mas

informécidszolgaltatasok és alkalmazasok.

Interactivity

HuTepeakTusHoOCT

Interaktivitas
An program feature that requires the learner to do something. Should help to maintain learner interest,
provide a means of practice and reinforcement.
CBoficTBO Ha mporpamara, KOETO H3HCKBa JeiCTBHS OT yuyamms. CIyXkH 3a MOBUIIABAHE HA HHTepeca Ha
y4allus ¥ OCUTYPsIBa CPEla 3a yNpaKHEHHE H 110-106p0 yCBOSBAHE.

Egy programjellemz6, ami elvarja a tanul6tol, hogy csinaljon valamit. Segitenie kell a tanuléi érdeklédés
fenntartdsat és modot kell adnia a gyakorlasra és megerésitésre.

Internet-based Training
O6y4enne no Murepuer
Internet-alapu képzés
The term most commonly used in the mid 1990's to describe web-based learning programs.

Tepmun m3nonssan Haii-uecto mpes 90-Te TOAMHM NPH HM3MON3BAHETO HA yeb-caiiToBE C IporpaMu 3a
obyueHue.

Az 1990-as évek kozepén leggyakrabban hasznélt kifejezés a webalapu oktatoprogramokra.
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JPEG
JPEG
JPEG
A popular file format for photographs intended for display on web pages. The file extension is JPG.

Ionymsapen ¢aiioB ¢opMar 3a mokasBaHe M ChbXpaHEHHE HAa CHUMKH M u300paxkeHus. Msmomssa ce 3a
NoKa3BaHe Ha H300paxkeHus Ha yeO-crpanuim. V3mon3saHoTo pasmmupeHne Ha daiinosere 3a To3u popmar e
JPG.

Egy népszerti fajl formatum a weboldalakon torténd megjelenitésre szant fényképek szamara. A fajlok
kiterjesztése JPG.
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Knowledge base
ba3a 3nanus
Tudasbazis

1) The set of rules, cases, or information the knowledge-based system uses to extract inferences and suggest
solutions. 2) In the context of technology supported learning - a kind of an archive where the trainee or the
participant can find all kinds of information on the course, conference or meeting. This is one of the tools
supporting in-formal learning activities.

1) MHOXecTBO OT mpaBmia, MpeueAeHTH M HHQOPMALKS, H3MON3BAHO OT €IHA CHCTEMaA 3a obpaborka Ha
SHAHUA TIpH aBTOMATHYHO H3BEX/IAHE HA 3aKIIOYEHHA M NpeJylaraHe Ha pemeHus. 2) B koHTekcTa Ha
CJIEKTPOHHOTO 00y4eHHE — apXHB, ChABPXKALl HHpOPMALWSA 33 JaleH Kypc, KOH(EPEHIMA HIH CEMHUHAp.
Toga e cpencTBo 32 MOAIPHKKA HA JIEHHOCTHTE TIPH HEDOPMAIHO o0yueHue.

1) A tudasalapi rendszer altal a kovetkeztetések meghozataldra és a megoldasok javaslatira hasznalt
szabalyok, esetek és informacidk halmaza. 2) A tudéasbazis (a technoldgiaval tamogatott oktatassal
kapcsolatban hasznalva) egy olyan archivum, ahol a tanul6 vagy résztvevé mindenféle informacict talalhat a
tanfolyamrol, konferenciarél vagy talalkozérél. Ez az egyik informalis tanulasi tevékenységeket timogatd
eszkoz.
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Laptop PC

IIpenocum KoMmIOTHP (1anTOM)

Hordozhaté6 szamit6gép
A laptop (also called notebook PC, or a mobile PC) is a portable computer that is small enough to be easily
transported so users have the freedom and versatility to work, learn, share, and create anywhere, at anytime.
Laptops are powered by a rechargeable battery and/or a power line that can be plugged into an electrical wall
outlet. Laptops also come with a built- in flat screen monitor, a keyboard and a modem so users can access
the Internet and other networks.

JlanTon € KOMIIOTHDP, KOHTO € JOCTaThYHO MaIbK H KOMIIAKTEH 3a na Oble yno0eH u JIECeH 3a NMpEHACsHE,
Taka 4e MOTpeOHTENAT Moxe na paboTH, yuu, oOMeHs U Ch3maBa (HaiiioBe NMPAKTUYECKH HABCAKBIE W I10
BCAKO Bpeme. IIpeHoCHMMHMTE KOMIIIOTpH H3MOA3BaT OaTepuu, KOMTO MOTraT Aa Ce Mpe3apekaaT H/WiTH
3axpaHBaHe OT €JIEKTpHYECKaTa Mpexa. MOHHUTOPBT, KJIaBHaTypaTa, MOJEMbBT U IIOCOYBAILIOTO YCTPOHCTBO
Ha TE3M KOMIIIOTPH €a 9acT OT CaMusi KOMIIOTHP. ToBa /aBa Bb3MOXHOCT 32 paboTa B Mpexa M JOCTHII 10
UntepHer.

A laptop (notebook PC vagy mobil PC néven is ismert) egy hordozhaté szamitogép, ami elég kicsi ahhoz,
hogy kénnyedén szallithassak, és ezaltal a felhasznalok megkapjak a szabadsagot és sokoldalusagot ahhoz,
hogy barhol, barmikor dolgozhassanak, tanulhassanak, és alkothassanak. A hordozhaté szamitogép egy
ujratolthetd akkumulator és/vagy konnektorba csatlakoztathato tapkabel latja el energiaval. A hordozhat6
szamitogéphez tartozik egy beépitett laposképernyds monitor, egy billentyiizet és egy modem, amivel a
felhasznalok el tudjak érni az Internetet és mas halozatokat.

Learner
Yyam
Tanulé
Anyone who accesses information to increase his or her skills and knowledge.

BCCKH, KOWTO U3MOJI3Ba nmbopMaum 3a a yBC€iIn4aBa CBOUTEC CHOC06HOCTH, YMEHHA U 3HAHUA.

Bérki, aki informaciohoz fér hozza képzettségeinek és ismereteinek gyarapitasa érdekében.

Learning Content Management System (LCMS)

Cucrema 3a NOAAPHKKA M ypaBJIeHHe HA Y4eGHO ChIbPKAHHE

Oktatasi tartalomkezel6 rendszer (LCMS)
A web-based administration program that facilitates the creation, storage and delivery of unique learning
objects, as well the management of students, rosters, and assessments.

VYe6-6a3upana nporpama, CIyXella 3a JECHO Ch3aBaHe, ChbXPAaHEHHE M JI0CTABKA HA YHHMKAIHH KypcOBe 3a
00y4eHue, KakTO U 3a yJIEeCHABaHE HA aIMHHUCTPATHBHUTE [IEHHOCTH 110 OLIEHSABAHETO M yNPABJICHHUETO HA
y4amure (ChbXpaHeHHe Ha Pa3HOOOpa3Ha HHPOPMALHS — CIIMCDHIHN, OLEHKHU, TEKYIIH 3a/a9H | 1p.). -

Egy webalapu adminisztracios program, ami megkonnyiti az egyedi oktatasi objektumok készitését, tarolasat
és atadasat, valamint a hallgatok, névsorok és felmérések kezelését.

Learning Event
YyeOHo 3aHHUMaHue
Oktatasi esemény
An activity in which a learner increases his or her skills and knowledge.

3a1mma1me, IIpH KOCTO 3HAHMATA U YMCHUATA HA YUYAILIMTE CE€ yBEIUYaBarT.

Egy tevékenység, amely soran a tanuld fejleszti a képzettségét és tudasat.
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Learning Management System

CucreMa 3a ynpaBjeHHe Ha y4eOHHs npolec

Oktatiaskezel6 rendszer (LMS) .
A program that manages the administration of training. Typically includes functionality for course catalogs,
launching courses, registering students, tracking student progress and assessments.

[Iporpama, ciayxema 3a ynpaBieHHe Ha aIMHHHCTPaTHBHHTE CTpaHM Ha ydeOHus mpounec. OGHKHOBEHO
BKJIIOYBA CpeAcTBa M (QYHKIMM KAaro Karajlor Ha MpejaraHuTe KypcoBe, n00aBsiHe Ha HOB Kypc,
perucTpupaHe Ha yJaiy, HHGOpManus 3a Iporpeca Ha yJaliuTe M JIp.

Egy program, ami a képzés iligyintézését kezeli. Jellemzéen a tanfolyamkatalogusokhoz,
tanfolyaminditishoz, hallgaté regisztracidhoz, a hallgatok haladasanak kovetéséhez és a felmérésekhez
tartalmaz funkcionalitést.

Learning Object

YuyebeH esieMeHT

Oktatasi egység
A reusable, media-independent collection of information used as a modular building block for e-Learning
content. Learning objects are most effective when organized by a meta data classification system and stored
in a data repository such as an LCMS.

Komnekius ot nHpopManus (He3aBUCHMa OT HOCHTEI), KOATO MOKe Jia 6b/e M3II0J13BaHa MHOI'OKPATHO KaTo
OT/IEJIEH €JIEMEHT 3a Ch3/IaBaHe Ha €JIEKTPOHEH Kypc. Y 100eH HauuH 32 ChbXpaHEHUE U M3I0/I3BaHE Ha TAKMBa
y4eOHM €IEMEHTH, € OpTaHu3allisTa UM B KIacH(UKAlMOHHA ChCTEMa 3a METa-JIaHHU KaTo CHUCTeMa 3a
NOMIPHXKKA M yIpaBlieHHe Ha y4eOHo chappxkanue (LCMS).

Egy tjrafelhasznilhatd, médiafiiggetlen informaciogytijtemény, amit eLearning tartalom épitékockajaként
hasznilnak fel. Az oktatasi egységek metaadat-alapu osztalyozasi rendszer szerint szervezve és egy
adattarhazban, példaul LCMS-ben tarolva a leghatékonyabbak.

Learning Objective

Iles Ha 00y4yeHHETO

Oktatasi célkitiizés
The clear and measurable statement of the behavior that must be observed after training is concluded in order
to consider the training a success. According to Robert Mager's work, a learning objective contains a
condition statement, a performance statement, and a criterion statement.

SIcHO M MOJUIEXAII0 Ha OLIEHKa/H3MepBaHe ONMUCaHUe Ha HaOJII0AaBaHOTO MOBEACHUE CIE] IPUKITIOYBAHE HA
mpoleca Ha TOArOTOBKA, 33 Ja MOXE Ja ce CMATa IPOBEeAeHOTO obyuenue 3a ycmemHo. Cropen Robert
Mager, nepMHHpaHETO HA lIEIMTEe Ha OOydYEeHHE Ce€ ChCTOM OT TPH CTBIKHM: Ae(UHHUpPAHE HA CHCTOSHHE,
nepuHUpaHe Ha TOBA, KAKBO CE 0YaKBa Jia Ce OCTUTHE U Ne(pUHUPAHE HA KPUTEPUUTE 32 OLIEHKA.

A képzés sikerességének megfigyelésekor, a viselkedés tiszta és mérheté megallapitisa. Robert Mager
munkaja szerint egy oktatasi célkitlizés egy feltételmegallapitast (condition statement), egy teljesitmény
megallapitast (performance statement) és egy kritérium megallapitast (criterion statement) tartalmaz.

Learning portal

Yuyeben mopraj

Oktatasi portal
Access point to an homogenous set of resources, services, and contents like courses catalogues, news,
registration systems, announcements, certifications, and other applications related to study.

MscTO Ha JOCTBII IO €JHOTUIIHA WH(OpMAIMs, PECYpCH U YCIyTH, KaTo KaTajo3W, HOBHHM, CHCTEMH 32
perucTpanys, ChobIeH s, CepTUPUKATH U APYTH IPHIOKEHHSA CBbP3aHH ¢ y4e€OHUSA IpoLeC.

Eréforrasok, szolgaltatisok és olyan tartalmak, mint példaul tanfolyamkatalégusok, hirek, regisztracios
rendszerek, bejelentések, hitelesitések és mas, tanulmanyokhoz kapcsolodé alkalmazdsok homogén
készletéhez tartozo hozzaférési pont.
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Learning Style

CTua Ha y4yeHe

Tanulasi stilus
An individual's unique approach to learning based on strengths, weaknesses, and preferences. Though experts
do not agree how to categorize learning styles, an example of a categorization system is one that separates
learners into auditory learners, visual learners, and kinesthetic learners.

VYHUKATHUAT 3a BCEKH ydall Ha4MH Ha Y4Y€HE, B 3aBUCHUMOCT OT JIMYHHTE My KayecTsa, ymenus,
MNpEANOYUTAHNAS U HarJiacH. B'I:HpCKI/I, 4€ HsIMa €OWHCTBO B MHCHMSTA 3a HAYUHUTE Ha KIIaCPI(bI/IKaI_[PIﬂ Ha
y‘{CGHI/lTC CTHJIOBE, €IMH HAa4YHUH 3a KHaCI/I(bPIKaHI/Iﬂ € pa3AC/IIHETO Ha yYalluTe Ha CIyXOBO, BH3YaJIHO WX
ABHUIaTEIHO OPUCHTHUPAHMU.

Az egyénnek az erésségein, gyengeségein és igényein alapuld, tanuléast érintd egyedi megkozelitése. Bar a
szakértdk nem egyeznek meg a tanulasi stilusok kategorizalasaban, a kategorizal6 rendszer egy példaja az,
amely a tanuldkat hallaskzpontu, vizualis és gyakorlatias tanuldkra osztja.

Lesson
Ypox
Lecke

A unit of learning concerned with a specific skill. This term is sometimes interchanged with the terms section
or module.

YuebeH MOtyJ1, 3aHMMAaBall ce ¢ 00jICHEHHETO/TPEHUPAHETO Ha KOHKPETHO 3HAHHE/YMEHHE.

Egy oktatasi egység, ami egy adott képzettséget érint. Ez a kifejezés néha a szekcié vagy modul
kifejezésekkel egyenértékii.

Listserv
Listserv — rpyna 3a KopecnoHeHus
Listserv
A software that automatically distributes email to subscribed members of a mailing group.

Codryep, aBTOMAaTHYHO pa3mpamanl eJeKTPOHHM CBHOOLICHHS [0 YYaCTHHIMTE B CIHCHKa (Ipyma 3a
KOPECHOHICHIINA ).

Egy szoftver, ami automatikusan elkiildi a leveleket egy levelez&csoport feliratkozott tagjainak.

Live Video

Buneo Bpb3Kka ,,Ha KHBO”

Kl videé
Live video is an on-lesson synchronous activity. This means that it is part of a lesson and that there is an
immediate response possible.

CuHxpoHHa Bpb3Ka 1o BHI€0 KaHal. ToBa 03HaYaBa, 4e BHB BCEKH €MH MOMEHT OT yPOKa, € Bh3MOXKHO Ja
Ce NOyYH MUTHOBEH OTTOBOD/pEaKiiysl. '

Az €18 vided orai szinkron tevékenység. Ez azt jelenti, hogy egy ora része, és azonnali valasz lehetséges.

Localization

Jloxkanuzanus

Lokalizacié, adaptalas
The process in which a program is converted for delivery in a different country. Unlike "translation" which
connotes a simple re-writing of words, localization includes re-writing for cultural and social differences as
well.

Hpouec Ha aJanTHpaHe Ha AaJicHa nporpaMma 3a M3MOJ3BaHE B Jpyra CTpaHa. 3a pasinka ot 0OMKHOBEH
npeBon, KOWTO BKJIIOYBA IIpoCTa 3aMsHa Ha OYMHUTE, JOKAJIM3alMsATa B3WMa I10J BHUMAaHHUE KYJITYpHHUTE
0CcOOEHOCTH U COIIMAJIHU pa3jIN4usA B PAa3JIMYHUTE CTPAHHU.

Az a folyamat, amelynek soran egy programot atalakitanak egy masik orszagban torténd terjesztés céljara. A
forditassal ellentétben, ami a szavak egyszerd atirasat jelenti, a lokalizicié magaban foglalja az atalakitast a
kulturalis és szocialis kiilonbségek figyelembevételét, a helyi igényeknek megfelelé adaptalast is.
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Log-in /on

BxunouBane/mieHTHGUKALUS

Bejelentkezés
Procedure performed by a user to declare that a specific system or application is going to be used. Log-in
information is used by the computer to mark and track information specific to the user. It can also be used to
declare to other users that an individual is presently active on a network.

Ilponenypa Ha wuaeHTHOUKAIMSA HA MOTPEOMTEN IPHU H3MOI3BAHETO HA MajieHa mporpama. JlaHHHTE,
BBBEXKIAHU OT MOTpeOMTENsd, MOXKE [a Ce H3MON3BaT 3a [a Ce CIeAM M Mpejiarar crneuupuuHd 3a
HErOBUTE/HEHHHTE HyXXIH yCIyrH H MHpopMaimsa. Moxe olle aa CiayKu 3a [a Ce M0Ka3Ba Ha OCTaHAIMTe
YYacTHHIIM, Y€ JJaJIeH MOTpeOHTell € aKTUBEH B 1aICH MOMEHT.

Az a folyamat, amit egy felhasznalo annak kinyilatkoztatasara tesz, hogy egy adott rendszert vagy
alkalmazast hasznalni fog. A szamitogép a bejelentkezési informacidval jelsli meg és koveti a felhasznalohoz
tartoz6 informdacidt. Arra is hasznalhato, hogy a haldzaton éppen aktiv tobbi felhasznald részére
kinyilatkoztassak, hogy egy egyén éppen aktiv a halézaton.

Log Off
HskaouBane
Kijelentkezés :
To terminate a connection to a computer or network.

INpexparsaBane Ha cecus (C KOMIIOTHP I MpeXa) OT JaJieH MOTpeOuTeN.

Egy szamitdégéphez vagy halozathoz val6 kapcsolat megszakitasa.

Lurking _
ITacuBHO y4yacTHe B AMCKYCHS
Leskelédés
Reading the postings in a discussion forum or on a listserv but not contributing to the discussion.

Yerene Ha chOOIIEHUATA B JaJIEH TUCKYyCHOHEH (GopyM 6e3 aa ce TOompHHACS KbM JAUCKYCHATA.

Egy vitaférumon vagy listserven kozzétett irasokat olvasni a vitahoz vald hozzajarulas nélkiil.
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m-Learning
mLearning - Mo6uniHo o0yuenne
Mobil tanulds (mLearning)

Stands for "mobile learning" and refers to the usage of training programs on wireless devices like cell
phones, PDAs, or other such devices.

To3u TepMHMH Ce OTHACS [0 M3MOJ3BAHETO 3a y4eOHHM IielM Ha O€3KMYHM MPEHOCHMH YCTPOHCTBA KaTo
MOOWIHH Tee(OHY, [PKOOHH KOMITIOTPU U IPYTH.

Mobil tanulast jelent, a képzéprogramok drétnélkiili eszkozokon: pl. mobiltelefonokon, PDA-kon €s mas
hasonld eszkdzokon vald hasznalatat tartalmazza.

Meta Data
Merta-gaHHH
Metaadat

Information that provides macro-level details about a course object, such as author, title, subject, date
created, etc. Typically meta data is recorded in XML files and are read by LMS and LCMS systems.

Hudopmaius, onucama y4eOHHs eIEMEHT Ha IO-BHCOKO HHMBO (HAmpuMep JaHHU KaTo: aBTop, 3arjaBHe,
TpeIMeT, 1aTa Ha Ch3/laBaHe, T.H.). OGUKHOBEHO, MeTa-aHHuTE ce 3anucBaT B XML dopmar u ca JoCThIHH
3a yeTeHe OT CHCTEMH 3a yrpasiieHue Ha y4eOHus npouec (LMS) u cucremu 3a moAApbKKa U yNpaBICHHE HA
y4eOHO cpabpxanue (LCMS).

Informécid, ami makroszintii részleteket ir le egy tanfolyam objektumrol, mint pl. szerzd, cim, téma, készités
datuma, stb. Jellemzen XML fjlokba irjak és LMS és LCMS rendszerek olvassak.

MIDI (Musical Instrument Digital Interface)

MI
MI

DI

DI (Musical Instrument Digital Interface)

A standard for connecting electronic musical instruments and computers. MIDI files can be thought of as
digital sheet music, where the computer acts as the musician playing back the file. MIDI files are much
smaller than digital audio files, but the quality of playback will vary from computer to computer.

CTaHIapT 3a CBbp3BaHe Ha (HU(POBU My3HUKAIHH HHCTPyMEHTH ¢ KommoThp. MIDI daiinosere mMorar na ce
pasriexaar Kato HHdpPOB €KBUBAICHT HA HOTHM JIMCTOBE, KBJIETO KOMIIOTHPBT € B POJIATA HA MY3HMKaHT,
M3ITBJIHSABAIN My3HKaTa 3amucaHa BB Qaitna. MIDI ¢aiioBeTe ca 3HAUMTENHO MO-MANKH OT UM(pPOBH
ayauo-(ailyioBe, HO Ka4eCTBOTO HA BB3IPOM3BEJEHATA My3UKa Bapupa B 3aBUCHMOCT OT TEXHHYECKHMTE
napaMeTpy Ha pa3IMYHUTE KOMITIOTPH.

Elektronikus hangszerek és szamitogépek Osszekapcsolasara szolgalo szabvany. A MIDI féjlokra digitalis
kottaként gondolhatunk, ahol a szamitogép jatssza a fajlt visszajatszo zenész szerepét. A MIDI fajlok sokkal
kisebbek a digitalis audié fajloknal, de a lejatszas mindsége szamitogéprol szamitogépre valtozik.

Mixed-media

KoMOMHHpaHU HOCHTEIH

\

Kevert média

The combination of different delivery media like books, audiotapes, videotapes and computer programs in
one curriculum. Not to be confused with multimedia, where different media are integrated into one product.
See blended learning.

KoMOuHaIMATa OT M3MOA3BAHETO HA PAa3JIMYHM HOCUTEIIH/CPEH 3a JOCTaBKa Ha MH(OPMaIUs — KaTO KHHUIH,
ay/IM0-KaCeTH, BH/I0-KACETH M KOMIIOTHPHH IIPOTPaMH — H3IIOJ3BAHA B PAMKHMTE HA €/IHA M ChlUa y4cOHa
nporpama. ToBa He GuBa 1a ce Gbpka C MyITHMEIHs, KbJETO Pa3NMYHMTE BMAOBE MHDOpMauus ca
HHTErPUPAHH B €AUHECH MPOIYKT.

Kiilonbozé atadasi médiumok, mint a konyvek, audio szalagok, video szalagok és szdmitogépes programok
kombinacidja egy tananyagban. Nem Osszetévesztendd a multimédidval, ahol kiilonb6z6 médiumokat
agyazunk egy termékbe. Ld. vegyes oktatas.
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Model

Mogen -

Modell
A representation of an object, process, behavior or attitude used by a learner for comparison/contrast and
duplication/avoidance. Both positive and negative examples can serve as models.

Hpe)ICTaB}IHCTO Ha OaacH 06CKT, nponec, IOBECACHHUE WJIM IIOAXOM, M3IOJ3BAaH OT Yyd4alus 3a
C'LHOCTaBKa/KOHTpaCT %4 KOHI/IpaHe/I/I36$II‘BaHC. Kato momenu morar Ja C€ HM3IIOJI3BAT KAKTO IIOJIOXHUTCIHH,
TakKa ¥ OTPULATCITHA IPUMEPH.

Egy objektum, folyamat, viselkedés vagy magatartds tanuld altal Osszehasonlitdsra/szembeallitasra és
kettozésre/elkeriilésre hasznalt abrazolasa. A pozitiv és negativ példak egyarant szolgalhatnak modellként.

MPEG
MPEG
MPEG
A file format digitized video. Largely being replaced "RealVideo" and the Microsoft Media Player.

Daiino ¢opmar 3a 3amucBaHe Ha BHAeo B HubposBa gopma. U3mecren or RealVideo u Microsoft Media
Player.

F4jl formatumu digitalizalt video. Nagyrészt atveszi a helyét a “RealVideo™ és a Microsoft Media Player.

MPEG (Moving Picture Experts Group)

MPEG (Excnepraa I'pyna 3a JIBuxemu ce M300paxeHus)

Mozgéképszakértéi Csoport (MPEG)
MPEG is a series of International Organization for Standardization (ISO) standards for digital video and
audio, designed for different uses and data rates.

MPEG e nopenuna ot cranzapTi Ha MexayHapoHaTa opraHu3anus 3a crangaptusanus (ISO), 3a uudposo
NpENCTaBsAHE HA BUAECO M ayauo (ailioBe, MpeJHA3HAUYCHH 32 PAIMYHH HAYMHH Ha ynorpeba ¥ pasjinyHa
CKOPOCT Ha IIpeHacsiHe Ha HH(opMarus.

Az MPEG az ISO (International Organization for Standardization, Nemzetkozi Szabvanyositasi Szervezet)

szabvanyok digitalis videdt és audidt érintd szabvanyok egy sorozata, amit kiilonb6zd felhasznalasokra és
adatatviteli sebességekre terveztek.

Multicasting
MHorokaHa/IHO M3JIb4YBaHe/npeaBaHe HAa HH(pOpMaMs
Multicasting

The transmission of the same information to multiple recipients in parallel (e.g., streaming video, or transmit
same file or message to more users simultaneously).

[MapanenHoTo mnpeHacsiHe Ha €IHA W ChIla WHPOpPMAIMA MO MHOXKECTBO IOTpeOUTENH (HApUMED:
€IHOBPEMEHHO MNpeJaBaHe Ha BUIEO-(aiin unm npeHacsHe Ha eUH U CbIl (aiin uim choOIeHne 1o noseye
OT eJIMH NOTpeduTen).

Ugyanannak az informacionak a parhuzamos kozvetitése tobb cimzettnek pl. streaming videé v ugyanazon
fajl v lizenet eljuttatasa egyszerre tobb felhasznalonak.

Multimedia

MyaTtumenus

Multimédia
The integration of different media, including text, graphics, audio, video and animation, in one program. Also
referred to as new media.

WHTerpupaneTo Ha pa3inYHHA BHAOBE MHGOpMAIMA: TEKCT, rpaduka, ayauo, BUAECO M aHMMAaLWs, B €lIHA
nporpama. O1ie ce U3MoJ3Ba NOHATHETO ,,HOBA MEAU .

Kiilonb6zé médiumok, beleértve a szoveget, grafikat, audiot, videdt és animaciot egy programon beliili
egyesitése. Uj médianak is nevezik.
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Narrowband
Tecen ,,kanax” 3a HHpopmManus
Keskeny sav
A network in which data transmission speeds range from 50 Bps to 64 Kbps.

Mpeska, B KOATO MPEHACAHETO Ha NAHHM Ce M3BBPIIBA ChC CKopocT oT 50Bps (Gura/cek.) 1o 64Kbps
(xmrobuTa/cex).

Olyan hal6zat, amiben az adatatviteli sebesség az 50 bpstol 64 kbps-ig terjedd tartomanyban van.

Navigation
HaBuranus
Navigacié

1) Moving from Webpage to Webpage on the World Wide Web. 2) Moving through the pages of an online
site that may not be part of the WWW, including an intranet site or an online course.

1) TlpeMuHaBaHETO OT eaHAa yeG-CTpaHMLa KbM Jpyra, M3monsBaiiku unrepHer. 2) IIpemMuHaBanHeTo oT
CTpaHMI[a HA CTPaHULA B JaJeH JOKYMEHT, KOMTO MOXE 1a € JOCTBIICH CaMo B J[aJIeHa JIOKATHA MPEXa U l1a
He € JOCTBIIEH OT MPOU3BOJICH KOMITIOTED CBbP3aH C HHTEPHET.

1) Kozlekedés az oldalak kozott a World Wide Web-en. 2) Egy olyan online hely oldalai k6zotti mozgas, ami
nem feltétleniil része a WWW-nek, példaul egy intranet hely vagy egy online tanfolyam.

Negative Reinforcement

OTpHaTeTHO CTUMYJIHAPHE

Negativ megerosités
Encouraging a correct behavior by punishing any behaviors other than it. An example is putting a child into
"time out" after she throws a tantrum. According to most adult learning research negative reinforcement is
not recommended for most adult learning situations.

HpaBPUIHOTO IIOBEICHHUE C€ MOOIIPSABA, YPE3 HAKA3BAaHE HA BCHYKO KOCTO HE ChBIaJa C HETO. HpHMCp 3a
TaKbB BHUJ B’L3HI/ITaHHC/06y‘{CHI/IC € HakKa3BaHETO HAa JETE€ C OTCTpPaHABAaHC OT UIpara ako TO C€ IAbPXKH
HCIIOJIOGaBaIlIO 3a CHTyauusATa. Cl'[Ope}l penuna U3CICABaHUA, OTPHLATCIHOTO CTUMyJIMpaHE HE €
TMOAXOJAI0 B TIOBEYCTO CUTYalluH ITPH 06yqune Ha Bb3PacCTHH.

Helyes viselkedésre 6sztonzés minden més viselkedés megtorlasa altal. Példdja a gyermek “biintetésbe”
helyezése egy dithroham utan. A legtobb feln6ttképzési kutatas szerint a negativ megerdsités nem ajanlott a
legtobb feln6ttképzési helyzetben.

Nesting

»Brpaxaane” Ha JOKYMEHTH

Beagyazas
Placing documents within other documents. Allows a user to access material in a nonlinear fashion, the
primary requirement for developing hypertext.

ITocTaBsiHe Ha JOKYMEHTH B PaMKHUTE Ha APYr JOKYMCHT. IloBonsiBa HEIMHEEH AOCTBII J10 an)opmauwlTa,
KOETO € OCHOBHO U3HCKBAHE MPHU Ch3/1aBAaHECTO HA XHUIIEP-TCKCT.

Dokumentumok elhelyezése méas dokumentumokon beliil. Lehetévé teszi a felhasznalé szamara, hogy
nemlinearis médon férjen hozza az anyaghoz, ami a hipertext kifejlesztésének elsddleges feltétele.
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Netiquette

Hernker

Netikett
Stands for "Internet etiquette". Refers to the commonly accepted rules of behavior and communication in e-
mails, chat rooms, bulletin boards, etc. For example, proper netiquette is to not use ALL CAPITAL
LETTERS in messages because this is the equivalent of shouting. GOT IT?!

Haspanue Ha mpapuiara (€THKETa) 3a MPHETO TOBEICHHE B MHTEPHET. T0Ba ca mpaBmiia 32 KOMYHUKALMSA
4pe3 eJeKTPOHHA I0MIa, B 4aT cecuH, GopyMHu U 1p. EXHO OT Hal-IMMPOKO W3BECTHHUTE MPABHIIA, HAIPHMED,
€ 4e He e npuero aa ce nume camo ¢ I'JIJABHU BYKBU (koeTo B KOHTEKCTa Ha TEKCTOBAa KOMYHHKAIHS €
HPHUETO J1a 03HA4Ba NIOBUILIABAHE HA TOHA — BUKAHE — HA TOBOPEILU).

Az “Internet etikett” rovid alakja. Az e-mailben, csevegOszobakban, hirdet6tablakon stb. torténd
kommunikéci¢ altalinosan elfogadott szabalyait jelenti. Példéul ellentmond a netikettnek a CSUPA
NAGYBETU hasznalata az tizenetekben, mert ez a kiabalas megfelel6je' ERTED?!

Newsgroup
Hio3-rpyna
Hircsoport
An electronic bulletin board reserved for discussion of a specific topic.

EnexrponeH ¢opyM 3a o6chKIaHe Ha crienupUIHa TeMa.

Egy elektronikus hirdetdtabla, amit egy meghatarozott téma targyalasara tartanak fenn.

Non-formal learning

Hedopmanno o0yuenne
Any organized educational activity outside the established formal system whether operating separately or as
an important feature of some broader activity intended to serve identifiable learning objectives.

Oprannsupana yde6Ha JeHHOCT, H3BBH yCTaHOBEHaTa ()OpMailHa CHCTEMA, U3ITBIIHIBAHA OTHEIHO WM KaTo
Ba)XHA ChCTABHA YaCT OT 3aHATHE C KOHKpeTHa yueOHa Lei.
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Offline
»O¢uaiin” — pabora Ge3 Mmpexa
Offline
Operation of a computer while not connected to a network.

PaGota ¢ KOMIIOTBP, KOHTO HE € CBBP3aH C KOMITIOThPHA MPEXa.

Egy szamitogép haldzathoz valo csatlakozas nélkiili izemelése.

Online

»OHnn1aiiH” — paGora B Mpexa
Online
Operation of a computer while connected to a network.

Pa6ota ¢ KOMIOTBD, KOHTO € CBBP3aH ¢ KOMITIOTEPHA MpeKa.

Egy szdmit6gép haldzathoz csatlakoztatott iizemelése.

Online Learning
»OHIaiiH” 00yuenne
Online tanulas

Synonym for e-Learning.

CHHOHMM Ha eIeKTPOHHO 00y4YeHHe.
Az eLearning szinoniméja.
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PDA (Personal Digital Assistant)
PDA (Ilepconanen L{uppoB AcHCTeHT — 1x00eH KOMIIOTHP)
Személyi digitalis segéd (PDA)

Small handheld computer with practical applications, such as address books, calendars, schedulers, and
electronic notepads. Often PDAs are identified by their operating systems (e.g, Palm or Pocket PC). Since
their introduction, PDAs have grown to become powerful wireless handheld devices capable of connecting to
the Internet, playing music and video, and accepting diverse peripheral extensions.

Marbk TPEHOCHM KOMIIOTBHP C HPAKTHYECKH NPHIOXKEHHsA KaTo: CHHMCBK C aJpecH, KaleHAap, JU4YHO
pamucanue W elekTpoHeH GenexxHuk. Yecto, PDA ca pa3nuyaBaHM IO ONpALMOHHATAa CHCTEMA C KOSTO
pabotsar (Palm wau Pocket PC). Te3n KOMIIOTpH NpeAcTaBiIsBaT yJOOHH M MOIIHH O€3)KHYHH CpeICTBa
JIaBaIll BE3MOKHOCT 3a Bpb3Ka C HHTEPHET, [JIelaHe Ha BHU/EO, IPOCIYIIBaHE Ha ayauo-QaiiioBe U JaBamy
BBH3MOXKHOCT 32 BKJIIOYBAHE HA PEULIA BbHIIHU Pa3LIMPEHHU.

Kisméretii kézi szamitégép olyan praktikus alkalmazasokkal, mint a cimjegyzékek, naptarak, titemezdk és
elektronikus jegyzettombok. Mas PDA-kat az operacids rendszeriik alapjan azonositanak (pl. Palm vagy
Pocket PC). A bevezetésiik 6ta a PDA-k az Internethez val6 kapcsolddasra, zene €s vided lejatszasara és
sokféle periferialis kiterjesztés fogadasara alkalmas, erdteljes kézi eszkdzokké valtak.

PDA-Phone Hybrids
Xubpuauu PDA-tenedonn
PDA-telefon hibridek

Devices that are primarily PDAs, with mobile telephone capabilities.
JIxoOHH yCTpOCTBa, H3MIeKIAIM U CiIyx ey kato PDA u paboremu u kaTo MOOUIHH TenehoHH.

Els6dlegesen PDA eszk6z6k, mobil telefonikus képességekkel.

PDF
PDF
PDF

Refers to the Adobe Acrobat file format for online documents.
®aiinos popmar Ha Adobe Acrobat 3a my6nuKyBaHe Ha JOKYMEHTH B HHTEPHET.

Az online dokumentumokhoz hasznalatos Adobe Acrobat fajl formatumot jeloli.

Pedagogy
Ilenarorunka
Pedagogia

Opposite of andragogy. The art and science of how children learn.
W3KyCTBOTO M YMEHHETO Jia ce 00ydaBar Jena.

Az ifjusagi képzés, a gyermeki tanulds miivészete és tudoménya.

Permanency
ITocTosiHHOCT HA HHPOPMALUATA
Maradandésag

Learners can never lose their work unless it is purposefully deleted. In addition, all the learning processes are
recorded continuously. :

Bceunuku IpoLECH CBBpP3aHU C 06y‘{CHHCTO IIOCTOSSHHO C€ 3alMCBaT. Y4YalluTe ceé HEe Morar aa 3aI'y6$[T
HHUKaKBa I/IHQ)OpMaLIPI}I, OCBCH aKO HE U3TPHUAT HELIO LEJIECHACOYCHO.

A tanuldk ‘sosem veszithetik el a munkajukat, amig nem torlik szandékosan. Ezen feliil az 6sszes tanulasi
folyamatot minden nap folyamatosan feljegyzik.
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Performance

JocTmxkeHue

Teljesitmény
One of the three required parts of a properly composed learning objective. Observable and measurable
actions that should be demonstrated by the learner after the completion of training are detailed in the
performance statement.

Enna or Tpute chcTaBHM wacTH (YCIOBHE, OYaKBaH PE3yNTaT - JOCTH)XEHHE M OLGHKA) HAa IPABHIHO
II0CTaBeHa yueOHa el

Egy helyesen felépitett oktatdsi célkitiizés harom része koziil az egyik. A teljesitmény megallapitas a tanuld
altal a képzés elvégeztével bemutatandd, megfigyelhetd és mérhetd cselekedeteket ir le.

Performance Objective

IleneBo nocTmkenune

Teljesitmény-célkitiizés '
The performance capability the learner should acquire by completing a given training course. Synonymous
with learning objective.

Cunonum Ha ,uen Ha o6ydenue” (learning objective). HUBOTO Ha M3sBa, KOSTO ce OYaKBa ydamure Ja
JEMOHCTPHPAT NPH YCIEITHO 3aBbPIIBaHE Ha Kypca Ha 0OyYeHHE.

Az a teljesitménybeli képesség, amelyet a tanulonak meg kell szereznie egy adott tanfolyam teljesitésével. Az
oktatasi célkitlizés szinonimaja.

Performance-based Instruction

OO0yuenne, HACOYEHO KbM JOCTHIKEHHS

Teljesitmény-alapi oktatas
Learning activities centered on the acquisition of skills more fundamentally than knowledge. Performance-
based instruction, also called criterion-referenced instruction, relies on learning objectives to communicate
what is expected to be achieved and evaluation of task completion to determine success.

Tosu Bux obyuenue ce Gasupa Ha yCBOSBAHETO HAa yMEHHs TOBeYe OTKOJKOTO Ha 3HaHHs. IIph Hero ce
Pa3uuTa MOCTaBEHHTE Y4eOHU LeNH /ia PEICTABAT KaKBO CE 0YaKBa OT Kypca Ha obydeHHe, a OleHKaTa IpH
3aBBPLIBAHE HA JaJICHA 3a/1a4a J]a ONPEeeNt CTENEHTa Ha yCIIeX.

A tudas megszerzésénél alapvetSbben a képzettség megszerzésére Gsszpontositd tanulasi tevékenységek. A
teljesitmény-alapt oktatds, mas néven kritériumokon alapulé (criterion-referenced) oktatds, az oktatési
célkitizésekkel mutatja be, hogy mit akarunk elémi és hogyan értékeljiik ki a feladatmegoldast a sikeresség
megallapitasahoz.

Point-to-multipoint
OT TOYKA 10 HAKOJIKO TOYKH
Pont-tobbpont

Transmission between multiple locations.

IIpenacsne Ha MHGOPMaLHs OT eJHA TOYKA 0 TIOBEYE OT SIHO MSCTO.
To6bb helyszin kozotti atvitel.

Point-to-point
OT TouKa 10 TOUKa
Pont-pont
Transmission between two locations.

I[Ipenacane Ha HHGOPMALKA MEXTy JBE TOUKH.

Két helyszin k6zotti kdzvetlen 4tvitel.
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Portal
IMopran
Portal
A specific view into a Web site. The view identifies available offerings that match a person’s request.

Ilepconannsupano npescTaBsHe Ha JaJeH ye6-caiiT B 3aBUCMMOCT OT 3asBKaTa Ha [OTPeGUTEI.

Egy webhely egy bizonyos nézete. A nézet azonositja egy személy kérésének megfelels ajanlatokat.

Positive Reinforcement

Ilo10:kMTETHO CTHMY IHpaHe

Pozitiv megerdsités
Encouraging a behavior by rewarding that behavior after it is exhibited. An example is buying a child a toy
after they do well on a test. An example in adult education is congratulating a learner after a question is

answered correctly, or providing a completion diploma upon course completion.

[loompsBane Ha naneHo moBeneHHe 4pe3 Harpana. Ilpumep: Ha nere ce nasa HIpaydka, ako TO Ce CIIPaBH
nobpe ¢ nanen Tect. Ilpu o6ydenne Ha BB3PACTHH — yYalMAT Ce MO3APABABA BCEKH ITBT, KOTaTO OTTOBOPH
TIPaBUJTHO HA ANIEH BBIIPOC MM YPE3 M3/1aBaHe Ha CEPTH(HKAT 3a YCIIEIIHO 3aBbPIIBAHE TIPH MPUKIIOYBAHE
Ha Kypca.

Egy viselkedésre 8sztonzés annak bemutatisa utani jutalmazasa altal. Példaja a gyermeknek jatékot venni,
miutén jol teljesitett egy teszten. A felndttképzésben példa ra, ha gratulalunk a tanulénak, ha helyes valaszt
adott egy kérdésre, vagy ha a tanfolyam teljesitésekor azt igazolé diplomat adunk.

Post
IHocTunr
Kozzétenni
To place a message in a public message forum. Also, to place an HTML page on the World Wide Web.

ITncane Ha cbobmenue BB Gopym. ChILO, IOCTABSIHETO HA HOBA Ye6-CTPAHHIA.

Egy iizenetet egy nyilvanos iizenetférumon elhelyezni, vagy egy HTML oldalt elhelyezni a World Wide
Weben.

Prerequisite

IIpenBapuTe/ N M3HCKBAHUSA

Eléfeltétel
A basic requirement or step in a process that must be fulfilled before moving on to an advanced step. Being
able to stand is a prerequisite to being able to walk. In computer training, using the mouse is a prerequisite to
using a graphical user interface.

OCHOBHH M3MCKBaHHS WM CTBIKH OT NPOLIEC, KOMTO TPSGBA [1a Ca M3IBIHEHH MPEH IPEMHUHABAHETO KbM
cnenpama crenka. Hanpumep — 3a na ce Haydw JeTe ha XOQW, TO NMBPBO TpA6Ba Ja MOXE J1a CTOHM
U3NPaBEHO; 3a Jla MOXC YOBEK nNa pabotu ¢ rpadmueH uHTepdeiic, To MbpBO TpsOBa 1a 3Hae Kak ce
HM3II0J13Ba MHILKa (MIIH JPYTO II0COYBAILO YCTPOMCTBO) U T.H.

Alapvetd feltétel vagy 1épés egy folyamatban, amit teljesiteni kell egy haladébb 1épés eldtt. Az allni tudas a
jaras eldfeltétele. A szamitogépkezelési képzésben az egér hasznalata a grafikus felhasznaléi feliilet
hasznalatanak el6feltétele.

Prescriptive learning

»KOHKpeTHO” 06yueHune

El6iré6 oktatas
A process in which only coursework that matches a learner's identified skill and knowledge gaps is offered to
him or her, with the goal of making the learning experience more meaningful, efficient, and cost-effective.

[pouec, npu Ko#TO Ha ydalIus ce NPESOCTABAT caMo 3a1aul ¥ HHPOPMALHs, HEMOCPEACTBEHO CBBP3aHH C
KOHKPETHO YMEHHE, C LIl Ia CE HAIPaBU YYEOHHUAT NpoleC Mo-epUKaceH U eeKTHBEH.

Egy olyan folyamat, ahol csak a tanulé azonositott képzettségének és tudashézagainak megfelel tanfolyami
munkét ajénlanak fel neki, azzal a céllal, hogy a tanulasi €lmény értelmesebb, hatékonyabb és
koltséghatékonyabb legyen.
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RealMedia

RealMedia

RealMedia
One of the first CODECs for delivering streaming video over the Internet. Like other CODECs, RealMedia
(comprised of RealVideo, RealAudio, and other file formats created by Real) use compression algorithms for
eliminating data that can be considered as extraneous or not as important as other information. RealMedia
and Windows Media are the two most widely used technologies for streaming video today.

EnuH or mbpBATE CTaHAAPTH 32 KOAMpaHE/ICKOXMPAHE HAa BHAEO CHTHAT 33 JOCTABKA IIPE3 MHTEPHET.
RealMedia Bxmousa daiinoBn dopmarn xaro RealVideo, RealAudio n ap. Tosa e npoxykT Ha Real u
H3II0/13B2 AITOPUTMH 33 KOMIIPECHpaHEe C L€l HaMalsBaHe Ha obeMa Ha mpenaBaHaTa MH(OpPMalus, upes
M3KIIOYBaHE HA YaCTH, KOMTO HE Ca CBBP3aHU WM HE Ca JOCTAThYHO BaXKHH KOJIKOTO JAPyra HH(OPMAIIHSL.
RealMedia u Windows Media ca Bata Haii-IuMpOKo panpoCTpaHEeHH CTaHAapTa 3a IpeiaBaHe Ha BUEO Ype3
HHTEpPHET.

Az Interneten a video folyam szolgaltatasara hasznalt elsé6 CODEC-ek egyike. Mas CODEC-ekhez hasonléan
a RealMedia (amit a RealVideo, RealAudio és mas Real altal alkotott formatumok alkotnak) témoritési
algoritmusokat hasznél a feleslegesnek vagy kevésbé fontosnak itélt adatok elhagyésara. A RealMedia és a
Windows Media ma a két legszélesebb kérben hasznalt streaming videé technolégia.

Real-time

Peanno Bpeme

Valos idejii
Instantaneous response to external events. A real time simulation, like a driving simulator, follows the pace
of events in reality.

MurnoBeHna PC€aKIHsa HA BHHIICH CTUMYJI. Peannara CUMYyJIalus (HaanMep CHMYJIaTOpD 3a KapaHe Ha KOJ'Ia)
ClieiBa CKOPOCTTA U ITOCIE€I0BATETHOCTTAa HAa CHOMTHATA KaKTO Te Ouxa ce CJIy4YBaJId HAUCTHHA.

Azonnali valasz a kiilsd eseményekre. Egy valés idejli szimulacié, példaul egy autészimulator, a valosag
eseményeinek iitemét koveti.

Remediation :
YcunBane/nabasirane Ha KOHKpeTHa 006JacT Ha o0ydeHne
Megtisztitas
Using feedback to increase a learner's knowledge and skills relative to a specific learning objective.

Usnonssaue Ha 06paTHa BpPB3Ka 3a ITIOBUILIABAHETO HA HUBOTO HA 3HAHUA U YMCEHHUA Ha y4alius, OTHACAIIU Ce
J10 KOHKpPETHA LICJI.

A visszajelzés felhasznalasa egy tanulé egy meghatarozott oktatasi célkitiizéséhez viszonyitott tudasanak és
képzettségének novelésére.

Repurpose
Ipomsina Ha opmara Ha 10CTABKA HA NPEJBAPHTEIHO ChIIECTBYBAI yueben MaTepHal
Formavaltas

To revise pre-existing training material for a different delivery format. For example, instructor guides and
student manuals are often repurposed into web-based training.

IIpepaGoTBane Ha chiecTBYBanl yuebeH MaTepHal 3a penoaasane B Apyr Gopmar. IIpumep: HHCTPYKI[UUTE
3a MPOMNO/ABATEINTE M HAPHYHMIMTE 32 YUCHHKA YECTO CE MPEXBBPIAT BB (OpPMAT 3a caMoobyueHHe B yeb-
cpena.

Létezd képzési anyagot mas atadasi forméra atdolgozni. Példaul az oktatéi utmutatdkat és a hallgatoi
kézikonyveket gyakran atdolgozzak webalapu képzésre.
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Reusable Learning Object (RLO)

RLO - ,,pennkiupane” Ha y4e0eH eJeMeHT

Ujrafelhasznalhaté oktatasi egység (RLO)
A specific chunk of content and code that represents an assessment, exercise, instructional content, etc. In
theory, RLO's can be used in many different courses.

Konkperen cerment or uHpopmanus (ChbIBP)KAHHE W KOX), NPEACTABISBAIl €IEMEHT 3a OLCHKA,
ynpaxkHeHue, ypok u ap. Teopernyno, RLO morar jga 6bAaT M3MON3BaHA MHOTOKDATHO B PaMKHTE Ha
Pa3sIM4YHU KypCOBE.

Egy bizonyos, felmérést, feladatot, oktatdi tartalmat, stb. képviseld tartalom- és kéddarab. Elméletileg az
RLO-kat sok kiilénb6z6 tanfolyamban fel lehet hasznalni.
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Satellite TV
CarejMTHA TeJIeBU3HS
Miiholdas TV

Sets of video and audio signals that are transferred through a geostationary communication device.
Buzeo u aynuo curHany npeHacsHy Ype3 reo-CTalMOHAPHHU CITHTHHUIIA.

Vide6 és audi6 jelek halmaza, amiket egy geostacionarius kommunikacios eszkdzon keresztiil kozvetitenek.

SCORM (Sharable Content Object Reference Model)
SCORM
Megoszthat6 tartalom egység referencia model (SCORM szabvanycsomag)

A set of specifications that, when applied to course content, produces small, reusable learning objects. A
result of the Department of Defense's Advance Distributed Learning (ADL) initiative, SCORM-compliant
courseware elements can be easily merged with other compliant elements to produce a highly modular
repository of training materials.

HaGop or cneunduxanum 3a ch3gaBaHe Ha MaTbK, MHOTOAKPATHO M3II0I3BaeM y4eGeH 0GEKT OT KOHKPETHO
y4ebHO chabpxanre. SCORM e pe3ynTaT OT HHHLMATHBATa 33 YCHBBPIICHCTBAHO PAIPEACICHO obyuenue
(ADL) Ha AMEpHKaHCKOTO MHHHCTEPCTBO Ha 0TOpaHata. Ch3[aeHATE B TO3H CTaHAAPT €JIEMEHTH MOrar Jia
0baT KOMOMHUPAHH C IPYTH 32 Ch3/[ABAHETO HA CHIIHO MOJTY/TH3MPAHO XPaHMIIHINE 32 YICOHH MaTepHau.

Specifikaciok halmaza, amiket tanfolyam tartalomra alkalmazva kicsi, ujrafelhasznalhatd tananyag
egységeket kapunk. A USA Védelmi Minisztériuménak ADL (Advanced Distributed Learning)
kezdeményezésének eredménye, elemei konnyen egybeolvaszthatok mas megfelelé elemekkel képzési
anyagok erésen modularis tarhazat létrehozva.

Seamless Technology
»AHTYHTHBHA” TEXHOJIOTHS
Problémamentes technolégia

In an online course, technology is said to be seamless (or transparent) when it is easy to use, intuitive in
nature, and is NOT the focus of the learning experience. If programs are difficult to use and the system has
frequent breakdowns, the technology is not seamless and hinders the learning process. Technology should
merely be a means to deliver course content, facilitating the learning process.

B KoHTeKkCTa Ha eNeKTpOHHOTO oOydeHHe, Ka3BaMe dYe /aleHa TEXHONOTHS € ,MHTYHTHBHA” WIH
»IPO3pavHa”, KOraTo Ts € JIECHA 3a M3MOJ3BaHEe, MHTYWTHBHA MO Tpupoaa ¥ HE oTBIMYa BHUMaHHETO OT
nponeca Ha oOy4enue. TpyHuTe 3a M3MON3BaHE CHCTEMH 32 €IEKTPOHHO OOydeHHe He ca “HHTYHTHBHH
3aTpynHABAT mpoueca Ha oOydenue. TexHomormsra TpsibBa Ja Ce HM3MON3Ba MPOCTO KAaTO CPEICTBO 3a
J0CTaBKa Ha y4eOHMs MaTepHall U 12 yJecHsBa 00yIeHHETO.

Egy online tanfolyamon a technologiat akkor nevezziik problémamentesnek vagy atlatszonak, ha kénnyti hasznalni,
intuitiv természetli és NEM all a tanulasi élmény kozéppontjaban. Ha a programokat nehéz hasznalni és a rendszer
gyakran meghibasodik, a technolégia nem problémamentes és hatraltatja a tanulasi folyamatot. A technologia csupan
a tanfolyam tartalmanak puszta atadsi modjaként segitheti el6 tanulasi folyamatot.

Search Engine \
MamuHa 3a TbpceHe
Keresémotor

The two types of search engines, the catalog and the crawler, both locate requested information on a web site
or on the whole of the World Wide Web. A catalog engine compares the user request with a collection of
data that it contains concerning web sites. A crawler engine scours the contents of sites themselves to find a
match to a word or string of words.

ChIuecTByBaT /182 OCHOBHM BHJIa HA MAIIMHU 33 THPCEHE — KAaTalor M ,,ibi3a4”. W BaTa BHga Morar na ce
U3II0JI3BAT JIOKAJIHO, B PAMKHUTE HA NaJeH yeO-caliT, MM II0GanHO B IsUIaTa MpeXa. MaIIMHHTE OT THII
»KaTajor” CpaBHABAT 3ajBKATAa Ha TOTPEOMTENs ChC ChIBPXKAHMETO Ha yeG-callToBeTe OT HMHTEpeC 3a
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norpeburens (OOMKHOBEHO MPEICTAB/IABAT CHCTEMA OT MEHIOTA). MalIMHUTE OT THII ,,[Tbj13a4” MPEThPCBAT
ChOBPXKAHMETO HA YyeO-CalTOBE CHABPXKAIIM KIIOYOBH IOyMH MM (pasd 3aJafieHd OT NOTpeOuTeNs
(ChaBpIKaT moJie 3a BbBEXKAAHE HA JyMHUTE OT CIIENUAIEH HHTEPEC 3a OTPEOHTENS).

A keres6motorok két fajtdja, a katalogus és a maszo (crawler) felkutatjak a kért informaciét egy webhelyen
vagy a World Wide Web egészén. A katalogusmotor dsszehasonlitja a felhasznal6 kérését egy webhelyekrdl
sz016 adatgylijteménnyel. A mdsz6 motor magat a webhelyek tartalmat nézi at, hogy egyezést talaljon egy
szoval vagy szavak sorozataval.

Section

CermeHt

Szakasz
A division of training concerned with one topic. Several sections commonly make up a lesson, but the term is
sometimes used interchangeably with the term lesson or module.

Hsxonko cermenra Omxa Moram ga OBIAT 4acT OT €IWH YPOK, HO YECTO TO3M TEPMMH CE M3IIONI3Ba KATO
€KBUBAJICHT Ha ,,ypOK’’ WIH ,,MOITyT " .

Egy témaval foglalkozo képzési egység. Szamos szakasz altalaban leckét alkot, de a kifejezést néha a lecke
vagy modul kifejezés megfeleldjeként is hasznaljak.

Self Assessment
Camoonenka
Onértékelés
Process in which the learner determines his or her level of knowledge and skills.

[Iporuec, mpy KOWTO y4almUAT Ce Ompesens COOCTBEHOTO CH HABO Ha 3HAHUS M YMEHHS.

Egy folyamat, aminek soran a tanul hatarozza meg a sajat tudas- és képzettségszintjét.

Self-paced instruction/learning
O0yueHne cbc COGCTBEHO TEMIIO
Oniitemezett oktatas/tanulas
Training the enables learners to complete instructional segments on their own, without the guidance of an instructor.

OGyuenue, npu KOETO yYalIuTe ce paboTAT 10 y4eGHUTE CErMEHTH ChC CKOPOCT ONpENENITHA OT CAMHTE THX,
6e3 HalpaBJIEHHETO Ha HHCTPYKTOP.

Olyan képzés, ami lehetdvé teszi a tanulok részére az oktatasi szakaszok 6nallo teljesitését, oktatd segitsége
nélkiil a sajat feldolgozasi sebességiiknek megfelelden.

Simulation

CumyJianust

Szimulacio
A mode of instruction that relies on a representation in realistic form of the relevant aspects of a device,
process, or situation.

Mogen Ha npenojaBaHe, pa3uuTall Ha IPECH3AABAHETO B PEATUCTHYHA (OPMA HA CHOTBETHHTE acCIIEKTH HA
YCTPOMCTBO, IIPOLIEC UK CHTYAIIHs.

Olyan oktatdsi mod, ami egy eszkoz, folyamat vagy helyzet targyhoz tartozé megvilagitasainak valdszerti
abrazolaséara hagyatkozik.

Skill gap analysis

AHaJIH3 HAa NPONYCKHUTE B 00y4eHHETO

Tudashézag-elemzés
Compares a person's skills to the skills required for the job to which they have been, or will be, assigned. A
simple skill gap analysis consists of a list of skills required along with a rating of the employee's level for
each skill. Ratings below a predetermined level identify a skill gap.

CpaBHsiBa IEpCOHANHUTE YMEHHS M Ha yYaIlys C yMEHHUATA, W3UCKBaHM 3a paboTaTa 3a KOATO TOH e/mie Gbae
HasHayeH. OOMKHOBEHHUAT aHAM3 Ha Pa3INYUATa BKIIOYBA CIMCHK HAa M3MCKBAHUTE YMEHHUS M PEHTHHTa Ha
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CIIYXXHTEIIA 3a BCAKO OT T€3H yMEHHS. OI.ICHKa 110 HAKAKBO IMPEABAPUTEIHO OMNpPEIEIEHO HHUBO, onpenens
PpasMHHaBaHE B OYaKBaHMUSITA.

Osszehasonlitja egy személy képzettségét annak az allasnak a képzettségszintjéhez, amit betdltottek vagy be
fognak tolteni. Egy egyszerii tudashézag-elemzés a megkovetelt képzettségek listajabol, és az alkalmazott
egyes képzettségben elért szintjét tartalmazé listabol 4ll. Egy elére meghatrozott szint alatti értékek
tudashézagot azonositanak.

Skills inventory

HaGop ot ymenusn

Képzettségleltar
A list of skills or competencies that an individual possess, usually created by self-evaluation.
Cnnchbk OT yMeHHs WK cepH Ha KOMIIETEHTHOCT Ha JajieH HHMBH. OGHKHOBEHO TO3M CIHCHK € Pe3yiITaT
Ha CaMOOLICHKa.
Egy egyén birtokdban levé képzettségek vagy jartassagook listdja, amit rendszerint onértékelés soran
allitanak ossze.

Smart Phones

»YMHH” TenedpoHn

Okostelefonok
A category of mobile device that provides advanced capabilities beyond a typical mobile phone. Smart-
phones run complete operating system software that provides a standardized interface and platform for
application developers. By the strict definition, smart-phones are distinct from PDA-based devices running
operating systems such as Palm OS or Windows Mobile for Pocket PCs. While PDA-based devices usually
have a touch-screen for pen input, smart phones usually have a standard phone keypad for input. Compared
to standard phones, smart-phones usually have larger displays and more powerful processors. Applications
written for a given smart-phone platform can usually run on any smart-phone with that platform, regardless
of manufacturer. Compared to Java or BREW applications, native smart-phone applications usually run faster
and integrate more tightly with phone hardware.
Kareropus or MoGWIHM yCTpoiiCTBa, MpUTEXABAIM CBOACTBA HAIMHHABAIIM PAMKHTE HA OOMKHOBEH MOGWIEH
Tenedon. Tesn TenedoHn MMAT ONPAIHOHHA CHCTEMA, KOSITO OCHTYPSIBA CTAHIAPTH3MpaH HHTepbeiic 1 wiatdopma
3a nporpamucTHTe. Pasimikara Mexy ,,yMeH” TeeoH H [DKoGEH KOMITIOTHD € B HAYMHA Ha BKAPBAHE Ha JTAHHHTE —
JIOKATO DKOGHUTE KOMITIOTPH OGMKHOBEHO asroyiaraT C eJIeKTPOHHA ITHCATKA KATO OCHOBHO BXOJTHO YCTPOFHCTBO,
Tene(pOHATE MMAaT CTAaHJApTHA TeleOHHA KiIaBHATYpa. B cpaBHeHHMe ¢ OGMKHOBEHHTE MOGHITHH TenedoHH,
»YMHHTE” Tene(pOHH OOGMKHOBEHO pasioyarar ¢ IO-TOJSIM €KPaH M [O-MoIIeH mporecop. IIporpamu, micanu 3a
JaneH BHI ,yMeH Tene(oH, Morar na paboTAT Ha BCEKM APYr TAaKbB TeleoH (W3MOM3BAIN ChINaTa
1w1aT(opMa/orepaloOHHa CHCTEMA), HE3aBHCHMO OT IPOU3BOIMTENIA.
Egy mobil eszkdzkategoria, ami a tipikus mobiltelefon képességein tilmutaté fejlett képességeket biztosit.
Az okostelefonok teljes operacids rendszerszoftvert futtatnak, ami szabvanyositott kezelSfeliiletet és
platformot ad az alkalmazasfejleszt6k részére. A szigoru definicié szerint az okostelefonok kiilén allnak az
olyan operacids rendszereket, mint a Palm OS vagy a Windows Mobile for Pocket PCs-t futtaté PDA-alapu
eszkozoktdl. Mig a PDA-alapu eszkozok altaliban tollas adatbevitelre szolgald érintéképernyével
rendelkeznek, az okostelefonoknak 4ltalaban szabvéanyos telefonbillentylizetik van bevitel céljara. A
hagyomanyos telefonokénal az okostelefonok rendszerint nagyobb billentylizetet és erdsebb processzort
tartalmaznak. Egy adott okostelefonra irt alkalmazasok altaldban tetszéleges azonos platformot futtatd
okostelefonon miikodéképesek, gyart6tol fiiggetleniil. A Java és BREW alkalmazasoknal a nativ okostelefon-
alkalmazésok gyorsabban futnak és szorosabban kapcsolédnak a telefon hardveréhez.

Soft Skills

wMexn” ymeHust

“Soft”képességek
The informal term for non-IT related business skills. Examples include leadership, listening, negotiation,
conflict management, etc.
Hedopmanen tepmun 3a OM3HEC yMEHHsS, KOMTO HE Ca CBBP3aHH C HH(OPMAIMOHHHTE TEXHOJOTHH.
IIpumepy 3a TakuBa ymeHHs ca CHOCOGHOCTHTE 3a PBKOBOJIEHE, CIyIIaHE, IOTOBApsHE, paspellaBaHe Ha
KOHQIIUKTH U 1p.
A nem IT-vel kapcsolatos iizleti képességekre utalé informalis kifejezés: pl. vezetdi képesség, a szovegértés,
a targyaloképesség, a konfliktuskezelés, stb.
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Spam

Cnam

Spam
Junk email that is sent, unsolicited and in bulk, to advertise products or services or publicize a message. The
term may have originated from a Monty Python song. (verb) To send unsolicited bulk email to advertise
products or services or publicize a message.

HesxenaHu eeKTPOHHHM CHOOIIEHHUS, M3MPAIIAHH C IIe]I peKIaMHUpaHe Ha NPOMYKTH M ycayrd. Karo riaron:
Jla u3npamamM pekiaMHU ChOOLIEHHS O ToJIsIMa Ipyna noTpeduTeny 6e3 TAXHO 3HAHUE U XKEIIaHHe.

Fénévként, hulladék e-mail, amit kéretleniil és tomegesen kiildenek termékek vagy szolgaltatidsok
reklamozasa vagy egy iizenet nyilvanossagra hozataldnak céljabol. A kifejezés egy Monty Python dalbol
szarmazhat. Igeként, kéretlen tomeg-e-mail-t kiildeni termékek vagy szolgéltatdsok reklamozasa vagy egy
iizenet nyilvanossagra hozatalanak céljabol.

Storyboard

CueHnapui

Vizualis forgatékonyv
A collection of frames created by a developer that detail the sequence of scenes that will be represented to the
user; a visual script.

Ha6op OT KaJpH, A€TaiIHO ONMKCBAL I0CIeI0BATETHOCTTa Ha H300paXeHUATa, KOUTO 1ie OBAT MOKa3aH!u
Ha NOTPeGHUTEIs — BU3yallHa IIOCIIeOBATEIHOCT OT CTHIIKH (BU3YyaJleH CIEHAPHH).

Képkockak egy fejlesztd altal készitett sorozata, ami a felhasznalé szdméra dbrazolando jelenetek sorozatat
részletezik; vizualis forgatokonyv.

Streaming media

H3nbiHeHHe HA MeHeH (ailjl Mpear NBJIHOTO MY 3apekiaHe

Médiafolyam
Audio or video files played at the same time as they are being downloaded over the Internet, instead of
waiting to be downloaded entirely. Requires an appropriate media player program.

[IpociymBaHeTo/BU3yaln3upaHeT0 Ha ayauo WIM BHAcO (ailloBe MO BpeMe Ha 3apeXIaHETO UM OT
MHTEPHET BMECTO W3YaKBAaHETO Ha ITBJIHOTO 3apeXkaHe Ha Qaiina. M3uckBsa ce crenuanHa nporpama, Kosro
J1a MOXKE Jja TIpaBH TOBA.

Audi6 vagy vide6 fajlok, amiket az Interneten keresztiili letoltésiikkel egyidejiileg lejatszanak, ahelyett, hogy
megvarnak, amig teljesen letdltédnek. Megfeleld médialejatszo programot igényelnek.

Subject Matter Expert (SME)

EkcrepTt no chabp>KaHHETO

Tantargyi szakérté (SME)
The member of a project team who is most knowledgeable about the content being instructed upon. Frequently, the
SME is an expert contracted or assigned by an organization to consult on the training being created.

Unen Ha rpynaTa 3a pa3spaboTKa Ha HaJeH NMPOAYKT, KOMTO NPHTeXkaBa EKCIEPTHH 3HaHMA B obnacTra 3a
KOSTO CE TIOATOTBS YYSOHUAT MaTepHall. '

A fejleszté csapatnak az a tagja, aki az oktatott tartalomrol a legnagyobb tudéssal bir. A tantargyi szakérto
gyakran egy szervezet 4ltal a megalkotand6 képzéssel kapcsolatos konzultaciora szerzédtetett vagy kirendelt
szakérto.

Subordinate Objective
MexauHHA HeJa
Alarendelt cél
An task or objective that must first be mastered in order to complete a terminal objective.

3ajaua WM LN, KOATO TpsiOBa Ja ObJe YCBOSHA/IOCTHTHATA 3a Ja CTaHE BB3MOXHO IIOCTHTAHETO Ha
KpaiiHaTa [e)1 Ha 00yJeHHe.

Egy feladat vagy cél, amit eloszor el kell érni egy végeél teljesitésének érdekében.

138




Summative Evaluation

CymapHa oneHka

Osszegzé értékelés
An evaluation performed after development used to measure the efficacy and return-on-investment of a
training program.

OueHka Ha C(I)GKTPIBHOCTTa u BmeamaeMocrra Ha MHBECTHUIIMUTE HA JaJC€HaA Mporpama 3a OGY‘JCHI/IC.

A fejlesztés utan végrehajtott kiértékelés, amivel lemérik egy képzési program hatasfokat és megtériilését.

Synchronous activities

CHBXPOHHH JeiHOCTH

Szinkron tevékenységek ‘
Activities that take place in the same period of time, e.g. video-conferencing and chatting. Typical for
synchronous activities is that the response is immediate.

HelHoCTH, M3BBPIIBAHM O €IHO M CBINO BpeMe. Hampumep: BHIeo-KOH(MEPEHIHMA WIH BHAEO-PasroBoOp.
Hajii-BaxHaTa XapakTepHCTHKA Ha CHHXPOHHHTE JEHHOCTH €, Y€ OTTOBOPA/PEaKIUATa € HEMOCPEACTBEH.

o

Egyidejlileg torténd tevékenységek, pl. videokonferencia és csevegés. A szinkron tevékenységekre jellemzd,
hogy a valasz azonnali.

Synchronous Discussion Tools

CHMHXPOHHH CPECTBA 32 KOMYHHKALHUS

Szinkron vitaeszkozok
Software that supports text-based conversations between two or more users who are online at the same time
(e.g., America Online's Instant Messenger and Microsoft Network's Messenger).

Codryep, mo3BONBAIL TEKCTOBH AUCKYCHH MEXIY ABaMa HIIM MOBEYE MOTPEGHTENH, KOUTO Ca BKIIOYECHH B
Mpexa 1o exHo W cbmo Bpeme. Ilpumepu: America Online’s Instant Messenger, Microsoft Network’s
Messenger u zip.

Két vagy tobb, egyszerre online felhasznalo kozti beszélgetéseket timogatd szoftver (pl. America Online
Instant Messenger és Microsoft Network Messenger).

Synchronous Training/Learning

CHHXPOHHO 00y4yeHHe

Szinkron oktatas/tanulas
A training program in which the student and instructor participate at the same time. For example, an
instructor-led chat session is a form of synchronous training. Common examples today include the use of
products from Centra, Interwise, or others that enable web-casts of live events.

I[Ipouec Ha oOyyeHue, B KOHTO y4YaIUTe M MHCTPYKTOpA y4acTBAaT €IHOBPEMEHHO. IIpumep: yar-cecus, B
KOSITO JMCKYCHSATA C€ BOAM OT MHCTPYKTOp. YecTo cpenianu nmpoaykTu ca Te3u Ha Centra Interwise, kakTo u
JPYTH, KOMTO NO3BOJIABAT U3IOI3BAHETO HA ,,CHOUTHS HA )KUBO™ IPE3 HHTEPHET.

Egy képzési program, amiben a hallgaté és az oktatd egyszerre vesznek részt. Példaul egy oktatd-vezérelt
csevegbgylilés a szinkron oktatds egy formdja. Mai gyakori példak a Centra, Interwise vagy masok, €16
események webes kozvetitését (webcast) lehet6vé tevd termékei.

Synergy

CuHeprernka

Szinergia, 6sszhang
The dynamic energetic atmosphere created in an online class when participants interact and productively
communicate with each other.

JuHamMuyHaTa M eHepruyHa arMocdepa, KOATO ce Ch3/aBa B JUCTAHIMOHHO NPOBEX/aH Kypc Ha obyueHue,
KOraTo yJaCTHMIIMTE KOMYyHHKHPAT MIPOIYKTUBHO €IHH C APYT.

Egy online 6rén megteremtett dinamikus, energikus 1égkér, amikor a résztvevdk kolcsénhatasba 1épnek és
hatékonyan kommunikalnak egymassal.
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Target Population

HeneBa aynuropus

Célcsoport
The audience defined in age, background, ability, and preferences, among other things, for which a given
course of instruction is intended.

| AynuropusTta, 3a KOATO HajieH y4eOeH MpPOAYKT € HpeaHaHadeH, NedHHHpaHa IO BB3PACT, IOATOTOBKA,
BB3MOXKHOCTH ¥ IIPEANIOYUTAHHS.

Az a hallgatésag - életkorral, hattérrel, képességgel és igényekkel jellemezve - akiknek egy adott tanfolyamot
szanunk.

Task Analysis

AHaJIu3 Ha neJuTe

Feladatelemzés
A process of examining a given job to define the discrete steps (tasks) that insure effective and efficient
performance of the job's requirements.

ITpouecsT Ha npeneHKa Ha AajieHa 3a/a4a, C el [a ce ONPENeNAT KOHKPETHH CTHIKH (II0A-321a4H), KOUTO
Ja OCHTypAT e(pEeKTHBHO (OT IJIeHa TOIYKa Ha BpeMe ¥ PECYPCH) H3IIbIHCHHE Ha W3MCKBAHUATA II0CTABEHH
OT 3aJa4ara.

Egy adott allas vizsgélata annak céljabol, hogy azonositsak azokat a kiilonboz6 1épéseket (feladatokat), amik
biztositjak az allas kovetelményeinek hathatds és hatékony teljesitését.

Technology-based Training (TBT)

OO0y4yenne 6a3MpaHo HA M3MO/I3BAHETO HA TEXHOJIOTHH

Technolégia-alapu képzés (TBT)
The term encompassing all uses of a computer in support of learning, including but not limited to tutorials,
simulations, collaborative learning environments, and performance support tools. Synonyms include CBL
(computer-based learning), TBL (technology-based learning), CBE (computer-based education), CBT
(computer-based training), e-Learning, and any number of other variations.

ToBa BKJIIOUBA BCHYKM BB3MOXXHH HaYMHH 32 MPHJIOKCHHE Ha KOMITIOTHD B y4eOHHs MPOIEC, BKIIOYHTETHO
(HO HE orpaHMYaBallo C€ J0) H3IOJI3BAaHE HAa KOMITIOTHPH3HMPAHO MPEICTaBSHE HA YpPOKa, CHMYJIAIH,
CpecTBa 3a KOMyHHKAIHSA ¥ B3aUMOICHCTBHE MEXIY ydaIluuTe M moaaspxamu cpenacrsa. Cunonumu: CBL
(computer-based learning), TBL (technology-based learning), CBE (computer-based education), CBT
(computer-based training), e-Learning.

A szamitégép Osszes tanulas tdmogatdsara vald hasznilatat, beleértve a konzulticidt, szimulaciot,
egylittmiikodé oktatokornyezeteket és a teljesitménytamogatd eszkdzoket dsszefoglald fogalom. Szinonimai
a CBL (computer-based learning, szamitégép-alapu tanulas), TBL (technology-based learning, technolégia-
alapu tanulds), CBE (computer-based education, szamitogép-alapt oktatas), CBT (computer-based training,
szamitogép-alapu képzés), eLearning, és tetsz6leges mennyiségli mas variacio.

Terminal Objective

Kpaiina nen

Végcél
A learning objective the student should be able to master after completing a specific lesson or part of a
lesson.
Len, kosiTo ce 04akBa Jja Ob/1e yCBOEHA OT y4alluTe JO 3aBbPLUIBAHETO HA YPOKa (MM 9acT OT HEro).

Egy oktatdsi célkitiizés, amit a hallgaténak el kell sajatitania egy bizonyos lecke vagy leckerész
befejezésével.
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\ Thread
‘ Tpen
‘ Sorozat

A series of messages on a particular topic posted in a discussion forum.

ITocnenoBarenHoOCT OT CHOOLIEHUS (B TUCKYCHOHEH (OpYM) II0 KOHKPETHA TEMA.

Egy vitaférumon kézzétett, bizonyos témaji tizenetek sorozata.

Trainee

Yuam

Tanulé
A trainee is a person who wants to acquire knowledge on a specific topic by means of taking part in
organised training or conference.

YoBek, KOUTO XKejae Ja IMOMy4Yd 3HaHWs B KOHKpETHA 00JacT M 3a Ta3W LIeJl B3€Ma yJacTHE B OPraHU3WpaH
npolec Ha 00y4eHue WM KOHpepeHIIHs/CEMHHAPp.

A tanul6 olyan személy, aki egy adott témardl sz0l6 tudashoz szeretne jutni egy szervezett képzésben vagy
konferencian valo részvétel altal.

Trainer

HucrpykTop

Oktat6
A trainer can best be descrlbed as a kind of teacher. He is the person who transfers information on a specific
topic to other people by means of the different tools. He is responsible for the actual training and the training
syllabus.

HHCTPYKTOp € 4OBEKBT, KOWTO IpenaBa MH(OpMaIHs 110 KOHKPETHa T€Ma Ha y4YallluTe Ce€ C MOMOIITa Ha
paJIMYHM Cpe/ICTBA. YYHTEIL.

Egy oktat6t legjobban egyfajta tanarként lehet leirni. O az a személy, aki egy bizonyos téméaban kiilonbszé
eszkozokkel informaciot ad at mas embereknek. Az 6 feleldssége a tényleges képzés €s a tanmenet.

Training session

Y4eOHa cecust

Képzési talalkozas
A lesson is a part of a course. . Tt refers to the contact time where all the people involved in the course virtually
meet in real time through satellite video-conferencing. As in contact teaching a lesson is the period in time
where a teacher and his students meet each other at the same time.

Bceku ypok e gact ot aaseH Kypc Ha obydenue. ToBa e BpeMeTO Npe3 KOETO BCHYKM yJaCTHHIM B IpoLeca
ce cpemar (peajHo WM BHPTYaJHO) B PEaJHO BpeMe (B KJIACHA CTas WM M3NOJI3BaMKH CaTeIUTHA BHIEO-
BPB3Ka).

Az 6rak a tanfolyam részeit képezik. Arra a kapcsolatfelvételi idore utalnak, ahol a tanfolyam Osszes
résztvevdje virtudlisan, valds iddben taldlkozik miiholdas videokonferencia révén. Az dra az az iddszak,
amikor a tanar és a hallgatdi egyszerre talalkoznak.
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Transparent Technology
»1Ipo3payHa” TexHoJI0THsl
Attekinthet6 technolégia
See Seamless Technology.

Bux ,, Uumyumusna” mexnonozus

B KOHTEKCTa Ha €NEKTPOHHOTO OOydYeHHe, Ka3BaMe 4Ue' [aJeHa TEXHOJIOTHA € ,,AHTYUTHBHA WA
,»IIpO3payHa”, KOraTo TS € JIECHAa 3a M3I0JI3BaHe, MHTYHTHBHA 10 npupona u HE oTBinYa BHHUMaHHETO OT
npoueca Ha oOyueHue. TpyJHUTE 3a M3MIOI3BAHE CHUCTEMH 3a €JEeKTPOHHO 00y4eHHe He ca “HHTYHTHBHH U
3aTpyAHABAT npoueca Ha oOydeHue. TexHomormsra TpsOBa a ce H3MON3Ba MPOCTO KaTo CPEACTBO 3a
JOCTaBKa Ha y4eOHHUs MaTepHal U [a yJIecHsABa 00y4eHHETO.

Ld. Problémamentes technoldgia (Seamless Technology).

Tutorial

Ypok (00MKHOBeHO (€3 HHCTPYKTOP)

Kozulticié
A mode of instruction that presents content, checks understanding or performance, and continues on to the
next relevant selection of content. Tutorials may be linear or branched.

Pexxum Ha oOydeHHe, IpH KOWTO Ha y4allus c€ NpeNoCTaBs MH(OpMaIHs, IPUMEPH, IPOBEPABA CE HUBOTO
Ha pa3OupaHe M ce NpOAb/DKaBa ChC ClIEABAIIMA eleMeHT. To3u BUI oOydeHHe Moxe na Oble JMHEHHO
(cnenBa KOHKpETHa IOCIIENOBATENHOCT Ge3 BB3MOXHOCT 32 IpecKauyaHe Ha EJIEMEHTH) WM Pa3KIOHEHO
(enemeHTHTE 32 00y4eHHE MOraT J1a ce H30UPAT IO JKeJIaHHEe OT CIIUCHK ChC ChIBPKAHUETO).

Egy oktatdsi mdéd, amely tartalmat mutat be, ellen6rzi a megértést vagy teljesitményt, majd tovabblép a
kovetkezd targyhoz tartozé tartalomra. A konzultacid lehet linedris vagy elagazo.
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Ubiquitous Computing
IMoBceMecTHO HAJTHYHE HA KOMIIIOTbPHH YCJIYTH
Mindeniitt jelenlevé szamitastechnika (Ubiquitous Computing)

The practice of making computers so common and accessible that users are not even aware of their physical
presence. The ideal of ubiquitous computing could be defined as a high-speed network that covers any kind
of geography and is easily installed and automatically maintained.

IpeBpbluadero Ha paboTaTa C KOMIIIOTPH B TOJKOBAa €CTECTBEH M JIECHO JOCTBIICH IpOIEC, de
notpe6uTenuTe 1a 3ary6ar ycemaHeTo 3a pU3MIECKOTO MM IIPUCHCTBHE. Mleannara nen Ha TO3H Ipolec €
MOKPHUBAaHETO Ha BCsKa reorpadcka o01acT ¢ BUCOKOCKOPOCTHA KOMITIOTBPHA MpeXa, KOSATO € JIECHA 3a
HHCTAJIMpaHe U ce MOANBP)Ka aBTOMATHYHO.

A szamitogépek oly mértékii elterjesztésének és elérhetévé tételének gyakorlata, hogy a felhasznalok ne is
legyenek tudatiban a fizikai jelenlétiknek. A mindeniitt jelenlevé szdmitastechnika eszményképe egy
nagysebességii halézatként definialhatd, ami barmilyen teriiletet lefed, kénnyen telepithetd és automatikusan
fenntartott.

Universal mobile telephony system (UMTS)
YuuBepcanna moouiina Teaedonna cucrema (UMTS)
Univerzalis mobiltelefénia-rendszer (UMTS)

Refers to the next generation of cellular technology that is also being standardized by European
Telecommunications Standard Institute (ETSI).

HoBa TexHomorums 3a MoOunHM TenedoHM, B DpOLEC Ha CTaHzapTHauusa oT Esponeiickus
Tenekomynukauuone Uuacrutyt 3a Crannaprusamus (ETSI).

A cellularis technologia kovetkezd generacidja, amit az ETSI (European Telecommunications Standard
Institute) szabvanyosit.

Uplink
CareqnTHa BPb3Ka
Uplink

The communication channel, which connects a transmitting earth station with a receiving satellite.
KoMyHHKalMOHEH KaHall, CBbP3Balll HA3eMHa IIpeNpamareHa CTaHIHs C IPUeMaTesIeH CIIbTHHK.

Az atvitelt végzd foldi allomast egy fogadé mitholddal 6sszek6td kommunikécios csatorna.

Upload
3anucBaHe Ha (aila Ha CBPBBP
Feltoltés

To send a file from one computer or server to another.
Hsnpamande Ha qaneH ¢Gaiin oT eAUH KOMITIOTHP M ChPBBD Ha JAPYT.

Egy fajl elkiildése egy szamitogéprol vagy szerverrdl egy masikra.

(URL) Uniform Resource Locator
URL
(URL) Uniform Resource Locator

More commonly referred to as URL. The standard address for a web page on the Internet or on an intranet.
CrangapTeH ajpec Ha faaeHa yed-crpanuua B UntepHeT (wim MHTpaner).
Altalaban URL-nek nevezik az Interneten vagy intraneten elhelyezett weboldal szabvanyos cimét.
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Usability
H3noa3Baemocr
Hasznélhatésag
An evaluation and measurement of a computer program's overall ease-of-use.

OuensiBane U U3MEPBAaHE HA YCHIMATA M YMEHHATA, HEOOXOAUMH 3a M3MOM3BAHETO HA JaJicHa KOMIIIOThPHA
nporpama. '

Egy szamitogépes program éltalanos hasznalatanak egyszertiségének kiértékelése &s mérése.

USDLA
USDLA
USDLA
US Distance Learning Association.

AcoumaumsTa 3a JMCTaHIMOHHO 06yuenue Ha CALLL
USA Tévoktatasi Szovetsége.

User Interface

IloTpednTenckn unrTepdeiic

Felhasznaloi feliilet
The components of a computer system employed by a user to communicate with the computer. These include
the equipment, such as a keyboard or mouse, and the software environment, such as the desktop of Windows
or the program lines of DOS.

KomnonenTn or naseHa KoMmoThpHa cHcTeMa, NpefHa3Ha4YeHH 332 KOMYHHKAallUs Ha MOTPeGHTENHTE C
KOMIIOThpa. Te BKIIIOYBAT XapayepHH KOMIIOHEHTH KaTo KJIaBHaTypa, MUIIKA U Jp., KaKTO H COPTyepHH —
norpeburencka cpena karo Windows, komaugauTe 1uamud B DOS 1 T.H.

Egy felhasznal6 4ltal hasznalt szamitégépes rendszer azon részei, amelyek révén a felhasznalé kommunikal a
szamitogéppel. Ide tartoznak az olyan berendezések, mint a billentytizet, az egér és a szoftver kornyezet, mint
a Windows asztala és a DOS programsorai.
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Value-added services

JOnbJIHATEIHH YCJIyTrH

Ertéknovelt szolgaltatasok
Within an e-Learning context, this term can be used to include custom training needs assessment and skill-
gap analysis, curriculum design and development, pre- and post-training mentoring and support, training
effectiveness analysis, reporting and tracking tools, advisor services and implementation consulting, hosting
and management of Internet- or Intranet-based learning systems, integration of enterprise training delivery
systems, and other services that enhance the learning or training process.

B KOHTEKCTa Ha €NEKTPOHHOTO OOydeHHE TEPMHHBT 0GO3HaYaBa aHATM3 Ha HYXIMTE OT OOydYeHHe, HA
OLCHABAHETO M HA NPOITYCKHTE B 3HAHHMATA; IPOEKTHPAHE M PAa3BUTHE HA Y4eOHHU IPOrpaMu; TpeIBAPHTEITHO
M ClIe/IBAIIO 0OY4eHHETO KOHCYITHPAHE M TOMIPHKKA; aHAIM3 Ha e)EKTHBHOCTTA Ha OOYUEHHETO; CPEACTBA
3a OTYHTAaHE HA PE3YNTATHTE M ChXPAHCHHE HA JaHHHUTE; HACOYBAHE M KOHCYITAHTCKH YCITyTH; CbXPaHEHHE H
nojpkxkka Ha Mureprer u Mutpaner 6asupanu cucteMu 3a o0yd4eHue; U APYTH YCIyTH CTHMYJIHpAILH X
criomMaramy y4eGHus mpouec.

Az eLearning dsszefliggésében ez a kifejezés magaba foglalhatja az egyedi képzési igények felmérését, a
képzettséghézag-elemzést, a tanterv-tervezést és -fejlesztést, az els- és utéképzési tanacsadast és timogatast,
a képzéshatékonysagi elemzést, a jelentéskészité és kovetd eszkozoket, a tanacsaddi szolgéltatasokat, a
megvaldsitasi tandcsadast, az Internet- vagy intranetalapt oktatérendszerek hostingjét és kezelését; a vallalati
képzésatadé rendszerek beillesztdsat és mas szolgaltatdsokat, amik ersitik az oktatasi vagy képzési
folyamatot. '

Videoconferencing
Bupeoxondepennus
Vide6konferencia
Using video and audio signals to link participants at different and remote locations.

Hsnonssane va BH/CO H ayJUO CUTHAJIH 32 CBBP3BAaHE Ha Y49aCTHHIH C Pa3JIMYHH MECTOIIOJIOXKECHHUA.

Vided és audi6 jelek hasznalata a kiilonb6z6 és tavoli helyeken levé résztvevok Osszekapcsolasara.

Video On Demand

Bupneo no nopbuka

Igény szerinti vide6
Being able to view any of a number of videos when you want. Used on the Internet and at hotels, cable
systems, etc.

B53MOXKHOCT 32 I7eflane Ha PE/MIIa BHIEO MATEPHAIH B YI06HO 3a OTPEGHTENs BpeMe.

Szamos vided barmelyikének megtekintési lehetdsége igény szerinti idSben. Az Interneten, szallodakban,
kabeles rendszerekben, stb. hasznalatos.

Virtual community
Bupryanna o6ugHocT
Virtudlis kozosség

A meeting place on the Internet designed to facilitate interaction and collaboration among people who share
common interests and needs.

Mscro B Unteprer 3a cpema Ha XOpa CbC CXOAHM MHTEPECH M Hyxmu. CaiTeT e pa3paboTeH ¢ uen aa
HOUIbpKa yI00Ha KOMYHHKAIUS MEXIY yJaCTHHIIHTE.

Egy, kozos érdekekkel és sziikségletekkel rendelkezé emberek kozods munkajat segit6 talalkozohely az
Interneten.
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Virtual Classroom (VC)
BupTyanHa kjiacHa cTast
Virtuadlis osztilyterem
A scheduled offering that is available at multiple locations (either desktop or classroom) via a network.

JlekiuM, TpefaBaHH IO MHTEPHET B IPEJBAPUTEIHO ONpeAeneHO Bpeme. M3MCKBA €IHOBPEMEHHOTO
NPUCHCTBHE HA MHCTPYKTOP M Y9YallW, KOMTO Makap M (H3MYECKH DpasfieieHH B IIPOCTPAHCTBOTO Ce
,,CHOHpaT” Ha ONPEETEHO MSACTO B MpeXara.3a Ja IpOBeJaT ypoka. ,JIpHchCcTBHE” O3HauyaBa, Ye NaJcH
YYaCTHMK € CBEP3aH B MpEXaTa B yrOBOPEHOTO BpeMe M aKTHBHO y4acTBa B IIPOIieca Ha oOydeHue.

Egy halozat 4ltal tobb helyen - otthon vagy tanteremben - elérhetd, iitemezett képzési lehetdség.

Virtual Professor (VP)
Bupryanen npodgecop
The facilitator or instructor of an online course.

HHCTpyKTOp Ha €1EKTPOHEH KYPC.

':\
|
1
1
‘
I
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W

W3C (World Wide Web Consortium)
Ww3C
W3C (World Wide Web Consortium, World Wide Web konzorcium)
The organization that develops standards for technologies used on the World Wide Web.

Opranusanus, 0TTOBOpHA 3a pa3paboTBaHETO Ha yed CTaHOapTH U TEXHOJIOTHH.

A World Wide Web-en hasznalt technoldgiakhoz szabvanyokat fejlesztd szervezet.

WBT (Web-based training)

OOyuyenue 6a3HpaHo HA yeO-TEXHOJIOTHH

Webalapi képzés (WBT (Web-based training))
Delivery of educational content via a Web browser over Internet, a private intranet, or an extranet. WBT
often provides links to other learning resources such as references, email, bulletin boards, and discussion
groups, and may include a facilitator or coach who can provide course guidelines, manage discussion boards,
deliver lectures, and so forth.

Hocraska Ha MaTepuaH 3a 00yYeHHe 10 MHTEPHET C IoMoIITa Ha ye6-6pay3sp. . To3u Buj 06ydeHHe 9ecTo
BKJIIOYBA IPENPATKH KbM IONBIHHUTEIHH yd4eOHHM pecypcu kaTo OGuOmmorpaduu, GpopymH, OUCKYyCHOHHH
TPYyIM, €IEKTPOHHA Mow@, ¥ Ip. Moxe na BKIIOYBAa MHCTPYKTOp, KOMTO HacoyBa mpoleca Ha o0ydeHue,
BOJM JHCKYCHHTE, IPEJOCTaBsIICKIIMOHHA MAaTEPHAIH U T.H.

Az oktatési tartalom ataddsa egy webbongészd segitségével az Interneten, egy intraneten vagy extraneten. A
WBT gyakran szolgéltat hivatkozasokat mas oktatdsi er6forrasokhoz, mint a referencidk, e-mail,
hirdetdtabldk és vitacsoportok, és tartozhat hozza egy eldad6 vagy oktatd, aki tanfolyamiranyelveket adhat,
kezelheti a vitaférumokat, 6rdkat tarthat, stb.

Web conference

Yeb xondepenuus

Webkonferencia (Web conference)
A meeting of participants from disparate geographic locations that's held in a virtual environment on the
World Wide Web, with communication taking place via text, audio, video, or a combination of those
methods.

Cpema Ha Y4YaCTHHIY OT pa3jInvyHHU reorpatbcxn MCCTOIIOJIOKEHHS, KOATO C€ ITPOBEXAa BbB BUPTYyajlHa Cpeaa
H IIpH KOATO KOMYHHKAIMATA CE€ OCBLUIECTBABA IIOCPEACTBOM TEKCT, ayJAHO H BHIEO.

Szétszort foldrajzi helyekrél szarmazé résztvevoknek a World Wide Web-en 1étez6 virtulis kérnyezetben
tartott talalkozdja, ahol a kommunikacié szoveg, audio, videé vagy ezek kombinécitja altal folyik.

Webcast (Web + broadcast)

Yeobkact (Ye6 + 6poaakact (M31b4BaHe))

Webkozvetités (Webcast (Web+broadcast, Web-+kozvetités))
1) A broadcast of video signals that's digitized and streamed on the World Wide Web, and which may also be
made available for download. 2) To digitize and stream a broadcast on the World Wide Web.
1) M3rbuBaHe Ha MakeTH OT UM(POBH BUAEO CHrHAIM M3Moi3Baiiku MHTepHeT. Te3u makeTH Morat ga 6baar
IPE/IOCTAaBEHH 32 3allUCBaHE MPEKTHO Ha KOMIIOTBpa Ha HOTpeOMTeNns 3a mieqaHe oduain. 2)
[IpeBpbIaHeTo B U(POBH NAKETH M H3TBYBAHETO Ha BHAEO CUTHAT upe3 MHTepHeT.

1) Digitalizalt és media folyam videojelek kozvetitése a World Wide Web-en, amit letsltésre is elérhetévé
tehetnek.
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Webinar (Web + seminar)

Ye6unap (Yeb + ceMunap)

Webinarium (Webinar (Web+seminar, Web+szeminarium))
A small synchronous online learning event in which a presenter and audience members communicate via text
chat or audio about concepts often illustrated via online slides and/or an electronic whiteboard. Webinars are
often archived as well for asynchronous, on-demand access.

Mansk yeb ceMuHap, KOHTO ce H3BBpIIBA CHHXpOHHO. KoMyHMKanusaTa Moxe Ja ObJe B TEKCTOB BHJ (4arT)
WM ayauo Bpb3Ka [0 MpexkaTa. BiilrouBa moka3BaHe Ha CIaWIOBE W/HJIM €IEKTPOHHA YepHa abcka. Tesu
CEeMHHApPH YECTO Ce apXUBHUPAT 32 aCHHXPOHEH (110-KbCeH) JOCTHIL

Kis szinkron online oktatasi esemény, ahol az eléado és a hallgatésdg szoveges csevegdvel vagy audioval
kommunikalnak gyakran online didkkal és/vagy elektronikus tablaval szemléltetett fogalmakrél. A
" webinariumokat gyakran archivaljak is, aszinkron, igény szerinti hozzaférés céljara.

Weblog / Blog

Yeb6aor/Bior

Weblog / Blog
"Blog" is short for "Web Log" and refers to short messages that are posted onto a web site by an author.
Blogs are typically informal and personal messages, almost like daily diary entries.

Bbnor e cevkpamenne or Ye6 Jlor. Enextponen mHeBHHK. ToBa e eBTHHa (opma 3a caMoITyOaMKarus.
OOuKHOBEHO, OJOroBeTe WMAaT €AWH aBTOp, KOWTO IyOnMKyBa CBHOOIIEHMS, CTaTHH, WIH COOCTBEHH
Pa3MHCIIHU C OIpeiesIeHa TEMaTHKA.

A “blog” a “web log” roviditése és a szerzo altal egy webhelyre bekiildott rovid lizenetekre utal. A blogok
jellemz6en informalis és személyes iizenetek, amelyek nagyon hasonlitanak a naplobejegyzésekre.

Whiteboard

Yepua qbcKka

Elektronikus tabla
An electronic version of a dry-erase board that enables learners in a virtual classroom to view what an
instructor, presenter, or fellow learner writes or draws. Also called a smartboard or electronic whiteboard.

EJICKTpOHeH BapvaHT Ha 4Y€pHa ObCKA, IMO3BOJIABAIla Ha Y4YalIUTEC BbB BHPTyallHa KjaCcHa CTasd da ITAIIAT,
pucCyBaT, WJIHA 4€PTaAT 110 HAYUH HOIIOGCH Ha U3M0JI3BAHETO HA HOpMaJIHA Y€PHA AbCKa.

A szarazon torolhet6 tabla elektronikus valtozata, ami lehetdvé teszi a tanuldk szamara, hogy lassak, amit egy
oktato, el6ado vagy tanuldtarsuk ir vagy rajzol. Okostabla (smartboard) vagy elektronikus tablaként is ismert.

Wireless Fidelity (WiFi)

WiFi

Vezeték nélkiili miiszaki szabvanyok (WiFi) .
A set of wireless technical standards that enable handheld computers to send and receive data over wireless
networks in a wide variety of settings (home, school, office).

HaGop or cranmaptu 3a m3rpaxaaHe Ha Oe3)KHIHH MPEXH, MO3BOJIABAINM H3MpAIaHe W MOTydYaBaHE Ha
JIaHHH C JOCTaThYHA HAJIEXKIHOCT.

Vezeték nélkiili miiszaki szabvanyok halmaza, amelyek képessé teszik a kézi szamitogépeket vezeték nélkiili
hal6zatokon torténd adatkiildésre és -fogadasra helyszinek széles skal4jan (otthon, iskolédban, irodaban).

Wireless Handheld Device (WHD)
be3:xu4yHM 1KO0HH yCTPOHCTBA
Vezeték nélkiili kézigép (WHD)
A generic term for any of a growing suite of handheld computers capable of connecting to the Internet.

e

O60061IeHO MOHATHE 32 Pa3HOOOPA3HUTE NIPEHOCHMH YCTPOMCTBA M KOMITIOTPH, KOMTO MMAT BH3MOXKHOCT 32
Bpb3Kka ¢ IHTepHerT.

Altalanos kifejezés az Internetre kapcsolodni képes kézigépek novekvd sorozatéra.
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Wizard

EnekTpoHeH NOMOIIHUK

Varazslo
A mini-application that prompts a user through the steps of a particular computer-based action. The user
provides necessary information as he or she proceeds through the wizard's screens, while the wizard
completes the actual steps behind the scenes.

Jlnanoros mpo3opel, MpeBexIaIl NoTPeOUTENs Ipe3 MOCAEeOBATENHOCT OT CTHIKH, H3MCKBAIX BbBEXIaHE
Ha MHbOpMaLusL.

Egy mini alkalmazas, ami kérdésekkel vezeti végig a felhasznaldt egy bizonyos szamitogép-alapu miivelet

lépésein. A felhaszndlé megadja a sziikséges adatokat, ahogy a varazslo képernydin halad, mikoézben a
varazslo elvégzi a hattérben a valdsagos 1épéseket.

WYSIWYG (what you see is what you get)

»KakBoTo BH:Kam, ToBa mosty4yaBamn”

Azt kapod, amit latsz (WYSIWYG) :
Pronounced "wizzy wig," a WYSIWYG program allows designers to see text and graphics on screen exactly
as they will appear when printed out or published online, rather than in programming code.

Bun nporpama, kosTo mo3BonsiBa Ha [u3aiHepa [a BUXKIa TEKCT U rpaduKa Ha eKpaHa TOYHO [0 HAYHHA, 110
KOMTO T€ i€ Ce BU3yalInu3HUpaT Ha yeO-cTpaHuna (BMECTO POrpaMeH Koj).

“Vizivig™-nek ejtik. Egy WYSIWYG program lehetdvé teszi a tervezoknek, hogy pontosan ugy lassak a

szoveget ¢s grafikat a képernyén, ahogy nyomtatott vagy online publikélt formaban latszani fognak,
ellentétben a programkaoddal.
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X

XML (eXtensible Markup Language)
XML
Bévitheté jelolonyelv XML

An emerging standard for describing, or marking up, documents and data distributed on the Web. XML
allows authors to create customized tags that can help them efficiently achieve their goals.

PasBuBam ce CTaHgapT 3a ENEKTPOHHH JOKYMEHTH, INpeJHa3HadeH 3a yJOOHO IpeACTaBSHE Ha
crpykrypupana uHpopmanus. XML mo3BoisBa Ch3faBaHETO Ha cleUM(UYHH MapKepH, MO3BONABAIlY Ha
nmporpamucTa eheKTHBHO J]a IOCTUTHE IIOCTaBEHHUTE LIENIH.

Egy terjed6 szabvany Weben terjesztendd dokumentumok és adatok leirasara vagy megjeldlésére. Az XML
lehetové teszi a szerzOk szamara, hogy testre szabott tageket (cimkéket) készitsenek, ami segiti 6ket céljuk
hatékony elérésében.

XSL (eXtensible Stylesheet Language or eXtensible Style Language)
XSL
Bévitheté stilus(lap) nyelv)XSL

A Webpage design language that creates style sheets for XML pages, which separate style from content so
that developers can specify how and where information is displayed on the page.

E3mk 3a ch3naBaHe Ha CTWIOBE 3a yeb-cTpaHuuu, ch3naneHd B XML dopmar. PaznensHero Ha CTHIOBETE
(pouroBe, mBeTOBE, pa3MepH M T.H.) OT TEKCTa, MOMara 3a JeCHa NPOMsSHAa Ha BHU3yalu3alUHUATa Ha
ChIBP)KAHUETO HA CTPAHHILIATA.

Egy weboldaltervez6 nyelv, ami stiluslapokat készit XML oldalakhoz, ami elvalasztja a stilust a tartalomtol,
ezaltal lehetové téve a fejleszt6knek, hogy megadjak, hogy hogyan és hol jelenjen meg az informéci6 az
oldalon.
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