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MASTER OF EDUCATION IN E-LEARNING: CONTENTS DEVELOPMENT

Total Hours: 400

Total Credits: 40

10 hours = 1 credit

1)  Education. General Aspects. (10 hours).
Objectives:

In this module students will get a first understanding about what is Distance Learning that would be the base to understand the program content.

Contents: 

a) Actual pedagogical elements.

b) General concepts about open and distance learning systems.

c) Distance Learning Education.

d) Distance Learning Social Benefits.

e) Distance Learning Models.

2)  E-learning. Education and Information Technologies (15 hours)
Objectives: 

In this module, students will have the opportunity to analysis the IT technologies applied to the education field, and how these technologies have affected the education evolution. 

Contents:

a) New Technologies in Education.

I. Multimedia.

II. Internet.

III. Virtual reality.

b) E-learning.

c) E-learning evolution and tendencies.

d) E-learning Benefits.

e) Specifications for the content development.

f) Process in an E-learning system implementation.

I. Implementing an E-learning system.

1. Objective.

2. Audience.

3. Environment.

4. Platform.

II. Elements in an E-learning System.

1. Author tools.

2. Tutor tools.

3. Content development tools.

3)  Pedagogical Aspects in E-learning (10 hours).
Objectives:

In this module, students will learn how to define objectives in a formative action, and the necessary tools to develop it.

Contents:

a) Agents in an E-learning system.

I. The educator in the XXI century society.

II. The tutor role in the E-learning Education.

1. Synchronous tutorial systems.

2. Asynchronous tutorial systems.

III. Student motivation as a key concept.

1. Curricular contents adaptation.

2. Continue curricular adaptation.

3. Virtual Communities.

b) Medias Communication.

1. Forums.

2. Chats.

3. Virtual Coffees.

c) Logical Content Structure.

d) Assessment and Self- assessment systems.

1. System Assessment fundamentals.

2. Traditional Assessment methods.

3. Elements and techniques to assess.

4. Techniques and elements for not cognitive assessment.

4)   Didactic Design for an E-learning course (50 hours).

Objectives:

In this module, students will deep in the knowledge of the E-learning standards with the goal of design compatible contents within the market tools.

Contents:

a) Specifications to the Standards.

b) AICC specifications.

c) ADL specifications.

d) IMS specifications.

5)  Author Tools (75 hours)

Objectives:

In this module, students will get knowledge about Author tools within the market and will learn how to use them to develop E-learning contents.

Content:

a) Author Tools General Vision.

I. Definition.

II. Objective.

III. Situation in the E-learning system.

b) Microsoft LRN Toolkit 3.0.

c) Other Author Tools.

6)  Tutor Tools (50 hours).


Objectives:

In this module, students will learn some Tutor tools and how to use them to face administration process in a work environment to accomplish Virtual Campus in Studio environments base in E-learning.

Contents:

a)  Virtual Learning Environments and Virtual Campus.

b) Tutor tools general vision.

I. Objective.

II. Situation in the E-learning system.

c) WebCT

I. Introduction. Pages tools Design.

1. What is WebCT?

2. Users profile.

3. Pages tools

4. Icon types.

II. Files Management. Contents associate tools.

1. How to introduce WebCT files?

2. Files Management.  Folders creation.

III. Assessment in WebCT and courses management.

1. How to elaborate a WebCT assessment.

2. How to register a course.

3. Student’s profiles management.

d) Virtuoso. Cisco Platform.

I. Introduction.

II. What is Virtuoso. Installing and Configuration.

1. Users Management.

2. Users profiles.

3. Other Centers Students register.

III. Contents Management.

1. New Contents Development.

2. Existing Contents Importation.

IV. Elements Management.

1. New elements development.

2. Existing Contents Importation.

V. Assessment System.

1. How to elaborate an assessment in Virtuoso.

2. Activation and assessments control.

VI. The Work Environment.

1. Work Environmental Personalization.

2. Management and Security Systems.

7)  Necessary tools for Contents Design (150 hours)

a) Macromedia Flash (75 hours).

I. Standard Procedures.

1. Installing Flash.

2. Editable text fields.

3. Complex additional actions.

4. Enhanced library window.

5. Web Publishing.

6. Animation and layers.

7. Enhanced user interface.

II. Flash Basic Concepts.

1. General Information about Flash.

2. About vector imagines and bit maps.

3. Introduction to the Flash Environment.

4. Scene and time line.

5. Library window.

6. Symbols and Instances.

7. Symbols and interactive films.

8. Films making and properties configuration.

9. Preview and films test.

10. Films reproduction control.

11. Films tests.

12. Tools Palette. 

13. Using the time line.

14. Lecture head displacement. 

15. Frame state visualization.

16. Visualization frame change in the time line.

17. Creating frame labels and films comments.

18. Scenes use.

19. Library window use.

20. Working with files in the library window.

21. Elements classify in the library window.

22. Name change for the library elements.

23. Deleting name in the library window.

24. Localizing not used library elements.

25. Imported files actualization.

26. Using the library menu.

27.  Using the inspectors.

28. The contextual menu use.

29. Scenario visualization.

30. Increasing and decreasing visualization (zoom).

31. Visualization movement.

32. Using view commands.

33. Using squares and rulers.

34. Printing flash files.

35. Enhancing visualization speed.

36. Preferences configuration.

III. Working with objects.

1. The arrow tool use.

2. The laze tool use.

3. Moving, coping and deleting objects.

4. Moving and coping objects using paste.

5. Coping illustrations with clipboard.

6. Coping transformed objects.

7. Using the special paste command.

8. Deleting objects.

9. Stacking objects.

10. Objects rotation.

11. Scaling objects.

12. Reflecting objects.

13. Inclining objects.

14. Transformed objects reestablishment.

15. Aligning objects.

16. Grouping objects. 

17. Moving the object register point.

18. Separating groups and objects.

IV. Using types.

1. About how to use types.

2. Using types in flash films.

3. Types creation.

4. Creating text fields and editable text fields.

5. Text properties fields’ configuration.

6. Editing text.

7. Type attributes configuration.

8. Font, type and style selection.

9. Margins, sangria, and interline spaces configuration. 

10. Configuring spaces between characters and letters.

11. Color type definition.

12. Types alienation.

13. Types transformation.

14. Types model.

V. Using imported illustrations.

1. Flash illustrations collocations.

2. Electing the importing format.

3. Tracing bit maps.

4. Painting in a bit map image.

5. Configuring bit map properties.

VI. Using layers.

1. Layers creation.

2. Layers edition.

3. Layers visualization.

4. Using layer guides.

5. Using layer masks

VII. How to use symbols and instances. 

1. Symbols creation. 

2. Animation scenario to film clip conversion.

3. Symbols duplication.

4. Instances Creation. 

5. Instances in the scenario identification.

6. Bottoms creation. 

7. Suitability, selection and bottoms test.

8. Symbols edition.

9. Instances properties change. 

10. Modifying color and transparence in an instance.

11. Substituting an instance for a symbol.

12. Instance type change. 

13. Configuring the reproduction mode in an instance.

14. Instances separation. 

15. Instances separation.

16. Using symbols in other films.

VIII.  Animation Creation. 

1. Key frame creation.

2. Animations in the time line distinction.

3. Layers animation.

4. Configuring frame speed.

5. Immobile images extension.

6. Interpolate animation information.

7. Interpoling instances, groups and types.

8. Graphic instances interpolation.

9. Movement interpolation through a trace. 

10. Forms interpolation. 

11. Using forms advice. 

12. Animations creation frame to frame.

13. Animation edition.

14. Onion paper.

15. Complete animations movement.

IX.  interactive movies creation.

1. Setting actions to buttons.

2. Setting actions to frames. 

3. Actions modification. 

4. Playing and stopping movies.

5. Movies quality visualization adjustments. 

6. Other movies and movie’s clips control.

7. Various time lines meaning.

8. Establishing and identifying variables.

9. Assigning values to variables.

10. Conditional actions creation.

11. Linking actions. 

12. Global properties.

13. Interactive problems solution. 

X. Interface elements creation. 

1. About how to create elements of interface.

2. Forms creation.

3. Creating forms that interact with a server. 

4. Using variables in forms.

5. Square dialogues creation. 

6. Password and secure information. 

7. Verifying introduced dates. 

8. Emergent menus creation.  

b. Adding sounds. 

1. About the sounds addition.

2. Sounds importation.

3.  Adding sounds to a movie.

4. Using sounds edition control.

5. Playing and stopping sounds in a frame. 

6. Sounds addition to buttons.  

7. Exporting movies with sounds.

8. Compression options specifications. 

9. Sounds exportation issues.

10. Sounds exportation to video.

viii. Exportation and publication. 

1. About publishing and exportation.

2. Films optimization. 

3. Testing efficiency loading movies. 

4. Flash films publishing. 

5. Flash, HTML, GIF, …. 

6. How to create projectors with publish. 

7. Using preview with publication. 

8. Using an independent player. 

9. Using movie and image export.

10. Information about files formats for exporting.

11. How to create templates for HTML publication. 

12. Bit images creation.

13. Text reports creation.

14. URL reports creation. 

c. Macromedia Dream Weaver (75 hours)

i. Internet and the World Wide Web.

1. World Wide Web language (HTML)

2. Server and Web browsers.

3. Hyperlinks.

4. Universal resources marks.

5. Obsolete and relatives URL address.

ii. Designing a Web page.

1. Planning.

2. Paragraph addition.

3. Fitting text.

4. Styles use.

5. Using list to present content.

6. Using colors in text and in page background.

7. Using text edition tools.

8. Hyperlinks efficiency use and creation.

9. Hyperlinks range enlargement.

10. Images application. 

11. Multimedia.

12. Tables’ treatment and use.

iii. Forms design.

iv. Using frames

1. Designing and environment with frames.

2. Editing a frame pages.

3. Modifying properties of the frame pages.

v. Web page improvement.

1. Using DHTML effects.

2. Scripts use and creation with JavaScript

3. Using Java applets.

4. Using Netscape plug-ins.

5. Using ActiveX controls.

6. Using Flash technology.

vi. Date Base use.

1. The connection. 

2. Getting results.

3. Visualization options.

vii. Web Publishing 

1. Basic concepts for web publishing. 

2. Using the FTP protocol for Web publishing. 

8. Developing an E-learning project (40 hours)
a. A formative necessity analysis.

b. Adapting traditional contents to the E-learning systems.

c. Contents design.

d. The virtual campus in an E-learning platform installation and configuration.

e. Integration of the formative action contents in an E-learning platform. 

f. Contents and campus user management.
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