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PREDAREA LIMBII ENGLEZE iN
ERA MULTIMEDIA
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Rezumat

in timp ce folosim toate simturile pentru a
prelua informatii, fiecare dintre noi pare a avea
preferinte referitor la modul in care invatd cel mai
bune. Pentru a ajuta oamenii sd invete, trebuie sa
preddm in functie de cat mai multe din aceste
preferinte.

Traim 1in era tehnologiei informatiei.
Suntem inconjurati de publicitate, ce descrie modul
in care calculatoarele pot duce profesorii si studentii
in fascinanta lume multimedia. Dar ce este
“multimedia”si de ce sa o utilizam? Acest articol are
scopul de a rdspunde la aceastd intrebare printr-o
analizd mai atentd a noilor metode multimedia in
predarea limbii engleze.

Cuvinte cheie: internet, informatie, tehnologie,
predare, invatare, multimedia

Datorita avantului Internetului si
formatele multiple care pot fi comunicate in
intreaga lume, dispunem acum de moduri
noi si atradgatoare pentru a prezenta
informatia. Internetul permite integrarea
animatiei, imaginilor, si a sunetului in
lectii, care extinde abilitdtile de a prezenta
materialele care iIncurajeazd studentii sa
aiba un rol activ in procesul de invatare:
acestia pot privi experimente in desfasurare,
sd vada organismele indeaproape, si sa
foloseasca un mouse si o tastaturd pentru a
derula imagini si material interactiv.

Intr-o perioadd relativ  scurta,
tehnologia  computerului a  schimbat
modurile de predare si invatare. Datorita
dezvoltarii tehnologiei, software-ul
instructional dezvoltat si folosit in procesul
de invatare asistatd de calculator, a devenit
mai complex. Software-ul instructional
nou-dezvoltat care integreaza text, sunet si
animatie poate prezenta material studentilor
intr-o forma multimedia care poate sa 1i
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Abstract

While we use all of our senses to take in
information, we each seem to have preferences in
how we learn best. In order to help people learn,
we need to teach to as many of these preferences as
possible.

We are living in the age of information
technology. We are surrounded by advertising
which describes how computers can take teachers
and students into the endlessly fascinating world of
multimedia. But, what is “multimedia” and why
use it? This article aims to answer this question by
taking a closer look at the new multimedia
methods in English language teaching.
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With the advent of the Internet and
the multiple formats that can be
communicated over the World Wide Web,
we now have several new and exciting
ways to present information. The Web
allows the incorporation of animation,
moving pictures, and sound into lessons,
which extends our abilities to present
materials that encourage student
interaction with the subject matter.
Pictures and animations help bring to life
scientific  principles, and multimedia
allows students to take a more active role
in learning: they can watch experiments in
action, see microorganisms up close, and
use a mouse or keyboard to navigate
images, simulations and interactive
material.

In a relatively short period of time,
computer technology has increasingly
changed the ways we teach and learn.
Because of the technological
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maximizeze eficienta. De asemenea,
multimedia 11 ajutd pe studenti sd dezvolte
tehnice si de cercetare pe cqare nu le-ar
putea dobandi prin citirea unei carti. Din
moment ce link-urile si imaginile sunt pe
calculator, studentii Invata cum sd lucreze
cu tastatura, mouse-ul, s§i sa acceseze
informatii online.

Nu este usor sd gasim o definitie a
termenului  “multimedia”. Acesta este
cateodatad folosit sa descrie o prezentare pe
casetd audio sau de tip slide, de exemplu,
muzeele si galeriile de artd pot sd ofere
vizitatorilor o prezentare multimedia intr-o
camera amenajatd special pentru vizionare.
Multimedia se refera la forme media
multiple integrate impreuna. Media poate sa
insemne text, graficad, materiale audio,
video, animatie, date, etc. Un exemplu de
multimedia este o pagind web pe subiectul
Mozart care cuprinde un text referitor la
compozitor, Tmpreund cu un dosar audio
avand cateva exemple din muzica acestuia
si poate sd contind chiar si un mterial video
cu o parte dintr-un concert din opera
compozitorului. Publicitatea este probabil
una dintre cele mai mari industrii care
foloseste tehnologia multimedia pentru a-si
transmite mesajele. In timp ce o anume
componentd a mediei, sd zicem radio sau
media scrisd poate sa fie o metodad benefica
de promovare a unui produs, folosirea
instrumentelor multimedia poate sa ajute la
o mai bund publicitate a respectivului
produs si Tn multe cazuri sa aduca rezultate
mai bune.

De asemenea, multimedia este
folosita in contextul educational pentru a
descrie un amestec de materiale video,
casete audio, texte imprimate care, in mod
traditional, alcatuiesc materialul pentru
invatarea la distantd. De curand, multimedia
a fost asociata cu tehnologii ca CD-ROM,
CD-I (compact-disc interactiv) si world
wide web-ul, indiferent de informatiile pe
care le contineau. Pe langd faptul ca
multimedia se refera la diferite tipuri media
integrate, multimedia poate de asemenea, sa

advancements, the instructional software
developed and used in computer assisted
learning has become more sophisticated.
Newly-developed instructional software
that integrates text, sound, and computer
animation now can present material to
students in a multimedia form that may
maximize its effectiveness. Computer-
based multimedia also helps students to
develop technical and research skills that
they cannot get from reading a textbook.
Since the links and images are on a
computer, students learn how to work with
a keyboard, mouse, and to access online
information.

It is not easy to find a definition of
“multimedia”. The term is sometimes used
to describe a tape and slide presentation,
for example, museums and galleries may
provide visitors with a multimedia
presentation in a specially set aside
viewing room. It simply refers to multiple
forms of media integrated together. Media
can be text, graphics, audio, animation,
video, data, etc. An example of multimedia
is a web page on the topic of Mozart that
has text regarding the composer along with
an audio file of some of his music and can
even include a video of his music being
played in a hall. Advertising is perhaps one
of the biggest industry's that use
multimedia to send their message to the
masses. Where one type of media, let's say
radio or text can be a great way to promote
an item, using multimedia techniques can
significantly make an item being
advertised better received by the masses
and in many cases with greater results.

Multimedia is also used in an
educational context to describe the mix of
video and audio cassettes, printed texts and
handbooks which traditionally make up
distance learning material. More recently
multimedia has been associated with
technologies such as CD-ROM, CD-I
(compact disc-interactive) and the World
Wide Web no matter of the material they
contain. Besides multiple types of media
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se refere la tipuri media interactive precum
jocurile video care predau o limba straina,
sau un centru de informatii la o statie de
metrou. Alti termeni care sunt céiteodata
folositi pentru a face referire la multimedia
includ “hypermedia” si “rich media”.

Termenul Multimedia dateaza din
1965 si a fost folosit pentru a descrie un
show al Exploding Plastic Inevitable.
Show-ul a insemnat un spectacol care a
integrat muzica, cinema-ul, luminile
speciale si prezenta umand. Materialul
multimedia poate fi prezentat intr-un pachet
casetd, text, slide, poate fi stocat pe o
dischetd, sau poate fi accesat prin
intermediul world wide web-ului. Totusi,
instrumentele cheie de redare a materialelor
multimedia au fost videodisc-ul si compact
disc-ul. Videodisc-urile au aparut prima
datd in 1973 si au fost comercializate pe
piata americana in 1978 si pe cea europeana
in 1982, prin dezvoltarea sistemului Philips
Laservision. Acesta era un sistem videodisc
capabil sa stocheze materiale video si date
audio. Folosirea sa in educatie ca videodisc
interactiv a avut o crestere inceatd. Multe
informatii interesante au fost asimilate prin
interemediul evaluarilor folosirii discurilor
interactive.

Multimedia a devenit o fortd imensa
in domeniile culturd, industrie si educatie.
Practic, orice tip de informatie pe care o
primim poate fi consideratd sursa
multimedia, de la televiziune, la reviste,
pagini web, la filme, multimedia este o
fortd extraordinard atdt pentru a informa
publicul céat si pentru a-l binedispune. in
educatie, multimedia a fost extrem de
eficienta 1n 1Invatarea a foarte multe
domenii. Creierul uman 1invatd folosind
multe simturi precum vazul si auzul. in
timp ce un curs poate fi extrem de
informativ, un altul care contine imagini
sau clipuri video poate ajuta un subiect sa
invete si sa retind informatii mult mai
eficient. Folosirea CD-ROM-urilor
interactive poate fi extrem de eficientd in
procesul de predare a unei varietati largi de

being integrated with one another,
multimedia can also stand for interactive
types of media such as video games CD
ROMs that teach a foreign language, or an
information center at a subway terminal.
Other terms that are sometimes used for
multimedia include hypermedia and rich
media.

The term Multimedia is said to date
back to 1965 and was used to describe a
show by the Exploding Plastic Inevitable.
The show included a performance that
integrated music, cinema, special lighting
and human performance. Multimedia
material may be presented within a tape
text slide package or be stored on a floppy
disk or may be accessed through the World
Wide Web. However, the major ‘delivery
systems’ have been videodisc and compact
disc. Videodiscs first made an appearance
in 1973 and came onto the market in 1978
in the USA and in Europe in 1982 with the
advent of the Philips Laservision system.
This was a videodisc system capable of
storing still video, motion video and audio
data. Its use in education as interactive
videodisc grew slowly. Many interesting
lessons were learnt from the evaluations of
interactive discs use.

Multimedia has become a huge
force in the culture, industry and
education. Practically any type of
information we receive can be categorized
as multimedia, from television, to
magazines, to web pages, to movies,
multimedia is a tremendous force in both
informing the public and entertaining us.

Multimedia in education has been
extremely effective in teaching individuals
a wide range of subjects. The human brain
learns using many senses such as sight and
hearing. While a lecture can be extremely
informative, a lecture that integrates
pictures or video images can help an
individual learn and retain information
much more effectively. Using interactive
CD ROM's can be extremely effective in
teaching students a wide variety of
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discipline, mai ales limbi strdine i muzica.

Unul dintre cele mai importante
moduri de a folosi tehnologia este acela ca
face posibila includerea materialelor
multimedia in procesul de predare. in timp
ce ne folosim toate simturile pentru a prelua
informatii, fiecare dintre noi parem sd avem
preferinte in modul 1n care invatam cel mai
bine. Pentru a ajutd toti studentii sa invete ,
avem nevoie sd predam cat mai multor
moduri de finvatare posibile. Existd un
numar de modele diferite de stiluri de
invatare. Unul dintre cele mai populare
moduri de invatare si prin care oamenii
preia informatiile se referd la cele trei
moduri vizual, auditiv si kinestezic. Stim
din experientd cad studentii rdspund pozitiv
la folosirea imaginilor in stimularea
interesului pentru o anumita materie.

65% din populatie prefera invatarea
prin materiale vizuale. Fotografii, harti,
picturi, grafice/tabele, si desene sunt doar
cateva tipuri de materiale vizuale care pot fi
folosite pentru a atrage studentii care
prefera acest tip de predare. Aproximativ
30% din populatie preferda metoda auditiva
atunci cand vine vorba de a prelua
informatii. Metodele auditive ce se pot
include in procesul de predare sunt citirea
(poeti care-si citesc propriile scrieri, citirea
pasajelor importante dintr-o carte), muzica,
sunete specifice (pasari, valuri, etc.), casete
audio. In final, 5% din populatie care
preferd metoda kinestezica drept metoda de
preluare a informatiilor. Aceastd metoda

include  participarea la  laboratoare,
demonstratiile, si metode diferite de
simulari.

Deoarece studentii preiau

informatiile in mod diferit, este deseori In
avantajul nostru, al profesorilor, sa folosim
cat mai multe formate si moduri pentru a
preda o lectie. De aceea, pentru a transmite
informatiile, folosim o combinatie dintre
lectura, text, sau material informativ, in

cazul laboratoarelor. Nevoia de cadre
educationale potrivite pentru folosirea
tehnologiei  multimedia in  sistemul

disciplines, most notably foreign language
and music.

One of the most important uses of

technology is that it makes it easy for
instructors to incorporate multimedia into
their teaching. While we use all of our
senses to take in information, we each
seem to have preferences in how we learn
best. In order to help all students learn, we
need to teach to as many of these
preferences as possible.
There are a number of different models of
learning styles. One of the most popular
identifies visual, auditory, and kinesthetic
as the three ways in which people take in
information. We know from experience
that students respond well to the use of
images to stimulate their interest in a
subject.

For about 65% of the population,
this is their preferred style. Photographs,
maps, painting s, graphs/charts, and
drawings are just a few of the types of
visuals that can be used to engage students
who are more visual learners. About 30%
of the population refers to receive
information in an auditory manner. Some
ways that you can incorporate sounds into
your class include readings (poets reading
their own works, you reading important
passages from a book, etc.), music,
specific sounds (bird calls, ocean waves,
etc.), and language tapes in foreign
language classes. Finally the 5% of the
population that prefers a kinesthetic
approach would enjoy “doing” things as a
way to learn information. This could

include participating in labs,
demonstrations, and various kinds of
simulations.

As students respond to information
differently, it is often to our advantage as
teachers to use many different formats and
modes to teach the subject matter of a
lesson. This is why we normally use some
combination of lecture, text and hands-on
laboratory for conveying information. The
need for suitable educational frameworks
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educational, a fost subliniatd de multi
cercetdtori. Software-ul educational nu este
doar o resursa de preadare si invatare, dar si

un purtdtor de strategii instructive.  De
aceea, design-ul si prezentarea unui
asemenea sistem ar trebui sa ia 1In

considerare teoriile si conceptele procesului
de 1invatare, pedagogia care se aplica
acestora, dar si impactul asupra practicii si
design-ului instructiv. Un numar mare de
sisteme educationale bazate pe tehnologia
multimedia au pus un accent prea mare pe
aspectele afective si psihomotorii si au atras
studentul prin folosirea efectelor
spectaculoase oferite de imagini, animatie,
video sau sunet.

Folosirea instrumentelor
multimedia, precum imagini, animatii sau
simuldri in sistemul educational poate spori
eficacitatea sistemului de a prezenta
cunostinte sau competente in domeniu.
Diferite instrumente multimedia pot usura
anumite sarcini in procesul de Invétare.
Totusi, doar colectarea §i integrarea
instrumentelor multimedia intr-un sistem
educational, nu garanteaza Invatarea
adecvata. Prezentarea cunostintelor 1in
procesul de invatare solicitd adaptarea la
nevoile si competentele studentului, si la
atributele  specifice domeniului. Desi
tehnologia multimedia este o solutie
eficienta 1in prezentarea cunostintelor,
trebuie luatd in considerare pedagogia
educationald pentru a putea folosi cat mai
bine aceste instrumente in procesul de
invatare.

Pe planul abilitatilor cognitive,
folosirea de instrumente multimedia variate,
intr-un cadru educational potrivit poate
satisface nevoile lingvistice, ce apar la
diferite nivele pe parcursul procesului de
dobandire  al  abilitatilor  cognitive.
Instrumentele multimedia sunt potrivite
pentru a duce la bun sfarsit anumite

obiective si  sarcini. De  exemplu,
materialele audio sunt eficiente pentru
stimularea  imaginatiei,  videoclipurile

pentru a oferi informatii animate, textele

in the use of multimedia technology in
educational systems has been emphasized
by many researchers. Educational software
is expected to be not only a teaching and
learning resource, but also a carrier of the

instructional strategies. Therefore, the
design of such a system and its
presentation should consider learning

theories and concepts, the pedagogies that
apply to those concepts, and how they
impact instructional design and practice. A
large  number of multimedia-based
educational systems in current existence
have placed too much emphasis on the
affective and psychomotor aspects and
lured the learner by using spectacular
effects provided by images, animations,
video and sound.

The use of multimedia objects such
as pictures, animations and simulations in
educational systems can enhance the
efficacy of the system to present domain
knowledge or domain competence. Various
multimedia objects may facilitate various
requirements of different learning tasks.
However, just collecting and integrating
multimedia objects in a system does not
guarantee adequate learning. Domain
knowledge representation in learning
systems requires adaptation to the needs
and competence of the learners, and the
specific attributes of the domain. Although
multimedia  technology provides an
effective solution for representing the
domain knowledge, serious consideration
of educational pedagogy is required in the
use of such objects for effective learning
processes

In the area of cognitive skills, the
use of various multimedia objects in a
suitable educational framework may
satisfy different learning needs, which
arise at different stages of cognitive skills
acquisition. Different multimedia objects
are suitable for fulfilling purposes and
tasks. For example, audio is good for
stimulating imagination, video clips for
providing action information, text for
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pentru a transmite detalii, iar diagramele
sunt potrivite pentru a transmite idei.
Selectia instrumentelor ar trebui sa tind cont
de nivelul de competentd al studentului in
situatia curenta. In acest scop, programa ar
trebui sa urmeze o structurd granulara astfel
incat masurarea nivelului de competenta si
numarul de sarcini sa fie stabilite
individual. De exemplu, un concept abstract
ar putea fi introdus cu ajutorul unei animatii
a unui moment concret al conceptului. Asta
ar facilita o reducere a incarcaturii
cognitive a studentului 1incepator. Mai
tarziu, la un nivel mai inalt al abstractului,
reprezentdrile ar putea fi complexed,
implicdnd o mai mare procesare cognitiva.

In procesul de invitare este necesar
si de dorit, sa ne referim la continutul deja
invatat in diferite contexte. Cercetatorii au
sustinut ca “recapituland acelasi material, in
momente diferite, In contexte re-modelate,
in scopuri si din perspective diferite, este
esential pentru a atinge obiectivele
procesului de dobandire avansatd a
cunostintelor”. Folosind metodele
multimedia se favorizeaza revizuirea
aceluiasi continut in contexte diferite.
Instrumentele multimedia folosite 1n oricare
din cazuri, depinde de context, desi daca
este posibil, este preferabila folosirea
acelorasi instrumente multimedia daca
presupun mai putina Incarcatura cognitiva.

Selectia instrumentelor multimedia
ar trebui sd ia In considerare asteptarile
studentului si cunostintele din domeniu.
Cand exista mai multe instrumente
multimedia disponibile pentru prezentarea
aceluiasi concept sau sarcind, unele dintre
ele sunt mai potrivite intre-un anumit
context. Astfel, prezentarea ar trebui sa
foloseasca cel mai potrivit instrument in
context.

Materialele multimedia interactive
oferd instrumente educationale noi poate
intensifica procesul de predare si Invétare.
Cercetdrile si experienta au demonstrat ca
folosirea materialelor multimedia duce la o
mai bund Invatare din punct de vedere al

conveying details, whereas diagrams are
good for conveying ideas. The selection of
objects should also consider the level of
the learner's domain competence in the
current situation. For this purpose, the
curriculum should follow a granular
structure so that the measurement of
competence level and number of tasks
should be carried out on individual units.
For example, an abstract concept could be
introduced with the help of an animation of
a concrete instance of the concept. This
would facilitate a reduction in cognitive
load on the novice learner. Later on, at a
higher level of  abstraction, the
representations could be more complex
requiring more cognitive processing.

In the process of learning it is
necessary and desirable to refer to already
learnt domain content in different contexts.
Researchers claimed that 'revisiting the
same material, at different times, in re-
arranged contexts, for different purposes,
and from different conceptual perspectives
is essential for attaining the goals of
advanced knowledge acquisition'. Using
multimedia approach favours revisiting the
same domain content in different contexts.
The multimedia objects used in each case
depend on the context although, if
possible, the use of similar multimedia
objects is favoured since it puts less
cognitive overload on the user.

The selection of multimedia objects
should take into account the expectations
of the learner and the domain knowledge.
When there are more than one multimedia
objects available for representation of the
same task or concept, some of them would
be more suitable for representation in a
particular context than in another. The
presentation should then use the most
suitable object in the context.

Interactive multimedia provides a
powerful new educational tool that can
greatly enhance teaching and learning.
Research and experience indicates that use
of multimedia leads to enhanced learning
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asimilarii continutului, dezvoltarii
abilitatilor, eficientei  procesului  de
invatare, si satisfactia instruirii. Totusi,
pana in prezent, aceste instrumente au avut
un impact minim asupra educatiei, deoarece
nu au fost raspandite foarte mult in scoli

Motivele pentru aceasta sunt multe,
inclusiv lipsa de fonduri pentru
echipamente si aplicatii si lipsa de
cunostinte de catre cei mai multi dintre
profesori. Pentru ca tehnologia multimedia
sa fie folositd pe deplin ca tehnologie de
invatamant, cadrele didactice trebuie sa
invete cum sa o utilizeze in mod eficient ca
pe un instrument de predare §i invatare.

Cei mai multi oameni predau in
acelasi mod in care le-a fost predat. Acesta
ucenicie informald are unele avantaje,
deoarece elevii identifica profesorii si
practicile de predare eficiente, prin
experientele lor de educatie si apoi incearca
de sa utilizeze aceste modele competente,
atunci cand ei insisi devin profesori. Cu
toate acestea, un dezavantaj este cd de
multe ori este nevoie de o perioada lunga de
timp pentru a integra instrumentele
inovative de predare si cei care preau pot
ramane in spatele tehnologiei.

Daca profesorii ar trebui sa selecteze
un singur set de tehnologii pentru a
promova imbunatatirca modului 1n care
educa elevii, aceste tehnologii (instrumente)
ar trebui sa indeplineasca mai multe criterii.
Ele ar trebui sa aiba capacitati care sa le
permita sd 1indeplineascd o varietate de
nevoi de predare si invdtare. Acestea ar
trebui sa fie stabilite in concordanta cu o
gama de aplicatii disponibile in prezent si
sa fie capabile sa faca ceea ce tehnologiile
mai vechi au facut si apoi sa se dezvolte pe
baza acestor capabilitati. Si, daca este
posibil, elementele noilor instrumente ar
trebui sa fie cunoscute de catre profesori,
astfel incat acestia sa nu fie coplesiti. Este
unanim acceptat faptul ca multimedia
indeplineste aceste criterii. Multimedia
serveste unei varietati de nevoi de predare
si invatare. Tehnologiile sale sunt bine

on criteria such as acquisition of content,
development of skills, efficiency of
learning and satisfaction with instruction.
To date, however, these tools have had
minimal impact on education because they
have not been widely used in schools at
any level. Reasons for this are many,
including a lack of funds for equipment
and applications and a lack of knowledge
by most teachers. If multimedia is to meet
its potential as an educational technology,
teachers must learn how to effectively use
it as a teaching and learning tool.

Most people teach as they were
taught. This informal apprenticeship has

some advantages as students identify
effective  teachers and instructional
practices all through their educational

experiences and then attempt to use these
competent models when they themselves
become  teachers. @ A  disadvantage,
however, is that it often takes a long time
to integrate innovative instructional tools
and educators can fall behind the times.

If teachers were to select a single
set of technologies to promote for the
improvement of the way they educate
students, these technologies (tools) should
meet several criteria. They should possess
capabilities allowing them to meet a
variety of teaching and learning needs.
They should be relatively well established
with a range of applications currently
available, and more on the way. They
should be able to do what older
technologies have done and then expand
greatly on these capabilities. And, if
possible, elements of the new tools should
be somewhat familiar to the teachers so
they are not overwhelmed. An it is widely
agreed that multimedia meets these
criteria. It serves a variety of teaching and
learning needs. Its technologies are well
established; over 2,000 applications are
available, with more educational and
consumer videodisc and CD-ROM titles
being introduced almost daily. It not only
possesses all of the powers of previous
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stabilite; peste 2.000 de aplicatii sunt
disponibile, cu mai multe videodiscuri de
consum si titluri CD-ROM introduse
aproape zilnic. Multimedia nu numai ca are
toate capacitdtile tehnologiilor instructive
anterioare, dar oferd imbunatari extinse
datoritd capabilititilor e depozitare si
manipulare a calculatoarelor. Calculatoarele
si compact discurile (in special CD-urile
audio) sunt utilizate de majoritatea cadrelor
didactice, iar extinderea pietei laser-
discului de consum (videodisc) va ajuta la

familiarizarea cu acest element nou
multimedia.

Profesorii, care au folosit deja
materiale multimedia, transmit acelasi

mesaj entuziast de incurajare colegilor lor,
care iau in considerare introducerea CD-
ROM-ului in scolile lor: toti profesorii ar
trebui sa “indraznesca”, pentru ca CD-
ROM-ul are “un potential enorm” si este
“un activ extraordinar’; “stundentilor chiar
le place" si "utilizarea sa este limitatd doar
de imaginatie". Cu toate acestea, multi
dintre ei accentueaza ca profesorii ar trebui
sa previzualizeze un software inainte de
cumparare, deoarece calitatea si relevanta
pot varia. Profesorii ar trebui sa stie sa
utilizeze ei insisi orice program inainte de
a-1 introduce la studenti. Daca este posibil,
cadrele didactice ar trebui sa viziteze scoli
unde un sistem CD-ROM este deja in uz,
pentru a vedea si auzi modul 1n care acesta
este folosit si sd previzualizeze sofware-ul.
Pe langa faptul ca ofera o baza utila pentru
activitatile studentilor, continutul software-
ului CD-ROM ar putea fi o resursa
valoroasd pentru profesori atunci cand
pregatesc lectiile sau materialele. Oricat de
utild ar fi tehnologia multimedia, deoarece
transmite informatiile rapid si eficient
pentru toti elevii, este important sa realizam
ca aceasta abordare nu ajuta profesorii care
sunt reticenti 1n a utiliza tehnologia.
Tehnologia multimedia este un
instrument de predare-invatare puternic.
Hardware-ul devine mai ieftin si mai
puternic, iar cantitatea si  calitatea

instructional technologies, but offers
extensive additions due to computers'
storage and manipulative capabilities.
Finally, computers and compact discs
(especially audio CDs) are familiar to most
teachers, and the expanding consumer
laserdisc (videodisc) market will soon
increase familiarity with this element of
multimedia as well.

Teachers, who have already used
multimedia materials, transmit the same
message of enthusiastic encouragement to
their colleagues who are considering
introducing CD-ROM into their schools:
all teachers should “go for it” because CD-
ROM has “enormous potential” and is “a
wonderful asset”; “students really like it”
and “its use is only limited by the
imagination”. However, many of them
stress that teachers should make a point of
previewing particular software before
purchasing, as they had found the quality
and relevance to be very variable. Teachers
should always work through any program
themselves before introducing it to
students. If possible, teachers should visit
schools where a CD-ROM system is
already in use, to see and hear how it is
being employed and to preview software.
As well as providing a useful basis for
students’ activities, the content of CD-
ROM software could be a valuable
resource for teachers themselves when
preparing lessons or materials. No matter
how helpful using multimedia would be, as
it conveys information quickly and
effectively to all students, it is important to
realize that this approach would not suit
teachers who are reluctant to wuse the
technology.

Multimedia is a powerful teaching
and learning tool. Hardware is becoming
cheaper and more powerful, and the
quantity and quality of applications almost
grows daily. Unfortunately, until teachers
are taught with this tool and have models
for effective instructional design and use,
the full potential of this technology will
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aplicatiilor cresc in fiecare zi. Din pacate,
pana cand profesorilor nu li se va preda cu
ajutorul tehnologiei multimedia si nu vor
avea modele instructive eficiente de
proiectare si folosire, potentialul acestei
tehnologii nu va fi exploatat pe deplin. Din
fericire, oricine poate contribui la atingerea
acestui moment. Cei care stiu mai multe
despre multimedia si modul de utilizare pot
impartasi aceste informatii cu ceilalti; cei

care cunosc mai putine poate cauta
oportunitati pentru a-si extinde
cunostintele.  Profesorii de la toate

nivelurile de educatie pot incorpora in mod
corespunzator multimedia, prin aplicarea
unor metode si modele diferite de instruire.
Administratorii IT pot asista profesorii si
facultatea pentru invata despre multimedia
interactiva i poate facilita integrarea
acestui instrument in sdlile de clasa si alte
medii de invatare. Si toatd lumea poate
argumenta 1n favoarea resurselor pentru
educatie, inclusiv pentru fondurile pentru
aplicatii multimedia si hardware.

Odata ce profesorilor 1i s-a predat
folosindu-se tehnologia multimedia si au la
dispozitiec modele de predare eficiente, ei
pot pleda pentru o mai mare disponibilitate
a acestor instrumente in scoli si, in cele din
urmd, sa aplice tehnologia multimedia,
pentru a indeplini in mod eficient nevoile
de predare care existd in prezent.

Bibliografie

Banks, F. & Barlex, D. No one forgets a
good teacher!-What do “ good” technology
teachers know?, Journal of Design and
Technology Education, vol.4, 1999.

Falk, Dennis R. & Carlson, Helen L.,
Evaluating the Effectiveness of Multimedia
Applications in Human Service and Teacher
Education, Multimedia Review, 1991.

Falk, Dennis R. & Carlson, Helen L.
Learning to Teach with Multimedia, T H E
Journal , Vol. 20, 1992.

likely go unrealized. Fortunately, everyone
can participate in realizing this potential.
Those who know more about multimedia
and its use can share this information with
others; those who know relatively less can
seek opportunities to expand their
knowledge. Teachers at all levels of
education can appropriately incorporate
multimedia by applying different methods
and instructional models. Administrators
can assist their teachers and faculty in
becoming knowledgeable about interactive
multimedia and can facilitate integration of
this tool into classrooms and other learning
environments. And everyone can advocate
for resources for education, including the
funds for multimedia applications and
hardware.

Once teachers have been taught
using multimedia and have models of
effective instructional design and use
available to them, they can advocate for
the greater availability of these tools in
schools and, ultimately, apply the power of
multimedia to effectively meet the
tremendous teaching and learning needs
that currently exist.
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