Il Me>XBy3oBcKas Hay4YHO-
npakTuyeckas KoHpepeHuums
«AKTya/ibHble OPUEHTUPbI NpU
NPOEeKTUPOBaHUU cofepPIKaHUA
MHOA3bIYHOIo o6pasoBaHUA B
He/IMHrBUCTUYECKOM YHUBEPCUTETE>

[lepcnekTuBbl
undpoBoro o6pasoBaHuN

KapMoBa MapbaHa P3OHOBHA, CTapln npenogasaTtesib [enapTaMeHTa aHIIMUCKOro A3blka U
npodeccrnoHanbHOM KOMMYHKUKaUMn PuHaHCoOBOro YHuBepcuteTa npu MNpasutensctee PO
MockBa 2022



YMHbIE TEXHOOII B aydANTOPNIA

KaK LMPPOBbLIE TEXHONOMA MOMYT
MTOMOYBL?

[1JIAH

[OBbILIEHME BOBNEYEHHOCT M YHaLLMXCA B
LMPPOBBIE TEXHONOT M OOYYEHKS U X
ICNONb30BAHME

/IrDOBbIE TEXHONOTM B OOPA30BaHN

/ICKYCCTBEHHBIVI MHTENEKT B
0bpPa30BaH N




LlndpoBusaumun
OTKpbIBaeT HOBbIE
BO3MOXXHOCTU ANA
o6pa3oBaHUA.
NEBN3: nonMman
LUPPOBYIO BOJIHY!

NCKYCCTBEHHbBIVI MHTENEKT
DODOTOTEXHWKA

ONEKTDOHHBIE NMPOUAOKEHS

303N TUBHbBIE TEXHONOM N OOy HEHINS
NHTENNEKTYANbHBIE TEXHOOT A




Kak undppoBbie TEXHO/IONUMU MOTYT
NOMOYb?

1

L

TOAHCOOPMaUNA m
ColUmanbHble

DODOTHI CoveTaHme

HS/1OBEHCKOI O M
VICKYCCTBEHHOI O
NHTEITTEKTA




[1OBLILLEHME BOBNEUYEHHOCTM YHALLMXCS B LVDPOBBIE TEXHONOM MM OBYHEHNS 1 X UCTOMb30BaHME

Learning Context
learning technologies (e.g., intelligent tutoring system, educational game,
interface for reading and writing) for various domains (e.g., biology, algebra,

research methods, math, physics) in varied environments (e.g., lab, school) M | N D MAP TECH

—

— data
collection

T—

1a. Signals recorded from 2a. Hm;niudgmem VIDEO PROJECTS

sensors > (e.g., self reports, external
(e.g., video, audio, physiology, observations, video coding by

log files, eye gaze) self or trained judges) CASE TECH

temporally
i synchronized l

contextual information

2b. Human-provided
annotations of mental states
(e.g., mind wandering,
interest, boredom)

1b. Feature engineering

(e.g., facial expressions; prosody; <
response times; fixations)

i

3. Training: _
supervised learning ___— supervision
(eg., Bayes net; logistic -
regression; decision tree)

compare

computational model l

Computer-generated | 4. Validation

estimates of mental states (eg. instance—leyel,
student-level, population-level) B

source: Reproduced from D' Mello, Dieterle and Duckworth 2017



Visual plan

Introduction Analysis 1.Title: Worldwide PR Definitions
2. Sphere: social
Advantages: 3. Source: Our student book
focablliar 4. Issues: The functions of PR, The first
World Assembly of PR Associations, The
PRSA definition,The British definition of
PR, Fundamental function of PR

Main body

1. The functions of PR: communication,
community relations, crisis management,
employee relations, government affairs,
industry relations, visitor relations

2.The first World Assembly of PR
Associations: 1978, Mexico City, defined
the practice of PR, predicting their
consequences

Main body

Key issues:

Analysis

1.Advantages of the text:
-structure

-information

-vocabulary

2. Disadvantages of the
text:

-visual support

3. Recommendation:
-more photos (PR agents)
-examples




What is PR

_ WORIi)II){WIDE |
DEFINITIONS

PR in 1988




Artificial intelligence in education
/IrpoBbIE :

5 @ e -
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https://www.educationalappstore.com/app/learn-english-listening-master

BUOEO0 KEeUCH:

8 YeM MPeUMYECTBa)
B1/IEOPOMUKOB C TeMaTUYCCKUMMU
UCC/IEOOBARMUSIMMU

OHW yéeﬂMT@ﬂbe\, [PoVB/IeKaTe/IbHbl, SMOUKMOHA/IbHbI.



PRISMA: the birthplace of future talents



From phones to cars to medicine,
technology touches every part of
our lives. If you can create
technology, you can change the
world.

— Susan Wﬁ}c’m L

AZ QUOTES
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