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The development of internet and ICT, especially the World Wide Web,
creates novel way in e—learning, In this course, we introduce the state of
art and fundamental concepts and theories in the e—learning field.
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2 12;?222? Learning Analytics (1)

3 12;?22?;? Learning Analytics (2)

4 12;?12?2? Learning Analytics (3)

5 12;?12??? Learning Analytics (4)

6 12;?122? Game based learning (1)

7 12;?122? Game based learning (2)

8 12;?1??5? Game based learning (3)

9 12;?3??? Game based learning (4)
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11 12;?32? Game based learning (5)
12 12;?1;5? Game based learning (6)
13 12;?1:2? Applications and case study (1)
14 12;?1:1? Applications and case study (2)
15 12;?1:;? Applications and case study (3)
16 12;?1:;? Applications and case study (4)
17 12;?:}??2; Applications and case study (5)
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Web 2.0 Tools in Education: A Quick Guide by Mohamed Amin Embi,
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