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An easy way to understand and remember
the classification 1s

2ta Century skills

Learning skills Life Skills

5C:

. FLIPS
Communlca.tlon Information Literacy Flexibility and Adaptability;
. ('jfualb’([)‘?tll(i'n Media Liteljacy Leadership and responsibility,

r1 1((3; eativlz ng Technology Literacy Initiative and self direction and

' inki Cross cultural Interactio
Computational Thinking 1 ultural Inter n



We need 215t Century Skills because:

* Learning 1s complete and holistic only when a student 1s able to eftectively perform and tulfil
his/her responsibilities and duties towards self, school, family, society and above all, the nation.
The goal 1s to enable today’s student to be a good citizen and a responsible human-being who 1s
well-aware of his potential and competence

* Simply teaching to test or learning for exams is not going to help a student face everyday life
situations. 21st Century Skills are key to the empowerment of Children and adolescents to deal
with the issues and concerns related to their life. They experience a number of feelings, many of

which are related to their growth and development from childhood to adolescence and beyond.  §
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* Today, because of rapid economic and social change, schools have to prepare students for jobs
that have not yet been created, technologies that have not yet been invented and problems that
we don't yet know will arise.”




The mutual connectedness of Core Life Skills and other components of the
215t Century Skills for the

Dimensions
Age of Self
Understanding

and Accepling

Self

Core Skills

Self-Awareness,
Decision making,
Problem Solving,
Managing
Emations,

Empathy

21" Century
Skills

docial Skills
Critical Thinking,
Creative
Thinking,
Communication,
Information/
Technology/
Media Literacy

Relates fo various
eaperiences of
growing up that have
contributed to their
development
Demonstrates and
expresses comfort with
all aspects of their
personality (including
individual differences)
Accesses information
and analyzes it to
distinguish between
facts and myths
Questions/ Challenges
myths and demonstrate
behaviour informed by
scientific thinking
Demonstrafes

individual and social

identity that s/he values

development of an individual’s

levels

self at various age-

Managing and
Expressing Self

Empathy, Salf-
Awareness,
Manaoging
Emotions,

Inter-perscna
relationships

Problem Sclving,

Critical Thinking,
Communication,
Creative Thinking

Makes healthy choicas
reloted to hygiene,
niwtrition and physica
achivity

Analyzes different
infleences and

makes informed and
responsible choices (in
the interest of self and
others)

Dremonsirates skills
to manoge emotions
effectrvely

Minimizes stress

by identifying and
delivering on realistic
expectations

Recognizes, resists,
challenges, seeks halp,
reports concerns and
incidents of sofety and
security reloted to self
and others

Analyzes thoughis

ond does not engoge
in behaviours that
compromise safety
and security of self and
athers

Dremonsirates
responsible behoviowrs
that minimize risk and
reduce harm

Accesses and provides
support indradually
and collectively when
required

E|'|'t||'i||'|;| Salf

Self-Aworeness,
Decsion Making
Problem Solving,
Inferpersonl
Ralationships,
Empahy

Communicafion,
Creative
Thinking, Crtca
Thinking

Eshibts personal
and inferpersonal
skills necessary for
independent lving

Identifies goals,
mofivates sef, plans
and manages resources
to achieve fnem

Motivates saf ond feom
members fo achieve
shared goals

Exhibis kanguoge fo
communicate abo
thei skils, knowledge
and caregr polenfia




Academic:

1. communication clarity, focus and consideration of
audience

2. Demonstrate the ability to solve problem using
HoT's reasoning skills

3. Utilize technology as resource to foster
creativity ~ enhance communication, increase
productivity and access and analyze information

W Social: Collaboration and
A Educators indicated that ’ demonstrate adaptablhty
g= @ incorporating 21st century skills :
@' into the teaching of core content
Byl has a positive impact on student
: learning and engagement.
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Five key 21t century skills and behaviors
that teifachers need to think




Techin Education

Personlzed Learning

Smart Board

Video ChatPrograms

A

RESEARCH




Hybrid learning could be key to
students transitioning from online to
offline

Faisal and Shinta Purnama Sarie

Medan, North Sumatra/Jakarta

=dan. North Sumatralakarta Sat, March 27 202 : Jan
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* The Assure model was develop by Henich and Molenda in 1999. It is a well known instructional
| design guide using constructivist perspective which intergrated multimedia and technology to

enhance the learning environment

The Assure model is an ISD (Instructional Systems Design) Process that was modified to be
used by teacher in the regular classroom. The ISD process is one in which teachers and trainers
can use to design and develop the most appriopriate learning environment for their students.
You can use this process in writing your lesson plan and improving teaching and learning.

* Incorporates Robert Gagne’s events of Instruction to ASSURE for effective use
of media in instruction




Semester before

End of Semester

I'valuate & revise

What works? What doesn't?
Summative evaluation of:

Analyze learners
Who is the audience?

* Instructional delivery »General characteristics

»Entire Competencies
»Learning Styles

= Media and materials
Revise to  improve  student
outcomes.

to)

Duringe
Instruction

Require learner participation
Students will actively engage
in:

State objectives

What do students need to learn?
» Learning Outcome Assessment

LERE |

Uo1IINIISUJ
0} JoLIJ

uornjeae

> Discussion \ .ol » Course Rubrics

e egs = Skill/concept
»Small group activities - Proficiency/accuracy

»Formative assessment - ' * Conditions of performance

Semester before

Select methods media, materials
Utilize media materials What do instructors need to use for face to
face, hybrid and online teaching?
»Select Instruction materials
»Produce new materials
> Repurpose existing materials

How do instructors use the materials?
» Preview materials

» Prepare environment

» Provide instruction

Instruction
Begins
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NOTE
Here are the results of the Top 100 Tools for Learning 2022

B omz

TOOLS FOR

(from the 16" annual survey).
This graphic shows where most votes were cast; it doesn’t mean
that these tools aren’t or can't be used in other contexts

Jane Hart, TopToolsdLearning.com
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Jean
Piaget &
John
Dewey

‘ Bloom

Gagne \

C tructivist Nine events of
L LEADHTTEAE N instruction

(Students (Activity/
y
Centre) process)

1. Gain attention of the students
2. Inform students of the objectives

. Stimulate recall of prior learning.

Present the content
learning guidance
1ctice

1. Remembering

2. Understanding
3.Applying

4. Analyzing

5. Evaluating




Bloom's original taxonomy

Revised taxonomy Wh ee .
Verbs

I Digital tools By: Med Kharbach, PhD

@educatorstech

www.educatorstechnology.com =
8y Lucidchart

MindMeister

Popplet Google Keep

Contrast

Quizizz Analyze

. . Deconstruct
Quizalize Compare

Flipgrid

Anazlyzing
Construct

oo
4 ; Produce
i >
“:{b Sy"t/, Analysis 73 —& e
Appraise 5 Ss/s App\icat"o"‘ << ode

Lo
S5
Canva Generate ép Interpret

Plan Summarize

OneNote
Produce

Discuss

Originate Remembering

Explain Quillbot
Formulate

Describe Seesaw
Recall
Reproduce

Identify WeVideo

iSLCollective

Quizlet

© www.educatorstechnology.com



Education By Entertaining Concept

Constru((:ltivism * Connectivism. Teachers help learners construct their own personal
an

- learning environments that enable them to connect to ‘successful
Connectivism :
networks. (Siemens 2004

.
’

Constructivists believe that learning is a constantly dynamic process

Constructivist’ teachers place a strong emphasis on learners developi
meaning through reflection, analysis and the gradual building of laye
knowledge through conscious and ongoing mental processing

most widely used theories of cognitivism in e
nomies of learning three important
nking) — Affective (feeling) — P o-
ching.

ns
doin

1tivist approaches to




Game-Based Learning

Social/Cultural
Engagement

Affective
Engagement

Learning Game Design Elements
Knowledge/Skilis e Incentive System o Learning Mechanics e Assessment
Meachanics ® Aesthetic Design = Narrative = Musical Score

Atffect

Emotionat Design:
Representaton

Emotional Desigry.
Interactions

Artitudes

Motivation

Expectancy—Valus
Thneory

Self-Determination
Self-Efficacy
Altribution
Goal Orientation

Intaeraest

Cognition
Situatea in Context

Scafiolding.
Faedback

Information
Representation

Meaningful
Interactions
Gestures &

Movement

Social / Cultural
Social Context

Panticipastory
Learning Culture

Social Agency

Obsarvanonal
Leaming

Relatedness

Social Interactions
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“Ifwe teach today’s stuems as we thugm

yesterday's, we rob them of tomorrow.”
- John Dewey




Your students are not like you. Accept 1t. Teach difterently

First students 4o be born

info a world with smartphone
;ublds and computers. %

‘Wwed like. information in They are social entrepreneuns
bité-sized chunks and prefer and like their learning to have
hands-on |zar~nin9.

m:an'nns and purpose.

ouTube +o TV.

They talk in irr%s and emdiis, Don' stand for tHhe status

and they prefer quo.

For Gen Z i¥s easier to gain Born into an informotion
an audience, a stage,"ard

revolution ie. fr fificial
+he attention of +he right YO ATy om artifici

intelligence, selF-driving cars
people, i.e.Parkland Students and d?-ones, to virtual assistants

Their social circle is global. They like to make and. create.

They want o connect,
—— collaborate and share.
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GLOBAL - SOCIAL - VISUAL - MOBILE - CONNECT
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46% browsing social ~ 42% watching 12% online
media platforms videos shopping




Human-computer interaction is about planning, evaluating, and implementing
collaborative computer devices for social use, as well as how they work, how
they work together, and how people interact with them. It can also mean

/' making or designing computer systems that help people or people do things
% quickly, effectively, and safely -

Artificial intelligence was envisioned as a virtual tool for use in the ELLA project. Its can
A respond to speech that is not)\ pre-planned and this is a reflection of the ability to

by ¥/ communicate in multiple langué&ges (Canagarajah, 2017) and multiple media (Hawkins,
H CI 1 AN 2018) aspects of human communication and linguistic practices (a) discussing and reflecting

on topics that are viewed as socially meaningful, as well as (b) recognizing the learner's
position in the discourse

Using virtual reality gadgets and avatars for EFL learning has been shown to have
positive benefits on primary school children,. Utilizing virtual reality to teach English
as a second language (EFL) was shown to be more effective than using gaming devices
or traditional methods, according to the results of the study. However, there may be

significant downsides and hurdles to overcome while employing virtual reality in the
classroom.




Any process in which a learner uses a computer
and, as a result, improves his or her language”
(Beatty, 2003: 7).

LANGUAGE IMPROVEMENT
learning efficiency: learners pick up language knowledge or
skills faster or with less effort;

learning effectiveness: learners retain language knowledge or
skills longer;

access: learners can get materials or experience interactions
that would otherwise be difficult or impossible to get or do;

convenience: learners can study across a wider range of times
and places;

motivation: learners enjoy the language learning process
more;

institutional efficiency: learners require less teacher time or
fewer or less expensive resources.

r Electronic glossing = visible & invisible links to glosses;

r Multimedia glossing - combinations of text, illustration, and
Video;

y ,vocabulary level tests, frequency analyzers -
Tom Cobh's Lextutor site ( | and Edict

( )

» Access to an enormous amount of printed material;

# Online dictionaries facilitate comprehension;

» vocabulary learning;

» promote extensive reading;

# build reading fluency and rate;

» develop intrinsic motivation for reading;

# contribute to a coherent curriculum for student learning;

» embedding of hypertext links and multimedia.
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* Synchronous - chat, instant messaging, |+

and MOOQs (multi-user domain, object
oriented) in the text mode and VOIP

 Asynchronous - email, bulletin or .

J AUDIO discussion boards and voice boards in the
fOI‘ Language audio mode

Learnlng .,

Blogs allowing posted comments and
SMS text messaging on mobile

phones
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RALL (Robot Assisted Language Learning)

RS 0%
_ae
esler



According to Martin Hamilton [1] (Jisc’s [2] resident
futurologist), the technology could boost a teacher’s
potential both in schools and in higher education.

J——.

Seldon believes that this type of new technology (such as the introduction of
robot assistants and artificial intelligence [3% in education) will help in
developing a personalized study programme for each student and, in turn,
students will benefit more from the classes, attaining attention levels close to
100% instead of the current levels of 20-25%. |

[4]) (Seldon, 2018), he assesses the future impact of Al in
education. Up until now, the prediction that all jobs may be

Humanoid robots
replaced by intelligent robots in the near future had not gained
t e utu re any major traction in those professions in which personal
interaction is an important factor.
“education
-

However, this is startinﬁ to change. Education is
already startinF to feel the impact, with the use of
data to simulate student behavior and develop
intelligent tutoring systems.

Although there are already many different robotic devices that
teach students to learn different subjects and tasks (from
mechanical arms for engineers to simulators), we will focus on
how robots are entering classrooms to teach a variety of subjects,
from languages (native or foreign languages) to social skills.




Robot Lecturer
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Table 1. Cognitive and Human Behavior Aspect
In this study used the cognitive behavior aspect adopted from
Venkata Achyuth Rao, S., Kumar, S., & Acharyulu, G. V. R. K.
(2021) and Zhang, P., & Galletta, D. F. (2006).

Cognition level

Cognitive style
Perception, Attention
Memory, Knowledge
Mental models
Learning, Error Info-

seeking behavior

Productivity
Performance

Emotion Level

Affectivity Intrinsic motivation

Extrinsic Motivation Fear,

anxiety Excited/bored

Happy/sad Satistaction
Flow/engagement




Components

Trust Seeking 1. Encouraging open ended class discussions
2. Ask question and seek for their own
solutions

CT-Self Confidence Evaluate the

Open Minded 1. Fostering Inquiry-Oriented Experiment Information
2. Learn in cooperation and share knowledge

Maturity 1. Dealing with relevant/day by day situations
2. Dealing in class with real world cases




The VR Platform gives me a memorable learning
experience in learning English in the form of

@ Speaking
| | | @ Listening
20.9% Wariti.ng
@ Reading
I | | -- | » @ Communication (discussion)

= . V @ Collaboration (team Building)
-, ﬂ @ Critical thinking (Confidence to speak)
: ® Creative (Idea and create my own

The VR its equire | i narration/ Describing)
and complete learning activi | : @ All above Support me

M Strongly Disagree M Disagree 0l Neutrfb A%rge l;&ronglyﬁ;ree 50 60 "

The Usefulness of VR platform

J

VR and Behavior

ELT through the VR platform increases mr_

- performance_ )
. . Kl -l
I am confident in my ability to engage in L
interactive activities. My B The VR its easy to
English materials based The VR platform T motivation e B understand
) ] ) ) to learn English makes it the
influences the way of Iearnmg Eng“Sh- r English is stories.  easy for me materials.
. Increased by to discuss it
The VR Platform adfjed vaIu? in general for J B Platiorm W iy
my English learning. . team.
0 10 20 30 40 50 60 70 B Strongly Agree M Agree Neutral Disagree m Strongly Disagree

| Ne. Agree M Strongly gree . l



Using Text-to-Speech techniques with my
Al friends helps me train to understand

Using Automatic Speech Recognition
techniques to learn correct pronunciation

Employment of Al applications helps me
to recognize spoken words correctly.

How Al Help Me

the conversation.

M Columnl mStrongly Disagree M Disagree

—
—_—
—

H Neutral M Agree M Strongly Agree

Students Perceptions in Learning English Through Al

e

I'm vqw happy to -

I motw‘te&'to

meet my Al friend learn English using

Al friends.

teaching English,

m Strongly Agree EAgree HNeutral

Al appllcatlons is

one of smart
educational
systems for

m Disagree W Strongly Disagree

| felt Al strategies
augment my
attention and
motivation levels
in the language
teaching process.

N
-
.
—

—

Increase Self-Confidence in English

My Al, as a modern tool,
assists me in mastering the
English language and gaining

confidence in it.

My Al as a modern tool helps
me solve problems of
language learning, especially
vocabulan@nd grammar.

\J'. .
... ..

> >

N e 3
. Lfelt it was ap;’roprlate-to
‘ practice my English. with
R.pllka my Al friefd.

| felt it was appropriate to
practice my English with
Mitsuku, my Al friend.

®m Column1

E Neutral H Agree

m Strongly Disagree m Disagree

m Strongly Agree




Students Perceptions in Learning English Through Al

A total 453 nonnative Englis)%/(‘students i

were playing with their Al friends and

replied to the questlonnalre as a iamp‘ie o)
this study. The use of artificial in elllgence'
can help achieve learning goal -"'if:ause J}/
with this medium, stud in 7
not only listen to expl \&* /'*
lecturer but are invited t
and innovatively.

\ \ \
'MNery ‘aﬁs{py to meet | motivated to learn Al applications is one of | felt Al strategies
\\ friend English using Al friends. smart educational augment my attention

S
NN\

systems for teaching and motivation levels in
English, the language teaching
process.

B Strongly Agree B Agree M Neutral M Disagree M Strongly Disagree
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iSLCollective

Quizlet

= ﬂ(pe‘rl/@ces and obstacles when mteractmg wit

The first syntactic process is to observe a video containing material
about self-introduction. The material is contained in audio-visual
form (based on YouTube content),

2nd step students are able to determine the elements of self-
introduction contained in the YouTube content that will be
discussed

The third step is analyzing the problem, breaking down the
content based on the material or problem that has been presented,
which aims to enable students to identify and analyze the
elements of self-introduction and information obtained from the
video

The fourth ctb'pqs group?ng The lecturer directs students to form
groups, orduﬂg»to their respective perspectives, then installs the
AJ f;nqn Ilnkthatgas rLsh\ared in the WhatsApp group

'I\e flfth step is to .Wgh thelr Al frlen s, presenting their
ir Al friends.

. ] s
The sixth step is to interact simultan.eousl with the
friends. This step aims to ensure students®are able to
opinions and information obtained from problerhs‘ with
applications ®.

The seventh step is the formulation of conclusions, carried out by % e

formulating questions

The eighth step is to provide an evaluation at the end of the lesson
guided by the lecturer. Evaluation is given at the end of the lesson,
which is to provide a comprehensive picture of what students have
learned, determine the level of student achievement, and assess the
success of the teacher in the teaching and learning



Interpret

SETIFICEAL INTELLIGENCE INT

INTERPRET

1 Encouraging
open ended
class
discussions

2 build up thesr
confidence in
conversation
practice

1.ask
questions to
their A1
friends

2. Ask
question
and seek
for their
own
solutions




Analyze

Analyze

. Fostering

Inquiry-
Oriented
Experiment

. Learn 1n

cooperation
and share
knowledge
explain their
thoughts and
feelings
through
discussion or
reflection

Write
English
content and
interpreted
related to the
maternals




Infer. 1 Dealing with
relevant‘day by
day situations

2 Dealing in class
with real world
cases
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you like to know? a ~ -~ family.

~
what is your name? L
- c@; Hi nice to see you! sory | can't Tell it
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Artificial Intelllgence in the Classroom
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1

“Education is not the learning
of facts,but the training of
the mind to think.”

—— Albert Einstein

Technology is just a tool. In terms of
getting the kids working together
and motivating them, the teacher is
the most important.

— Bl Gates —

AZ QUOTES




[1] Podcast “What the Edtech?! The rise of the robots #9. Is artifici
biggest shake-up for tech since the invention of the car?”, Educa
Available at https://edtechnology.co.uk/Article/what-the-edtec
robots [Accessed 12 July 2018]. :

[2] An organization that offers digital solutions for education and
Kingdom.

[3] Al in the rest of the text.

[4] Seldon, A., Abidoye, O. The 4th Education Revolution. The Fourth‘fducatqon

Revolution=Will-Artificial Intelli§ence Ilbeﬁ'feq
raj, Ibrahim

P .

of Buckingham Press, 2018.
=l Muthn"l'éilnnah Prodhan Mahbub Ibna Se
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