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AIM OF THE COURSE (content and acquired skills) 
The course examines ways in which information and communication technology can 
support the teaching of motor expression in education. The aim of the course is to 
make students aware of the information and communication technology as: a) a 
simulation instrument and b) a medium for research, application of the scientific 
method, facilitation of student interaction with the course subject matter, learning and 
instruction. 
 
COURSE CONTENTS (outline – titles of lectures) 
1. Introduction to the use of information and communication technologies in the 

teaching of motor expression. 
2. Educational techniques – Integration of technology and media. 
3. Dance clubs and management members (secretariat and databases). 
4. Use of new technologies in the process of dance (dance workshop). 
5. Introduction to sound processing I (theoretical approach). 
6. Introduction to sound processing II (implementation). 
7. Principal use of visual symbols - Developing effective materials. 
8. Presentation and promotion of cultural events (presentation software). 
9. Presentation and promotion of cultural events on the Internet. 
10. Educational use of the Internet - Online distance learning. 
11. Trends in technology and media - Looking ahead. 
12. Integration of interactive video games in the educational process. 
13. Utilization of interactive video games to the motor expression. 
 
TEACHING METHOD (lectures – labs – practice etc.): 
1. Lectures in computer lab. 
2. Applied practice exercises. 
3. Problem solving projects. 
 
ASSESSMENT METHOD(S): 
1. Mid-term exams. 
2. Problem-solving projects. 
3. Final (written) exams. 
 
LEARNING OUTCOMES: 
Upon the completion of this course the student will be able to: 
1. Understand the basic concepts of information and communication technology 

application, for their use in teaching of motor expression. 
2. Exhibit skills for the use of educational technology applications in teaching of 

motor expression. 
3. Exploit the technological applications of information and communication 

technology and the new learning environments in educational programs that 
promote the motor expression. 

4. Evaluate the use and the integration of information and communication 
technology in the educational process. 

 
 
 
 
 



 
LEARNING OUTCOMES – CONTINUED: 

Learning 
Outcomes 

Educational 
Activities 

Assessment Students 
Work Load 

( hours)  
Understanding of the basic 
concepts of information and 
communication technology 
application, for their use in 
teaching of motor expression. 

Lectures, 
understanding 
projects, home 
study. 

Mid-term exams, 
final written 
exams. 

40 

Exhibition of skills for the use of 
educational technology 
applications in teaching of 
motor expression. 

Lectures, 
understanding 
project, problem 
solving projects, 
home study. 

Mid-term exams, 
problem solving 
project, final 
written exams. 

60 

Exploitation of 
technological applications 
of information and communication 
technology, and the new learning 
environments in educational 
programs that promote the motor 
expression. 

Lectures, 
understanding 
projects, problem 
solving projects, 
and study. 

Mid-term exams, 
problem solving 
projects, final 
written exams. 

60 

Ability to evaluate the use and the 
integration of information and 
communication technology in the 
educational process. 

Lectures, 
understanding 
projects, home 
study. 

Mid-term exams, 
final written 
exams. 

50 

  TOTAL 210 
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