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Data Subject
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Cycle Grade
ECTS Credits 6.0
Academic year 2023 - 2024
Study (s)
Degree Center Acad. Period
year
1305 - Degree in Primary School Education Faculty of Teacher Training 3  Firstterm
Subject-matter
Degree Subject-matter Character
1305 - Degree in Primary School Education 19 - Specialist in information and Optional
communication technologies
Coordination
Name Department
ANGULO ALEMAN, TANYA 95 - Didactics of Physical, Artistic and Music
Education
GUTIERREZ SOTO, JUAN 85 - Mathematics Education

SUMMARY

English version is not available

Laasignatura Hardware y Software en Contextos Educativos se propone introducir alos futuros maestros
y alas futuras maestras en la aplicacion de herramientas tecnol ogicas digitales de lainformacion y de las
comunicaciones en €l contexto de la educacion. Se complementa con otras asignaturas como Educacion y
TIC y Disefio de materiales educativos.

L os contextos educativos se encuentran dentro del paisaje cambiante del desarrollo tecnolégico, de las
nuevas necesidades sociales y de los retos politicos. En este sentido, la formacién universitaria del
profesorado debe hacerse eco de ello y promover una cualificacién profesional avanzaday reflexiva, a
mismo tiempo que dar los primeros pasos hacia el aprendizaje alo largo de lavida
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PREVIOUS KNOWLEDGE

Relationship to other subjects of the same degree

There are no specified enrollment restrictions with other subjects of the curriculum.

Other requirements

El alumnado matriculado en la asignatura tendra que aplicar su bagaje de conocimientos y de
habilidades dentro de los siguientes ambitos.

- Funcionamiento de ordenadores (PC u otros) con sistemas operativos actuales.

- Uso de Internet, de correo electronico y de aplicaciones ofimaticas, asi como también de aplicaciones
para la gestién y la edicion de archivos de imagen, de sonido y de video digitales.

- Uso de otros elementos periféricos, dispositivos moviles y electrénicos como webcams, smartphones,
tabletas, consolas de juego, etc.

OUTCOMES

1305 - Degree in Primary School Education

- Express oneself orally and in writing correctly and appropriately in the official languages of the
autonomous region.

- Use information and communication technologies effectively as usual working tools.

- Analyse critically the most relevant issues in today's society that affect family and school education:
social and educational impact of audiovisual languages and of screens; changes in gender and inter-
gender relations; multicultural and intercultural issues; discrimination and social inclusion, and
sustainable development; Also, carry out educational actions aimed at preparing active and
democratic citizens, committed to equality, especially between men and women.

- Promote cooperative work and individual work and effort.

- Assume that teaching must be perfected and adapted to scientific, pedagogical and social changes
throughout life.

- Know the processes of interaction and communication in the classroom.

- Recognise the identity of each educational stage and their cognitive, psychomotor, communicative,
social and affective characteristics.

- Design, plan and evaluate teaching and learning classroom activities in multicultural and co-
educational contexts.

- Know how to work as a team with other professionals within and outside the school to attend to each
student, to plan the learning sequences and to organise work in the classroom and in the play space.

- Know and apply basic educational research methodologies and techniques and be able to design
innovation projects identifying evaluation indicators.
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VNIVERSITAT G D VALENCIA

- Understand that systematic observation is a basic tool that can be used to reflect on practice and
reality, and to contribute to innovation and improvement in education.

- ldentify and plan the resolution of educational situations that affect students with different abilities and
different learning rates, and acquire resources to favour their integration.

- Advise the members of the educational community as users of information and communication
technologies.

- Be able to use the devices that support information and communication technologies, at the user
level, in the educational environment.

- Understand the influence of information and communication technologies and television on early
childhood.

- Know the anthropological principles of the information and communication society, based on the
interaction with screens.

- Develop a critical spirit towards information and communication technologies and towards the
discourses that are generated from them.

- Programme pedagogical interventions taking advantage of the possibilities offered by information and
communication technologies.

- Promote positive, yet critical attitudes towards the use of information and communication
technologies.

- Promote autonomy in the processes of teaching and learning among students and encourage
collaboration in educational actions among both teachers and students.

- Use technologies as creativity enhancers to generate educational resources.

LEARNING OUTCOMES

English version is not available

WORKLOAD
ACTIVITY Hours % To be attended
Theoretical and practical classes 60,00 100
Study and independent work 90,00 0
TOTAL| 150,00

TEACHING METHODOLOGY
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