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Course status: elective
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Course objectives
The aim of the course is to acquaint students with modern advanced concepts, techniques and tools for the
development and implementation of intelligent systems in education. The course should enable students to
monitor and analyze current research on technological aspects of intelligent educational systems and their
application.

Learning outcomes
At the end of the course, the student is expected to know and functionally use advanced concepts and
technologies for the development of intelligent educational systems; apply appropriate methods and techniques
for the creation, testing and implementation of intelligent systems in education; plan and independently
implement research in this area.

Contents
Theoretical lectures
An overview of the areas of technology-enhanced learning (TEL) and the application of intelligent systems in
education. Classification, application and theoretical framework of designing intelligent educational systems.
User modeling, personalization and adaptability. Development of self-regulated and social learning in the
digital environment. Virtual Learning Environments (VLE). Learning analytics. Game-Based Learning (GBL).
Mobile technologies and learning (M-Learning). Massive Open Online Courses (MOOC) and Open
Educational Resources (OER). Intelligent tutors and personal agents. Patterns of user behavior and pedagogical
aspects (learning theories and instructional design). Interoperability, metadata and standards. Scalability and
integration of intelligent educational systems.

Practical lectures
Mastering the techniques of development and integration of intelligent educational systems via project
development and working with digital tools and systems in the computer laboratory.
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Number of active classes: 7 Theory: 5 Practice: 2

Teaching methods
Presentations and practical study examples related to certain techniques, development environments and
software tools. Working with digital tools and environments in the laboratory and development of independent
projects in the field of intelligent educational systems.

Evaluation (maximum number of points 100)
Activities during the lectures: 10 points;

Project development and presentation: 40 points;
Oral part of the exam: 50 points




