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GUÍA DOCENTE   
  
Subject: Technology applied to the teaching of a second language   

Degree: Master in Bilingual Education   

Type: Obligatory   

Language: English   

Modality: Blended and online   

Credits: 4   

Semester: 1   

Professor: Manuel Blazquez Merino   

  
  
  
  
  
1.COMPETENCES AND LEARNING OUTCOMES  
  
1.1. Competences  
   
Basic competences  
CB6 To possess and understand knowledge that provides the basis and opportunity to be original in 
the development and application of ideas, often within a research context.  CB7 That students know 
how to apply the knowledge acquired and the capacity for problem solving in new and lesser-known 
environments within the broadest (or multi-disciplinary context) in relation to their area of study.   
CB8 That students are capable of integrating knowledge and facing the complexity of opinion forming 
starting from information that, being incomplete or limited, includes reflections on the social and ethical 
responsibilities that are linked to the application of opinions and judgements.  CB9 That students know 
how to communicate their conclusions, and the knowledge and reasoning that supports them to a 
specialist and non-specialist public in a clear and unambiguous manner.   
CB10 That students possess the learning ability that allows them to continue studying in a way that will 
be largely self-directed or autonomous.   
  
General competences  
CG5 To be capable of transmitting social and cultural values in accordance with the current multilingual 
and multicultural reality.   
CG7 To acquire basic theoretical knowledge designed as the foundation of an informed teaching practice 
in an environment of bilingual education.   
  
  
Specific competences   
CE1 To design integrated syllabuses combined with linguistic content within their area of knowledge to 
create English/Spanish bilingual teaching programmes.   
CE2 To create and adapt didactic materials for English/Spanish bilingual education, modifying the 
linguistic level with awareness of different rhythms of learning, and adapting authentic materials to 
transform them into didactic material.   
CE3 To know about the instruments for planning and evaluation necessary in the teaching/learning of 
English/Spanish   
CE4 To develop and apply didactic methodologies adapted to the diversity of students in an 
English/Spanish bilingual environment.   
CE6 To incorporate new strategies, teaching materials, and information technology to activities in the 
English/Spanish bilingual classroom.  
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CE13 To know and to know how to apply the advantages of the communicative approach and learning 
by tasks method for linguistic interaction in English and Spanish.   
CE24 To know the elements of the syllabuses, methodology, and objectives of Technology in a bilingual 
environment.   
CE25 To be able to adapt the contents to the diversity of students in Technology.  CE26 To be 
able to use the appropriate didactic techniques in Technology.   
  
  
1.2. Learning outcomes   
  
At the end of the subject, the student must:   
  

• That they are capable of incorporating new strategies, content areas and technologies to 
activities in the bilingual Spanish/English classroom  

• That they are capable of using the specialist technology of foreign language teaching/learning  
• That they know the different variables of the process of teaching/learning a foreign language 

from the student’s perspective and the necessary communicative needs; the process itself; their 
ongoing evaluation and certification  

• That they know the different variables of the process of teaching/learning a foreign language 
from the student’s perspective and the necessary communicative needs; the  
process itself; their ongoing evaluation and certification  

• That they practice and acquire the skills needed to reach English C1 level  
  
  
2.CONTENTS  
  
2.1. Previous requirements   
None   
  
2.2. Description of contents:   
  

- Interconnection of computer resources through the net: topology of networked resources   
- Web 2.0   
- Attention to diversity in ICT   
- Bases for the design and development of a digital unit: description of the context and needs 

analysis.   
- Types of digital tools. Criteria to select the appropriate for each unit. Aims of the unit and 

general objectives   
- Adaptation of printed material for digitalization   
- Creation of digital material  
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2.3. Detailed content   
  

  
Unit 1: Introduction to Active Methodologies in Teaching Conceptual 

Framework of Active Methodologies  
Principles and Foundations of Educational Innovation  
Task-Based and Project-Based Learning  
Cooperative and Collaborative Learning  

  
Unit 2: Implementation to Active Methodologies in Teaching: SAMR model  

The Roles of the Teacher and Students in Active Methodologies  
Practical Application of Active Methodologies in L2 Teaching  
Puentedura’s SAMR model: levels of technological integration  

  
Unit 3: Implementation to Active Methodologies in Teaching: Gamification  

Definition, basis and principles of gamification in education  
Types of games and playful dynamics applied in the classroom  
Gamification Elements and Mechanics: Scoring, Recognition, Challenges, and Progress  
Tools and platforms to gamify language learning  
Best practices and cases of success in gamification  

  
Unit 4: Educational platforms and digital environments  

Characteristics, classification, and functionalities of Learning Management Systems  
Assessment, tracking and feedback in digital environments  
Curricular integration of LMS and resources  
LMS selection criteria and good practices examples  

  
Unit 5: Tools for the Creation, Editing, and Use of Audiovisual Content  

The function of audio and video in language acquisition  
Differences Between Audiovisual and Multimedia Resources  
Selection and Evaluation of Relevant Audiovisual Resources  
Editing Tools: recommended software and apps  
Design and adaptation of materials for different needs: an approach by the Universal Design for Learning  
Intellectual property and copyright in digital resources  

  
Unit 6: The Web and Blogs as Didactic Tools  

Origin and evolution of the web: from Web 1.0 to Web 3.0 and beyond  
Key features and applications in education  
Web tools and resources for language teaching Blogs as 
didactic resources  

  
Unit 7: Augmented Reality (AR) and virtual reality (VR) applied to Education  

Key concepts on Virtual Reality (VR) and Augmented Reality (AR)  
Application of VR and AR in the classroom  
Design of activities and immersive experiences using VR and AR Educational impact 
and future prospections  

  
Unit 8: Artificial intelligence and personalization of Learning  

Artificial Intelligence and its presence in Education  
Main AI tools applied to language teaching  
AI personalized learning  
Practical cases and application scenarios in language learning  
Proposals for the design of personalized learning pathways supported by AI  
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2.4. Training activities   
   
Blended Modality  

Training Activities  Hours  
Percentage of 

attendance  

AF1. Teaching sessions   40  40%  

AF2. Individual and group learning activities outside the 
teaching sessions   

30  30%  

AF3. Tutorials   10  10%  

AF4. Complementary training activities   10  10%  

AF7. Evaluation Activities   10  20%  
  
Blended Modality  
  

Training Activities  Hours  
Percentage of 

attendance  

AF1. Teaching sessions   40   40%   

AF2. Individual and group learning activities outside the 
teaching sessions   

30   30%   

AF3. Tutorials   10   10%   

AF4. Complementary training activities   10   10%   

AF7. Evaluation Activities   10   20%   
  
  
  
2.5. Teaching methodologies   
  
An active didactic methodology in which the student is the protagonist of their own learning process, and 
the teacher an expert in the field. The teacher will possess the knowledge of the materials and resources 
necessary to help the student in the learning process and to optimise their learning strategies. Through 
interaction and mutual co-operation, the student will achieve the competencies that they can then 
incorporate within their professional profile.   
  
The teaching methodology will combine real-life and online teaching in the semi-present mode and online 
teaching in the online mode. This is therefore a mixed methodology that will be supported by the use of 
ICT as well as collaborative work (forums, chats, videoconferences) in accordance with the teacher’s tools 
(agenda, announcements, files of materials, and links). For this purpose, the Virtual Campus will be used 
with the Blackboard Ultra platform. This interactive methodology requires the systematic and continuous 
active participation of the students and teachers.   
  
  
3.SYSTEMS OF EVALUATION   
  
3.1. Grading   
  
The grading system (R.D. 1125/2003, of 5th September) will be as follows:   

0 - 4.9 Fail (SS)   
5.0 - 6.9 Pass (AP)   
7.0 - 8.9 Good (NT)   
9.0 - 10 Excellent (SB)   

  
The mention of "honours" may be obtained at the proposal of the professor of the subject after completing 
a tutored work. The teacher must write a report evaluating the contributions of the work   
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3.2. Assessment   
  
Ordinary or Extraordinary Calls   
  
Blended and online Modalities  
  

Assessment   Percentage   

Carrying out a presentation of a technological Project in a bilingual environment   
100%  

  
  
  
3.3. Restrictions:   
  
Minimum grade   
In order to average the above weightings, it is necessary to obtain at least a grade of 5 in the final 
assessment.   
  
Attendance   
Students who, without justification, fail to attend more than 75% of the face-to-face classes may be 
deprived of the right to take the exam in the regular exam.   
  
Writing standards   
Special attention will be paid in the papers, practices and written projects, as well as in the exams, to both 
the presentation and the content, taking care of the grammatical and spelling aspects. Failure to meet the 
minimum acceptable standards may result in points being deducted in such work.   
  
  
3.4. Warning about plagiarism   
  
Antonio de Nebrija University will not tolerate plagiarism or copying under any circumstances. 
Plagiarism is considered to be the reproduction of paragraphs taken from sources other than the 
student’s own work (the Internet, books, articles, classmates’ assignments, etc.) when the original source 
is not cited. The use of quotations may not be indiscriminate. Plagiarism is a criminal offense. 
If such practices are detected, they will be considered a Serious Offense, and the sanction cited in the 
Student Regulations may be applied. 
 
The adoption of AI tools in teaching must be based on a transparent, responsible, ethical, and safe 
approach that fosters the development of digital competencies among students. 
The instructor will indicate in each learning activity whether the use of Generative AI is planned, for 
what purpose, and the requirements for its use. 
 
It is the student’s responsibility to demonstrate transparent, ethical, and responsible behaviour in the use 
of Generative AI and to adapt to the application criteria established by the instructor for each activity. 
The detection of any fraudulent behaviour regarding the use of Generative AI, or failure to comply with 
the instructor’s guidelines, will result in the application of the sanctions provided for in the Student 
Regulations. 
 
 
 
  
  

  



    
  
  

  [7]    

4. BIBLIOGRAPHY:   
  
Basic Bibliography  
  
Alessi, S. M., & Trollip, S. R. (2001). Multimedia for learning: Methods and development (3rd ed.). Allyn 

& Bacon.  
Alonso-Rodríguez, A. M. (2024). Hacia un marco ético de la inteligencia artificial en la educación. Teoría 

de la Educación. Revista Interuniversitaria, 36(2), 79–98.  
https://doi.org/10.14201/teri.31821   

Álvarez, L., García, M. (2023). Impacto del aprendizaje cooperativo en la producción oral en inglés en 
educación secundaria. Revista Iberomexicana de Educación, 29(1), 45-62.  

Bacca, J., Baldiris, S., Fabregat, R., Graf, S., & Kinshuk. (2014). Augmented reality trends in education: A 
systematic review of research and applications. Educational Technology & Society, 17(4), 133-149.  

Bandura, A. (1997). Self-efficacy: The exercise of control. W. H. Freeman and Company.  
Bell, S. (2010). Project-Based Learning for the 21st Century: Skills for the Future. The Clearing House, 

83(2), 39-43.  
Berners-Lee, T., Hendler, J., & Lassila, O. (2001). The semantic web. Scientific American, 284(5), 28–37.  
Billinghurst, M., & Duenser, A. (2012). Augmented reality in the classroom. Computer, 45(7), 56- 

63. https://doi.org/10.1109/MC.2012.111   
Bower, M. (2019). Design of technology-enhanced learning: Integrating research and practice. Emerald 

Publishing.  
Busuu. (2025). Learn languages with Busuu. https://www.busuu.com/   
Carreño, C. C. (2024). Metodologías activas empleadas en la enseñanza de idiomas en la educación 

chilena: Una revisión sistemática (2017-2022). Revista de Educación Chilena, 36(2), 123-145.  
CERN. (1993). CERN announces World Wide Web software will be free. Recuperado de 

https://home.cern/news/news/computing/30-years-free-and-open-web  
Chen, C. M., Lee, H. M., & Lin, C. C. (2020). Augmented reality-based self-facial modeling to promote 

the learning of facial muscles for physiotherapy students. Computers & Education, 144, 103698.  
Chen, L., Chen, P., & Lin, Z. (2020). Artificial intelligence in education: A review. IEEE Access, 8, 

75264-75278.  
Ciudaddesaberes. (s.f.). El blog como recurso educativo. Recuperado de 

https://www.ciudaddesaberes.es/guias/guiaBLOGS2.pdf  
Comisión Europea. (2023). Estrategia digital para liderar la Web 4.0 y los mundos virtuales. Recuperado 

de https://ec.europa.eu/commission/presscorner/detail/es/ip_23_3718  
Council of Europe. (2020). Common European Framework of Reference for Languages:  

Learning, teaching, assessment – Companion Volume.  
Creative Commons licenses (2019) Available at: https://creativecommons.org/share-yourwork/cclicenses/  
Cruz Roja. (2025). Qué es la brecha digital y cómo evitar que provoque exclusión social. Recuperado de 

https://www2.cruzroja.es/web/ahora/brecha-digital  
Deci, E. L., & Ryan, R. M. (1985). Intrinsic motivation and self-determination in human behavior. 

Plenum.  
Diamond, A. (2013). Executive functions. Annual Review of Psychology, 64, 135–168.  
Didactia - MasterD. (2023). La Web 2.0 en el ámbito educativo. Recuperado de 
https://didactia.grupomasterd.es/blog/numero-26/la-web-2-0-en-el-ambito-educativo Dietrich, A. (2004). 
Neurocognitive mechanisms underlying the experience of flow.  

Consciousness and Cognition, 13(4), 746–761.  
Digitalsamba (2025). ¿Qué es un LMS? Tipos, funciones y tendencias.  
Dillenbourg, P. (1999). What do you mean by collaboration? Collaborative-learning: Cognitive and 

Computational Approaches, 1–19.  
Duenser, A. (2012). Augmented reality in the classroom. Computer, 45(7), 56-63. Available at 

https://doi.org/10.1109/MC.2012.111  
Eduteka (2013). SAMR: modelo para integrar las TIC en procesos educativos. Eduteka.org.  
Fink, L. D. (2013). Creating significant learning experiences: An integrated approach to designing college 

courses. John Wiley & Sons.  
Fotos, S. (2017). Technology-enhanced language learning: connecting theory and practice.  

Language Learning & Technology, 21(3), 1-5.  



    
  
  

  [8]    

Freina, L., & Ott, M. (2015). A literature review on immersive virtual reality in education: State of the art 
and perspectives. The International Scientific Conference eLearning and Software for Education, 1, 
133-141.  

García, L., & Ruiz, M. (2023). Plataformas adaptativas con IA para la enseñanza del francés en la 
secundaria: un estudio de caso. Revista de Educación Bilingüe y Multicultural, 8(1), 27-42.  

García, L., Gómez, S. (2022). Estrategias para la integración digital efectiva en la docencia universitaria. 
Revista de Innovación Educativa Digital, 18(1), 55-67.  

García, P., et al. (2024). El rol de los entornos colaborativos en la enseñanza de lenguas.  
Revista de Innovación Educativa, 12(3), 45-59.  

Gee, J. P. (2007). What video games have to teach us about learning and literacy (Revised and Updated 
Edition). Palgrave Macmillan.  

Gee, J. P. (2008). Learning and Games. In S. Tobias & T. M. Duffy (Eds.), Handbook of Research on 
Educational Communications and Technology (3rd ed., pp. 249-256). Routledge.  

Godin, J., Rioux, L., & Bédard, R. (2021). Classcraft: An educational role-playing game that changes the 
way students learn. In K. B. C. V. W. L. M. V. M. E. C. S. A. G. B. G. L. M. D. E. M. E. S. D. G. 
(Eds.), Gamification: Concepts, Methodologies, Tools, and Applications (pp. 1493–1516). IGI Global.  

Godwin-Jones, R. (2018). Emerging technologies: Blogs and podcasting for language learning.  
Language Learning & Technology, 22(3), 19–28.  

Gómez, J., Martínez, P., Santos, R. (2024). Proyectos colaborativos en la clase de inglés académico 
universitario: Estudio de caso. TESOL Journal, 18(2), 98-113.  

González-Lloret, M., & Ortega, L. (2019). Technology-mediated TBLT: Researching technology and 
tasks. John Benjamins Publishing.  

Gredos Universidad de Salamanca. (2018). El blog de aula como recurso tecnológico y didáctico. 
Recuperado de  

https://gredos.usal.es/bitstream/10366/144045/1/2018_TFM_El%20blog%20de%20aula%20 
como%20recurso%20tecnol%C3%B3gico%20y%20did%C3%A1ctico.pdf  

Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work? A quantitative analysis of empirical 
results of gamification. In 47th Hawaii International Conference on System Sciences (pp. 3025-3034). 
IEEE.  

Hattie, J., Timperley, H. (2007). The power of feedback. Review of Educational Research, 77(1), 81-112.  
Holmes, W., Bialik, M., & Fadel, C. (2019). Artificial intelligence in education: Promises and implications 

for teaching and learning. Center for Curriculum Redesign.  
Howard-Jones, P. (2018). The neuroscience of learning: From brain to education. Routledge. Huizinga, J. 
(1938). Homo Ludens: A study of the play-element in culture. Beacon Press.  
Iberdrola. (2021). Qué es la brecha digital, consecuencias y cómo reducirla. Recuperado de 

https://www.iberdrola.com/compromiso-social/que-es-brecha-digital  
Instituto Nacional de Tecnologías de la Comunicación (INTECO) / UNED. (2025). Brecha digital. 

Recuperado de https://blogs.uned.es/govredig/wp- 
content/uploads/sites/485/2025/09/Sesion-7-Brecha-digital.2025.pdf  

INTEF. (2013). El blog como herramienta para el desarrollo de la competencia digital del alumnado. 
Recuperado de https://code.intef.es/noticias/el-blog-como-herramienta-para-eldesarrollo-de-la-
competencia-digital-del-alumnado/  

Johnson, L. (2017). Interactive multimedia tools for language teachers. Journal of Language Teaching and 
Research, 8(2), 270-278.  

Kapp, K. M. (2012). The gamification of learning and instruction: Game-based methods and strategies for 
training and education. Pfeiffer.  

Kotsiantis, S. B., Zaharakis, I., & Pintelas, P. (2007). Supervised machine learning: A review of 
classification techniques. Emerging artificial intelligence applications in computer engineering, 160, 
3-24.  

Kumar, A., Verma, S., & Patel, D. (2023). AI in video content creation for education: Potential and 
challenges. Journal of Multimedia in Education, 12(3), 105-123.  

Kwiga. (2024). Tipos de LMS y características principales.  
Labrador, M., Andreu, J. (2008). Aplicación de metodologías activas en la formación docente.  

Revista de Innovación Educativa, 15(1), 66-80.  
Learningteam. (2025). Competencias digitales que todo educador necesita.  
Lessig, L. (2008). Remix: Making art and commerce thrive in the hybrid economy. Penguin Press.  
Levy, M., & Stockwell, G. (2013). Technology and second language learning: An overview. Routledge.  



    
  
  

  [9]    

Li, S., Lei, W., Lee, S. T. F., & Hsu, H. Y. (2020). Effects of augmented reality learning environments on 
student achievement and motivation in language learning: Meta-analysis. British Journal of 
Educational Technology, 51(6), 2381-2402.  

Lo, C.-K., Wang, A.-E., & Du, G. (2018). The impact of gamified language learning on student 
engagement and learning performance. Educational Technology & Society, 21(3), 85–97.  

López-Pérez, M. V., et al. (2021). Teaching languages online: Transforming L2 education through digital 
platforms. Language Learning & Technology, 25(2), 123-140.  

Luckin, R., Holmes, W., Griffiths, M., & Forcier, L. B. (2016). Intelligence unleashed: An argument for AI 
in education. Pearson.  

Marcus, G. (2018). Rebooting AI: Building artificial intelligence we can trust. Pantheon Books.  
Mares Virtuales. (2021). 6 características de un contenido educativo digital efectivo. Recovered from 

https://maresvirtuales.com/blog/contenido-educativo-digital/  
Mayer, R. E. (2009). Multimedia learning (2nd ed.). Cambridge University Press.  
Meier, R. (2019). The Open-Source Audio Editing Landscape. Journal of Digital Audio Production, 12(2), 

45-58.  
Méndez, I. I., & García, R. (2020). Herramientas digitales para la enseñanza y el aprendizaje de lenguas 

extranjeras. Revista Iberoamericana de Tecnologías del Aprendizaje, 15(2), 45–62.  
Michael, J. (2006). Where's the evidence that active learning works? Advances in physiology education, 

30(4), 159-167.  
Nichols, B., & O'Brien, D. (2019). Gamification and competition: Effects on student motivation and 

performance in a university-level computer course. Computers & Education, 140, 103597.  
O’Neill, T., & McMahon, G. (2019). Digital tools for language learners: A practical guide for educators. 

European Journal of Education and Technology, 8(3), 104–119.  
Parmaxi, A., & Demetriou, A. A. (2020). Virtual reality in language learning: A systematic review.  

Education and Information Technologies, 25, 3689-3711.  
Pérez, A., & Ruiz, P. (2020). Evaluating the effectiveness of web-based language teaching resources. 

Studies in Technology & Language Education, 7(2), 82–99.  
Redecker, C. (2017). European framework for the digital competence of educators:  

DigCompEdu. JRC Science for Policy Report.  
Reicomunicar (2024). Desafíos éticos y de privacidad en la implementación de la IA. Disponible en: 

https://reicomunicar.org/index.php/reicomunicar/article/view/333/549/1441   
Reinders, H., & Wattana, S. (2014). Can I say something? The effects of digital game play on willingness 

to communicate. Language Learning & Technology, 18(2), 101–123.  
Rey, E., & Moreno, S. (2022). Criteria for selecting online resources for language pedagogy.  

Journal of Modern Languages, 29(1), 63–78.  
Richardson, L. (2021). Video editing tools for educators: Open-source options. Education Technology 

Review, 29(3), 67-74.  
Russell, S., & Norvig, P. (2016). Artificial intelligence: A modern approach. Pearson Education.  
Sadler, D. R. (2013). Assuring learning quality and standards in higher education: A critical review of the 

role of assessment. Quality Assurance in Education, 21(2), 125-142.  
Sailer, M., & Homner, L. (2020). The technology-enhanced use of gamification in education: A systematic 

review of effect studies. International Journal of Educational Technology in Higher Education, 17(1), 
2.  

Salgado, M. (2025). Innovaciones en plataformas educativas: un análisis comparativo. Journal of 
Educational Technology, 19(2), 98-115.  

Schmidt, R. (2023). Generación automática de ejercicios y evaluaciones en la enseñanza del alemán: 
impacto en el seguimiento del alumnado. Revista de Didáctica de las Lenguas Extranjeras, 12(3), 101-
116.  

Selwyn, N. (2019). Should robots replace teachers? AI and the future of education. Polity.  
Siemens, G. (2013). Learning analytics: The emergence of a discipline. American Behavioural Scientist, 

57(10), 1380-1400.  
Siemens, G., & Tittenberger, P. (2009). Handbook of emerging technologies for learning. University of 

Manitoba.  
Stahl, G., Koschmann, T., Suthers, D. (2006). Computer-supported collaborative learning: An historical 

perspective. In Handbook of Collaborative Learning, 409-426.  
Swain, M. (2000). The output hypothesis and beyond: Mediating acquisition through collaborative 

dialogue. Sociocultural theory and second language learning, 97, 114.  
TaoTesting (2025). Uso ético de la IA en la educación: una guía. Disponible en:  



    
  
  

  [10]    

https://educacioninclusiva.santillana.com/etica-y-seguridad-de-la-inteligencia-artificialeducativa/   
Telefónica. (2023). ¿Qué es la Web 3.0 y cuáles son sus características? Recuperado de 

https://www.telefonica.com/es/sala-comunicacion/blog/que-es-la-web-3-0-y-cuales-son-
suscaracteristicas/  

Theobald, E. J., Hill, M. J., Tran, E., Agrawal, S., et al. (2020). Active learning narrows achievement gaps 
for underrepresented students in undergraduate science, technology, engineering, and math. 
Proceedings of the National Academy of Sciences, 117(12), 64766483.  

Tomlinson, B. (2013). Developing materials for language teaching. Bloomsbury Academic.  
UNED (2022). Guía para la Producción de Material Audiovisual de Carácter Educativo. Centro de 

Educación a Distancia.  
UNESCO (2024). Ethics in artificial intelligence. Disponible en: https://www.unesco.org/es/artificial-

intelligence/recommendation-ethics   
UNIR. (2025). ¿Qué es la brecha digital y cuáles son sus consecuencias? Recuperado de 

https://www.unir.net/revista/educacion/brecha-digital-que-es/  
Universidad Politécnica de Madrid (UPM). (2025). Guía sobre el uso educativo de los blogs. Recuperado 

de https://blogs.upm.es/guias-y-videotutoriales/guias-pedagogicas/guia-sobreel-uso-educativo-de-los-
blogs/  

Vélez, E., Ramos, J. (2018). El proceso de enseñanza-aprendizaje del idioma inglés mediante 
metodologías activas en bachillerato. Revista de educación, 12(3), 85-97.  

Vygotsky, L. S. (1978). Mind in society: The development of higher psychological processes. Harvard 
University Press.  

Werbach, K., & Hunter, D. (2012). For the win: How game thinking can revolutionize your business. 
Wharton Digital Press  

Willis, J. (1996). A Framework for Task-Based Learning. Longman.  
Woolf, B. P. (2010). Building intelligent interactive tutors: Student-centered strategies for revolutionizing 

e-learning. Morgan Kaufmann  
Xu, B., Xu, L. D., & Li, L. (2020). The evolution of internet of things and its applications in education. 

IEEE Transactions on Emerging Topics in Computing, 8(2), 240-250.  
Zimmerman, B. J. (2002). Becoming a self-regulated learner: An overview. Theory into practice, 41(2), 

64-70.  
  
Recommended bibliography  
  
Acelerapyme. (2025). Conoce las medidas del plan España Digital 2025 para reducir la brecha digital. 
Recuperado de http://www.acelerapyme.gob.es/novedades/pildora/conoce-lasmedidas-del-plan-espana-
digital-2025-para-reducir-la-brecha-digital-de Adr Formación. (2025). LMS: Definición, características 
y beneficios.  
Alfabetización audiovisual en el aula (2024). Guía didáctica para la creación audiovisual. Proyecto 

Aturuxo Films.  
Almalki, A., Williams, M., & Aljohani, N. (2022). Digital platforms and language learning: A critical 

review. Journal of Educational Technology & Society, 25(1), 45-59.  
Ambrose, S. A., Bridges, M. W., DiPietro, M., Lovett, M. C., Norman, M. K. (2010). How learning works: 

Seven research-based principles for smart teaching. Jossey-Bass.  
ANÁHUAC. (2022). Beneficios de los blogs en la educación superior. Recuperado de 

https://www.anahuac.mx/mexico/noticias/Beneficios-de-los-blogs-en-la-educacion-superior  
Arias, W. R. (2014). La innovación educativa: Conceptos, procesos y estrategias. Revista de Educación y 

Cultura, 25(3), 45-59.  
Aronson, E. (2000). Jigsaw classroom. Encyclopedia of Psychology, 3, 186-187.  
Asunción, S. (2019). Metodologías activas: Herramientas para el empoderamiento docente. Revista 

Docentes, 12(3), 45-60.  
Azuma, R. T., Baillot, Y., Behringer, R., Feiner, S., Julier, S., & MacIntyre, B. (2001). Recent advances in 

augmented reality. IEEE Computer Graphics and Applications, 21(6), 34-47.  
https://doi.org/10.1109/38.963459  

Babbel. (2025). Language learning app. https://www.babbel.com/   
Berners-Lee, T. (1996). The World Wide Web: Past, present and future. Computer Networks and ISDN 

Systems, 28(7-11), 1023–1028.  
Blázquez Aguas, B. (2020). Metodologías activas en bilingüismo: revisión bibliográfica y propuesta de 

intervención. Universidad de Zaragoza.  



    
  
  

  [11]    

Bonk, C. J., Graham, C. R. (2006). The handbook of blended learning: Global perspectives, local designs. 
Pfeiffer Publishing.  

Bonwell, C. C., Eison, J. A. (1991). Active Learning Creating Excitement in the Classroom. ASHE-ERIC 
Higher Education Report No. 1. ERIC.  

Boss, S., Krauss, J. (2007). Reinventing Project-Based Learning: Your Field Guide to RealWorld Projects 
in the Digital Age. International Society for Technology in Education.  

Boud, D. (1995). Enhancing learning through self-assessment. London: Kogan Page.  
Bransford, J. D., Brown, A. L., Cocking, R. R. (Eds.). (2000). How People Learn: Brain, Mind, 

Experience, and School. National Academy Press.  
Brown, T., Mann, B., Ryder, N., Subbiah, M., Kaplan, J., Dhariwal, P., ... & Amodei, D. (2020). Language 

models are few-shot learners. Advances in Neural Information Processing Systems, 33, 1877-1901.  
CAENET. (2023). 6 características imprescindibles de una plataforma e-learning. Recuperado de 
https://www.cae.net/es/6-caracteristicas-imprescindibles-de-una-plataforma-e-learning/ Carreras, C. 
(2017). Del homo ludens a la gamificación. Universitat de Girona.  
Cercas, A. (2024). Lengua, computadoras y emociones: interdisciplinariedad en la era de los Large 

Language Models (LLMs). Cuadernos de Beauchef, 8(1)  
Chen, L., Wang, X., & Zhang, Y. (2020). Educational applications of semantic web and artificial 

intelligence: A review. Journal of Educational Technology & Society, 23(1), 1–14.  
De Smet, M., Meijer, D., & Loyens, S. (2017). The effect of gamification on student motivation and 

performance in a blended learning environment. Educational Technology Research and Development, 
65(5), 1181–1205.  

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game design elements to gamefulness: 
Defining gamification. Proceedings of the 15th International Academic MindTrek Conference: 
Envisioning Future Media Environments, 9–15.  

Diegmann, P., Schmidt-Kraepelin, M., Eynden, S., & Basten, D. (2015). Benefits of augmented reality in 
educational environments–A systematic literature review. International Association for Development 
of the Information Society, 2015(1), 154-161.  

Directiva 2019/790/UE del Parlamento Europeo y del Consejo, de 17 de abril de 2019, sobre derechos de 
autor en el mercado único digital.  

Docebo. (2017). Qué es un sistema de gestión de aprendizaje o LMS.  
Dooly, M. (2008). Telecollaborative language learning: A guidebook to moderating intercultural 

collaboration online. Peter Lang.  
DreamBox Learning. (2024). Adaptive learning platform. https://www.dreambox.com/   
Duolingo. (2025). Learn languages for free. https://www.duolingo.com/   
Educamos. (2025). 7 características que deben tener las plataformas educativas digitales. Recuperado de 

https://educamos.com/es/blog/siete-caracteristicas-que-deben-tener-lasplataformas-educativas-
digitales/  

Eduteka. (2006). Uso educativo de los blogs. Universidad Icesi. Recuperado de 
https://eduteka.icesi.edu.co/articulos/BlogsEducacion  

Fernández, A., & Martínez, P. (2024). Uso de chatbots basados en inteligencia artificial para mejorar la 
competencia oral en inglés en secundaria. Revista de Innovación Educativa en Lenguas Extranjeras, 
15(2), 45-60.  

Freeman, S., Eddy, S. L., et al. (2014). Active learning increases student performance in science, 
engineering, and mathematics. Proceedings of the National Academy of Sciences, 111(23), 8410-8415.  

Gago, A. (2013). Generación de material audiovisual para el aprendizaje. Revista EduLab, (10), 52-63.  
Godwin-Jones, R. (2016). Emerging technologies augmented reality and language learning: From 

annotated vocabulary to place-based mobile games. Language Learning & Technology, 20(3), 9-19.  
Goodfellow, I., Bengio, Y., & Courville, A. (2016). Deep learning. MIT Press.  
Guasch, T., & Olmos, M. (2019). Integrating digital tools in foreign language teaching. Journal of 

Language Teaching and Research, 10(5), 1012–1020.  
Hanus, M. D., & Fox, J. (2015). Assessing the effects of gamification in the classroom: A longitudinal 

evaluation using random assignment and a multiple baseline approach.  
Computers in Human Behaviour, 46, 149–161.  

Heil, C. R., Wu, J. S., Lee, J. J., & Schmidt-Crawford, D. A. (2021). A review of mobile language learning 
applications: Trends, challenges, and opportunities. Journal of Educational Technology Systems, 
49(2), 147-172.  

Huang, R., Spector, J. M., & Zou, Y. (2020). Educational technology: Key issues and future directions. 
Springer.  



    
  
  

  [12]    

Johnson, D. W., Johnson, R. T. (1999). Learning together and alone: Cooperative, competitive, and 
individualistic learning. Allyn & Bacon.  

Johnson, M., & Smith, R. (2024). Collaborative AI tools in education: Emerging trends and applications. 
International Journal of Educational Technology, 41(1), 45-62.  

Kaplan, A. M., & Haenlein, M. (2010). Users of the world, unite! The challenges and opportunities of 
social media. Business Horizons, 53(1), 59–68.  

Kezar, A., Gehrke, S. (2015). Communities of transformation and change in higher education. Innovative 
Higher Education, 40(1), 37-49.  

Kimmons, R., & Hall, C. (2020). Professional digital competencies for educators: A framework to 
enhance teacher preparation. Computers & Education, 156, 103954.  

Koepp, M. J., Gunn, R. N., Lawrence, A. D., Cunningham, V. J., Dagher, A., Jones, T., ... & Grasby, P. 
M. (1998). Evidence for striatal dopamine release during a video game. Nature, 393(6682), 266–268.  

Kolb, D. A. (1984). Experiential Learning: Experience as the Source of Learning and Development. 
Prentice-Hall.  

Labrador, M., Andreu, J. (2008). La formación del profesorado para la innovación educativa.  
Revista de Formación Docente, 15(4), 120-134.  

Lan, Y. J., Lin, Y. T., Chen, N. S., & Heh, J. S. (2023). Augmented and virtual reality in language learning: 
A systematic review. British Journal of Educational Technology, 54(1), 187-208. 
https://doi.org/10.1111/bjet.13283  

Lave, J., Wenger, E. (1991). Situated learning: Legitimate peripheral participation. Cambridge University 
Press.  

Lee, J., & Hammer, J. (2018). Gamification in education: A systematic review of the literature.  
Journal of Educational Technology & Society, 21(3), 85–97.  

Lin, T. J., & Lan, Y. J. (2022). Language learning in virtual and augmented reality environments:  
A metareview. Computer Assisted Language Learning, 35(7), 1447-1467.  

Littlewood, W. (2004). Developing learner autonomy in the classroom: A social-interactive view of 
learning. Language Teaching Research, 8(1), 1-14.  

Luo, T., Freeman, T., & Edwards, J. (2020). Immersive language learning: Using virtual and augmented 
reality to promote student engagement. Journal of Educational Technology Systems, 49(3), 374-392. 
Available at https://doi.org/10.1177/0047239520928654    

Martínez, P. (2023). Aprendizaje basado en proyectos y desarrollo de habilidades en formación 
profesional. Revista de Formación Profesional, 28(2), 142-158.  

Martinez, S. (2009). El cambio de paradigma en la educación moderna y las metodologías activas. Revista 
Latinoamericana de Educación, 23(4), 27-35.  

McCarthy, J., Minsky, M. L., Rochester, N., & Shannon, C. E. (1956). A proposal for the Dartmouth 
summer research project on artificial intelligence. Dartmouth College.  

Ministerio de Educación y Formación Profesional (MEFP). (2021). Ley Orgánica 3/2020, de 29 de 
diciembre, por la que se modifica la Ley Orgánica 2/2006, de 3 de mayo, de Educación (LOMLOE).  

Muñoz, C. (2006). Enfoque comunicativo y nuevas metodologías en la enseñanza de lenguas.  
Revista Educación y Pedagogía, 18(45), 71-85.  

Muñoz, C., & García, L. (2021). The impact of digital resources on language proficiency development. 
International Journal of Educational Technology, 12(4), 234–250.  

Murillo-Zamorano, J. M., Montané, A., Pérez-Cornago, A. (2021). Active learning methods and 
academic performance in higher education: The case of gamification. Sustainability, 13(1), 123.  

Nicol, D. J., Macfarlane-Dick, D. (2006). Formative assessment and self-regulated learning: A model 
and seven principles of good feedback practice. Studies in Higher Education, 31(2), 199-218.  

O’Reilly, T. (2005). What is Web 2.0: Design patterns and business models for the next generation of 
software. O'Reilly Media.  

OECD (2019). Trends Shaping Education 2019. OECD Publishing, Paris.  
OpenAI. (2024). ChatGPT: Language model for conversational AI. https://chat.openai.com/   
Palacios-Osma, J. I. (2015). Propuesta de Métrica para evaluación de Plataformas LMS abiertas.  
Pérez-Sanagustín, M., Hernández-Leo, D., & Muñoz-Cristóbal J. A. (2022). Mobile and ubiquitous 

learning: Interactive and contextualized pedagogies with digital tools. In T.  
Bastiaens (Ed.), Proceedings of EdMedia + Innovate Learning 2022 (pp. 556-564).  

Perry, L. (2023). Leveraging AI for research and learning synthesis in education. Educational Review 
Quarterly, 77(4), 341-359.  

Piaget, J. (1973). To understand is to invent. Grossman.  



    
  
  

  [13]    

Prince, M. (2004). Does active learning work? A review of the research. Journal of engineering education, 
93(3), 223-231.  

Procomún. Plataforma de recursos educativos abiertos del Ministerio de Educación de España 
(https://procomun.educacion.es/)  

Puentedura, R. (2006). Transformation, technology, and education: A framework for SAMR integration. 
Harvard University.  

Puentedura, R. (2014). The SAMR model: A contextualized approach to technology and learning change. 
SAMR Foundation.  

Qian, M., Nguyen, T., & Song, H. (2018). Mobile augmented reality in language education: A systematic 
review. Journal of Educational Computing Research, 56(7), 1056-1081.  

Ramesh, A., Pavlov, M., Goh, G., Gray, S., Voss, C., Radford, A., & Sutskever, I. (2021). Zeroshot text-to-
image generation. Proceedings of the 38th International Conference on Machine Learning.  

Real Decreto Legislativo 1/1996, de 12 de abril, por el que se aprueba el texto refundido de la Ley de 
Propiedad Intelectual.  

Redecker, C. (2017). European framework for the digital competence of educators:  
DigCompEdu. Publications Office of the European Union.  

Redecker, C. (2017). European Framework for the Digital Competence of Educators:  
DigCompEdu. Publications Office of the European Union.  

Richardson, W. (2010). Blogs, wikis, podcasts, and other powerful web tools for classrooms. Corwin 
Press.  

Rosetta Stone Ltd. (2025). Rosetta Stone language learning software.  
https://www.rosettastone.com/   

Sampson, D., et al. (2025). Trends and best practices in learning management systems.  
International Journal of Educational Technology, 22(1), 1-20.  

Sánchez Vera, M. del M. (2025). Aprendizaje basado en tareas en la enseñanza del inglés como lengua 
extranjera: Un estudio cualitativo. Revista de Investigación Educativa Niveles, 2(1), 53-63.  

Sánchez, M., & Vega, P. (2022). Tools digitales y aprendizaje colaborativo en la enseñanza de idiomas. 
Revista Española de Lingüística Aplicada, 35(3), 157–174.  

Seien-Echaluce, M. (2000). Principios básicos de la innovación educativa. Instituto de Ciencias de la 
Educación, 5(1), 9-17.  

Shams, L., & Seitz, A. R. (2008). Benefits of multisensory learning. Trends in Cognitive Sciences, 12(11), 
411–417.  

Silberman, M. (2010). Active learning 101 strategies to teach any subject. Pearson Higher Ed.  
Skiller.education (2024). Ética y privacidad en IA: claves para el análisis de datos. Disponible en: 

https://skiller.education/etica-y-privacidad-en-ia-para-analisis-de-datos/   
Smith, J. (2018). Video editing for educational content creation. Educational Technology, 58(4), 22-29.  
Telefónica. (2024). Historia de Internet: ¿Cómo nació y cuál ha sido su evolución? Recuperado de 

https://www.telefonica.com/es/sala-comunicacion/blog/historia-internet-como-nacioevolucion/  
Tomlinson, C. A. (2014). The differentiated classroom: Responding to the needs of all learners. ASCD.  
Universidad VIU. (2024). Plataformas LMS más utilizadas para estudiar a distancia. Recuperado de 

https://www.universidadviu.com/es/actualidad/nuestrosexpertos/caracteristicas-tipos-y-plataformas-
mas-utilizadas-para-estudiar  

Vanderplank, R. (2016). The value of audio-visual input in SLA. Language Teaching Journal, 49(1), 24-
38.  

Vaswani, A., Shazeer, N., Parmar, N., Uszkoreit, J., Jones, L., Gomez, A. N., ... & Polosukhin, I.  
(2017). Attention is all you need. Advances in Neural Information Processing Systems, 30.  

Wang, X., Li, T., & Zhao, Q. (2022). Immersive language learning with AI-enhanced virtual reality 
systems. Journal of Computer Assisted Learning, 38(5), 917-930.  

Weimer, M. (2013). Learner-centered teaching: Five key changes to practice. John Wiley & Sons.  
Wikipedia. (2024). Historia de Internet. Recuperado de https://es.wikipedia.org/wiki/Historia_de_Internet  
Williams, P., & Smith, J. (2021). Best practices in integrating technology into language classrooms. 

Language Learning Journal, 49(2), 177–192.  
Willis, D., Willis, J. (2007). Doing Task-Based Teaching. Oxford University Press.  
Wix. (2024). Evolución de la web 1.0, 2.0, 3.0 y 4.0. Recuperado de https://es.wix.com/blog/evolucion-

de-la-web  
Zalvadora. (2020). La educación virtual: características clave y nuevas formas de aprendizaje. Recuperado 

de https://zalvadora.com/noticias/caracteristicas-de-la-educacion-virtualnuevas-formas-de-aprendizaje  



    
  
  

  [14]    

Zapata, M. (2023). Comunidades de práctica y redes sociales en la formación del profesorado. Educación 
y Tecnología, 5(4), 134-152.  

Zaragoza, F. (2023). Estrategias para la adopción efectiva de plataformas digitales en la enseñanza de 
idiomas. Revista de Innovación Educativa, 40(4), 215–230.  

  
  
5. PROFESSOR   
You can consult the e-mail addresses of the professors and the academic and professional profile of the 

teaching staff at https://www.nebrija.com/programaspostgrado/master/ensenanza-bilingue-
profesores/#masInfo#profesores   


