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Abstract
Many people still believe that good teachers are born and not made. Others believe that good
teachers figure out how to teach in their own classrooms. We believe that good teachers can be
born again in the digital world. The digital world gives teachers powerful, new ideas, strong content, plentiful pedagogy, and connection to virtual schools in real-time. Furthermore the new kind
of e-learning environment gives the teacher a new mission. The new kind of e-learning contributes
to producing students who are strong thinkers and novel problem solvers. This paper introduces
new learning tools based on cloud computing technologies. Furthermore we present innovative
learning tools based on interactive e-learning environment.
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1. Introduction
This section will introduce e-learning tools that are used in Al Qasemi Academic College.

1.1. Interactive Boards
Interactive boards, also known as electronic blackboards, display monitors are produced in various sizes by different companies. Interactive boards have two distinct functions: display and interactivity. As a display tool,
teachers can display specific content related files, software, or Internet resources. As an interactive tool, interactive boards allow the user to write and manipulate objects including images and text. There are specific advantages to use interactive boards in the classroom. Interactive boards provide more flexibility in how lessons are
communicated, promote student interaction with content, provide greater visualization of concepts for students,
and increase motivation among students.
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1.2. Interactive Learning
Traditionally, students sit and absorb knowledge from teacher lecture and notes on the board. Interactive learning means that students are active participants in the learning process. In a learning environment that integrates
the interactive board, students are focused on stimulus presented by the teacher on the interactive board and the
student, either verbally or physically, interacts with the interactive board [1].

1.3. Interactive Teaching
Interactive teaching begins with a philosophy about teaching with technology and results in a new process of interactive teaching and learning. A combination of constructivism, interactive boards, and Web 2.0 tools is a
model for thinking about new ways of teaching. In this framework, both students and teachers are central to
process. Teachers are responsible for planning, teaching, and facilitating sequences integrated with technology.
Students are responsible for constructing and demonstrating knowledge as well as collaborating with peers to
create knowledge. In the planning phase, teachers reflect on what tools will enhance cognitive expansion for
students such as the implementation of Web 2.0 tools that aid students in accessing and processing information.
In the interactive teaching phase, teachers model use of technology to construct knowledge and demonstrate
concepts through dynamic interactions. In comparison to traditional teaching with 21st century’s teaching and
learning, the changes are based on interactive components of technology enhanced teaching and learning. Traditional teaching presents a more static version of teaching [2].

2. Educational Technology Tools in Al Qasemi Academic College
2.1. Traditional Technology Tools
Researchers have found that interactive boards are not necessarily used interactively [3]. Traditional teaching
pedagogy is not based on an interactive model; therefore, it is possible that teachers will use technological tools
to support traditional pedagogy rather than an interactive pedagogy. A problem is that teachers are not trained to
think about teaching and learning as an interactive process that encourages the use of technology to create interactivity in the classroom.
Traditional models of teaching require a teacher-centered approach; however, with new technology, there is
support to transform the teacher centered approach to a student-centered approach. In the student-centered approach, interactive teaching and learning are supported by tools that actively engage both teachers and students.
The emergence of new technology and research about how people think is changing the classroom. New generations of educational technology are moving towards models and theories that are expected to provide the insights necessary to advance educational technology research in promising new directions [4]. New tools are
thought to empower educators to change the way teaching and learning occurs. As current social trends require
citizens to be more analytical thinkers and to synthesize information, current teaching practices must develop
these higher order thinking skills. This should start with a teacher’s philosophy and pedagogy development during preparation for the profession. If the goal of teaching with technology is to transform the teaching and
learning process, this must be a foundation in teacher preparation programs. Teachers need time and guidance
when using technology in general; however, when the interactive board is integrated, teachers need to develop a
particular philosophy about how to use the interactive board, who will use the interactive board, and when it will
be used [5]. The interactive board is both a powerful teaching tool as well as a platform to integrate other technology to support instruction such as Web 2.0 tools. Getting to the level of students using technology in this
manner is not easy but it can be accomplished by preparing future teachers to think interactively and to teach interactively. Creating an interactive learning environment is paramount as learners are changing and as information is becoming more accessible to all.

2.2. E-Learning Environment
The term e-learning means something different to almost everyone who uses it [6]. We understand under the
term e-learning compared to the traditional learning method which is based on the face to face group in physical
classroom as follows: E-Learning is technology-based learning such as computer-based learning, web-based
learning, virtual classroom and digital collaboration [7]. If someone is learning in a way that uses information
and communication technologies, they are e-learning. E-learners access the learning from a computer via the in-
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ternet or an intranet, or through a mobile device likes a palm pilot. There are two types of e-learning, asynchronous or synchronous e-learning. Synchronous, which means, the interaction between the teacher and the
students happened at the same time. However, in asynchronous e-learning, the interaction between teachers and
students do not need to schedule their time around predetermined plan of teacher. The interactivity is one of the
major challenge which facing providers of e-learning. The meaningful interactive courseware that is responsive
to learners, allowing them to activity participates in the learning process. Nowadays we use the module platform
in Al Qasemi Academic College to teach some courses based on distance learning. There are two kinds of distance learning, Synchrone and Asynchrone. The e-learning environment supports various e-learning technology
tools. Some tools are used for synchrone distance learning. The synchrone distance learning tools enable communications between teacher and learners. Other distance learning tools are asynchronous. Elluminate: Ellumiante is one of the synchrone distance leanring tool. Figure 1 illustrates the elluminate e-learning environment
tool. This technological tool is used for real-time e-learning. The teacher communicates with the students at the
same time however in different geographic places. The elluminate supports many functions for teachers also for
students. The functions are expressed in browsing internet pages, sending files, running interactive multimedia
tools, and shared computer program [8].

2.3. Multimedia Learning System
Multimedia learning is based on the use of multimedia resources like video, audio, graphic, and animation as illustrates Figure 2.

2.4. Mobile Learning
Mobile learning as illustrates Figure 3, also called m-Learning, is the use of mobile, portable, and handheld
Computing devices in learning applications and environment. Traxler [9] defined mobile learning from the
perspective of the technology: “any educational provision where the sole or dominant technologies are handheld
or palmtop devices,” but further added that the learner may also need to be centered in a definition (p. 175).
Students may use mobile to access a variety of multimedia resources, such as e-book, Web pages, audio files,
presentations, and video segments,

2.5. Interactive Teaching and Learning Strategies
Interactive learning in the classroom supports the role of the teacher and the teacher gives his or her knowledge

Figure 1. Synchronized e-learning environment.
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Figure 2. Assistive technology tool.

Figure 3. Mobile e-learning.
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and experience totally for the teaching session. The main goal of interactive learning is to make learning process
more effective and the problem solving quicker—by giving immediate help instead of showing the way to the
digital library or Internet [10]. The learning session is very intensive and sometimes stressing but the results are
amazing. Interactive learning in the classroom suits specially to subjects in which the knowledge and experience
of the teacher is relevant and for example material search is difficult. We have used it until this in teaching “artificial intelligence” and it seems to be very good method there. Interactive learning is very demanding also for
the teacher because he or she must be all the time ready to solve minor problems, help with Mathematics and
English as well as terminology. Sometimes the teacher has to do the reporting because the task was too difficult
for the students.

2.6. E-Book
An electronic book (variously: e-book, eBook, e-Book, ebook, or digital book) is a book-length publication in
digital form, consisting of text, images, or both, readable on computers or other electronic devices. One can find
various definitions of e-books. Some definitions focus on the actual technology of delivering and using the written material, and others on words themselves, while most combine all of these elements under on overarching
concept.
E-books, like many other forms of computer technology, have two basic components: hardware and software.
The hardware for an e-book is any type of technology that displays the “book” on a screen or presents it audibly
with a speaker. The software being run on the hardware makes it possible to view or listen to all of the “book”
material: text, pictures, sound, and whatever else the author includes. Under this definition, even a DVD displaying closed-captioning qualifies as an e-book.

3. Concept and Objective
The major goal of the concept is to set up e-learning platform which is based on modern technology tools for the
purpose of interactive e-teaching and e-learning in real-time. The platform supports the wireless technology in
particular the interactive technology tools are enable to cooperate with others. The goal is to define a platform
that fulfills the requirements of flexible interactive e-learning. The vision of the developed platform is to create
system that can overcome the restrictions of the state-of-the-art e-learning system that is bounded to traditional
technology tools. The proposed concept is shown in Figure 1 along with the problems to be tackled in the proposal. The concept will establish an infrastructure, which is relying on a modern interactive technology. Besides
the usage of existing know-how, research on open issues of this standard will be a side-effect result of the proposed project. Target outcome of the project will establish an infrastructure interactive e-learning platform,
which enables to inter-working between different platforms without restrictions. Nevertheless since not all areas
are required at all tasks, the consortium as a whole will cover the following research areas:
1) Interactive E-book;
2) Educational cloud services;
3) Apps for education;
4) Adaptive web;
5) Collaborative agent for learning process management;
6) Agent goal oriented evaluation.
The interactive e-learning environment infrastructure consists of three layers, interactive learning tools, application domain adaptor and application course as illustrates Figure 4.

Interactive E-learning in Practice
Figure 5 illustrates lesson plan by applying interactive technology tools that will be used in the online course.
Interactive learning approach happens in the e-learning environment. The lecturer might use PowerPoint
slides, Captured lectures, Cloud services [11], Moodle platform tools, Interactive website and Apps for education, which delivered for the students before the lecture. The second part of the lesson is the working part. The
lecturer prepared material and assignments for the students. Students work mostly in small groups, 2 - 3 persons.
Each group gets one Assignment with the required material, digital books, or articles. Now they have 30 - 45
min time to read, discuss and solve the Assignment, as well as prepare an the groups presentation about the
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Figure 4. Interactive e-learning environment.
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Figure 5. Interactive lesson plan.

results. The lecturer is there available, to give instructions and clarification. This short working period in often
quite intensive and students really try to solve the assignment, because they are expected to give the presentation.
The third part of the lecture is for the presentations. Each group of students select a representative to present
their solution to the assignment. If they did not solve the assignment, the lecturer will be ready to present it. The
fourth part carrying out computerized test.

4. Conclusion
In this paper we have given an overview about the technology tools that have been used in the education at Al
Qasemi Academic College. Furthermore we have introduced a new interactive e-learning approach. The goal of
the interactive e-learning approach is to improve the role of teachers and students in e-learning environment.
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