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Qu’est-ce que dénommer ?

Ce semestre, nous nous intéresserons au nom, a la dénomination en

32220 ) S
francais, les noms de marques, le nom dans la publicité, le nom propre
2 et le nom commun, le nom comme catégorie de discours, en
comparaison parfois avec le japonais.
Nous étudierons la problématique du nom telle qu”elle se présente en
linguistique en I”étendant si possible a d”autres domaines comme la
peinture, 17 ethnolinguistique (le choix du prénom). Le but du cours est
de faire réfléchir les étudiants sur le langage, il se déroule toujours en
interactif.
04180:
45090:
35020:
35060
2
35100 02030:
04210:
2
40050
2 NPO
40130
2
31060:
41070
2
30050
42040




007
2010
2009
2 - 1989
21
04180
45090 35020
2
ISP
P.62 04010 ( )
P.82 13030 ( )
C
C
P.84 13080 ( )
Lisp Lisp
Lisp
Common Lisp Lisp

Lisp




P.89 14220 ( )

Web
Web
P.110 30150 ( )
P.135 41010 ( )
30050
P.161 90523 ( )
1500 80

P.161 90524 ( )



P.161 90525 ( )

This class is a basic course on digital logic, covering the digital building blocks, tools, and techniques in the design of
digital computers and other digital systems. The topics include the basic topics, including binary algebra and digital
switching, combinatorial and switching logic circuits, as well as a more advanced topic: digital system design.

P.161 90526 ( )

The objective of this course is to give students an overview of new ways of content creation and creativity in the digital
age while familiarizing them with the basic principles of Copyright law. The class will address the details of Creative
Commons licenses and discuss opportunities and challenges for the future of collaborative content in the Internet. It
will be held in English and therefore also provide students with additional practice in English communication and
writing skills.

It is planned to invite professionals who are engaged in creativity and innovation in various fields and give students
the opportunity to meet, interact and discuss how creativity is determined by culture and society. The guest lectures
and discussions will be held in English and/or Japanese.
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The course examines the design and impact of information technology on social learning, cognition, and behavior. This
course does not focus on information technology literacy education, or programming education. Rather, this course
examines how information technology has increasingly shifted from a practical role of “working for us, instead of us” to
a more social role, acting as a communication tool for learning. The course is novel in several ways, 1) the social
components to technology, and how this influences social learning and behavior in various learning environments (e.g.,



Adobe Connect, Second Life), 2) Instead of seeing how technology can be applied for education, this course looks at
“learning about people” using technology, and “how people learn” when technology is integrated into learning, 3) The
course pulls learning theories from different fields associated to educational technology (e.g., educational psychology,
dista!

nce learning, learning science, and instructional design , and 4) the course offers first hand experience of what it
means to develop a global curriculum, by working collaboratively with Columbia University students (USA) majoring
in instructional design and technology throughout the semester.

In many cases, culture, experience, values, and religious backgrounds are valuable resources to promote
joint education and collaboration research, but often left out because of the difficulty in integrating it into existing
curriculum and generic remote environments. Throughout the course we look at Content (language barrier, culture,
religion, values), Resource (network bandwidth, digital divide, internet infrastructure) and Time differences will be
integrated into the course so students can apply their knowledge when connecting overseas. To effectively design
useful learning environments, participants need to consider both the network/technological resources available at
each site (US and Japan), as well as student’s unique backgrounds. Learning and instruction will be designed and
introduced from both the participant-centered matrix (e.g. learning, assessment, user preference) and the
bandwidth/network resource-centered matrix (e.g. available technology/network r!

esource in the region). An interesting finding may show how Information and Communication Technologies (ICT)
influence learning, and culturally sensitive issues.

Course Objective:

The goal of the course is to introduce students to many of the ideas, theories, and practices associated with the field of
educational technology, distance learning, and the development of a global curriculum. The course will be using a
real-time remote learning environment (e.g., Adobe Connect). For a significant portion of this course SFC students
will be collaborating with other students from overseas (i.e., Columbia University students (New York, USA)). The
students will be working on a final project (in small groups) throughout the semester. The class will organize multiple
joint activities (with students overseas) in addition to the lecture. By providing students with different testing grounds
(e.g., Adobe Connect, Skype, Second Life), time zones, and developing a long term relation with students overseas,
students can experience first hand what it means to create a global curriculum. During group work assignments,
students will discuss possible solutions to future ch!

allenges in region-wide real-time learning environments.



