13

17

18

19

21

23
24
26
28
31

32
35
37
39
40
41

43
45
47
49
51

53
55
57
59
61

62
65
66
67
68
69

Slovo uvodem

Kybergogika

Digitalni Bloomova taxonomie
Potreba digitalni extense
Tvorba vzdélavacich cil(l
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Pretesty a posttesty
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96
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Kirkpatrick(v ¢tyraroviniovy model hodnoceni
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Otazka sebevniméani a spoluprace
Zaver
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