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Tabnuua 1. Kitactepsl aBTOPCKUX KIIFOYEBBIX CJIOB B MYOJIHMKAIUAX O 00pa30BaTEeIbHBIM TEXHOJIOTHSM (10 MaTepuaiaM HH(GOPMAIMOHHOI
wiargopmer Web of Science).

No kactepa,
HanMeHOBaHHe/ KOJI-BO obmaz CpenmHsis
KITFOUEBBIC CJIOBA (aHIL.) KITFOUEBBIC CJIOBA (PYC.) . cuna BCTPEYAEMOCTh
I/IHILI/IKaHI/I{I pUCyHKa CBA3C€HU CB3H HUTUPYEMOCTb
blended learning CMeEIIaHHOE 00yueHHe 199 447 229 6,59
online learning OHJIAiiH 00yUeHHe 191 461 204 8,44
technology enhanced learning YCOBCPIICHCTBOBAHHOC 150 223 104 10,25
TEXHOJIOTHSIMHU 00y4eHHE
virtual reality BUPTYyaJIbHasl peaibHOCTh 145 322 152 15,78
assessment OLICHKa 145 231 114 8,19
collaborative learning COBMECTHOE 00yueHHE 140 243 134 8,61
motivation MOTHBALUS 137 221 91 14,97
gamification reiiMudUKanms 128 198 95 451
collaboration COTPYAHUYECTBO 127 161 71 4,01
Knacmep 1, - -
«Hnnosauuonnsie active learning AKTUBHOE M3YYEHHUE 126 217 107 5,22
nedazozuueckue learning analytics aHAJINTHKA O0yYCHUS 115 235 120 10,02
mexnonozunwy/ mooc MOOK 98 157 73 8,71
Kpacnas unouxayus | game-based learning o0ydeHHe B UTpe 84 120 58 8,64
science education HAy4YHOE 00pa3oBaHMe 82 109 54 17,57
engagement BKJIFOUEHHE 79 112 46 12,65
constructivism KOHCTPYKTHBH3M 79 95 49 13,06
virtual learning environment BUpPTyaJbHas cpefa O0yUeHus 73 122 67 7,67
serious game cepbe3Hast urpa 68 98 46 5,17
curriculum yueOHBIN TIaH 68 87 53 8,55
mass open online course MacCOBBII OTKPBITHII OHJIAHH-KYPC 67 119 54 7,54
web 2.0 Be0 2.0 65 100 47 13,89
flipped learning nepeBepHyToe 00yUeHne 60 87 33 5,85
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project-based learning 00ydeHHe Ha OCHOBE MPOEKTOB 58 78 37 4
self-regulated learning caMoperyJmpyemMoe o0ydeHue 56 81 42 10,95
mathematics education MaTeMaTHYeCKoe 00pa3oBaHue 56 80 46 7,67
learning design o0ydeHHe TU3aiHy 55 77 36 8,53
educational games Pa3BUBAIOIINE UTPHI 55 71 44 5,18
learning outcomes pe3yNbTaThl 00yUCHHUS 54 63 29 6,24
open educational resources OTKDHITIE 0GpasoBaTEHELE 51 68 38 19,16
pecypchl
learning environment cpena o0ydeHus 50 62 35 4,97
moocs YPOKH 49 70 35 7,03
informal learning HedopMmanbHOE 00yUeHHE 47 55 26 5,88
learning environments cpena oOy4yeHus 47 51 33 12,85
computational thinking BBIYUCITUTENHHOE MBIIIIEHHE 46 63 34 4,88
metacognition MeTaro3HaHUEe 46 57 26 13,08
critical thinking KPUTHYECKOE MBILIIICHHE 44 58 35 5,31
design-based research WCCIC/IOBAHHE, OCHOBAMHOS Ha 43 56 26 16,58
IU3anHe
cognition [MO3HAHUE 42 60 23 20,65
performance MIPOU3BOIUTEIHFHOCTh 42 49 22 9,77
virtual laboratories BUPTYaJbHBIE JTA00OPATOPHH 41 59 34 7,15
programming MIPOrpaMMHUPOBaHUE 41 57 28 8,04
stem education 6a30Boe 0OpazoBaHKE 41 53 27 3,93
wiki BUKH 41 53 16 6,75
systematic literature review CHCTEMATUIECKUI 0030p JTUTEPATYPhI 38 43 19 10,63
information literacy nH(pOpMaIHOHHAS TPAMOTHOCTb 37 43 23 2,91
ubiquitous learning MOBCEMECTHOE 00yUYCHHUE 37 43 25 6,04
emerging technologies HOBBIE TEXHOJIOTHH 36 46 18 3,11
e-portfolio 3JIEKTPOHHOE MOPTQOIHO 35 46 23 3,09
problem solving peleHne npodieM 35 43 22 8
educational software 00pa3oBATELHOE MPOTPaMMHOE 35 40 22 9,50
obecrieueHne
cooperative learning COBMECTHOE 00yUeHHe 35 38 29 19,03
computer science nHpOpMaTHKa 34 43 17 1,53
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constructionism KOHCTPYKTHBH3M 33 39 19 10,32
computer supported collaborative learning COBMECTHOC ququHe c 32 35 22 13
KOMITBIOTCPHOU IMMOAJACPIKKOUN
student learning 00ydYeHUE CTY/ICHTOB 32 34 17 10
authentic learning ayTEeHTHIHOE 00yUeHHE 31 35 15 5,27
interactive learning HWHTEPAaKTHBHOE 00y4YeHHUE 31 35 24 4,33
game design HUTPOBOM HH3aiiH 31 34 15 20,07
community of pracitce COOOIIIECTBO MPAKTHKOB 30 34 14 7,29
chemistry XAMHS 30 33 13 10,92
connectivism KOHHEKTHUBH3M 29 31 11 2,82
classroom KJ1acc 28 30 12 10,25
hybrid learning rudpugHoe oOyueHue 27 36 15 7,40
personal learning environment MepCOHAbHAs Cpejia 00yUCHHUS 27 33 20 8,05
mixed reality CMEIIaHHAs peabHOCTh 26 44 15 20,13
open education OTKPBITOE 00pa3oBaHue 25 35 16 1,63
educational robotics obpaszoBaTesbHast pOOOTOTEXHUKA 25 29 16 7,88
scaffolding CTPOMTENBHEIE Jieca 24 28 18 5,17
virtual worlds BUPTYaJIbHbIE MUPBI 24 27 13 16,38
problem-solving perieHue podiemMm 23 28 11 14
cscl cscl 23 27 13 8,46
secondary school CpeHSS IIKOJIa 23 27 11 2
social learning COIMaIbHOE 00yUYEeHHE 23 27 16 3,63
component KOMIIOHEHT 23 25 16 0,69
human robot interaction BIAMMONCHCTBHE HeJlopeka ¢ 23 24 19 5,84
poboTom
immersive learning HMMEpPCHBHOE 00yUeHHE 22 31 10 2,80
student centered learning 00yHeHHE, OPHCHTUPOBANHOC HA 22 25 14 9,36
ydaluxcs
virtual environments BUPTYaJIbHBIE CPEIIbl 21 27 15 10,87
preservice teacher education TIpCABApHUTCIILHAS MC/IAr OTHCCKAA 21 24 15 8,47
IIOATr0OTOBKA
interactive HWHTEPaKTUBHBIN 21 22 12 3,42
instruction MHCTPYKIIUS 20 29 11 44
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digital transformation udpoBas TpaHcHOpMaIHs 20 24 13 5,62
social network analysis AHAJIN3 COLMAIBHBIX CETEN 20 24 24 4,29
remote laboratories yIaNeHHbIe 1abopaTopruu 20 23 13 8,23
teaching practices melarornyeckas paKkTHKa 20 22 14 12,64
embodied cognition BOILIOIICHHOE TTO3HAHKE 19 33 19 9,11
eye tracking OTCJIE)KMBaHUE TI1a3 19 19 12 4,08
open and distance learning OTKPBITOC H AMCTAHIMOHIOT 18 22 10 3,10
o0OyueHue
computer KOMIIBIOTED 18 20 12 8,08
online assessment OHJIAWH-OIICHKA 18 20 12 4,08
undergraduate education BbICIIIEE 00pa3oBaHKe 18 20 11 7,18
e-learning technology TEXHOJIOTHS DIEKTPOHHOTO 00YYEHHUS 18 19 17 3,41
problem based learning npoGiieMHOE 00yUeHHE 18 19 11 7,91
group work rpymnmoBas padoTa 18 18 11 0,55
situated learning CUTYaTHBHOE 00y4YCHHUE 18 18 10 20,60
network CeTh 17 20 13 3,23
decision support system CUCTEMA HOUICPAICH TIPUIITHA 16 20 15 3
penieHuit

affordances BO3MOKHOCTH 16 17 11 3

digital competency rdpoBasi KOMIIETEHTHOCTh 15 21 10 2,90
curriculum design pa3paboTka yueOHOM mporpaMMbI 15 19 12 1,33
embodied learning BOIUIOIICHHOE 00yYeHHe 15 19 11 8,64
smart learning environment yMHasl cpejia 00ydeHus 15 19 10 2,60
workplace learning o0y4eHne Ha pabodeM MecTe 15 17 10 10,90
game based learning 00ydeHre Ha OCHOBE UIPbI 15 16 10 2,20
self-assessments CaMOOLICHKH 15 16 11 13,09
kahoot kahoot 14 24 10 7,20
academic development aKaJIeMUYECKOE Pa3BUTHE 14 18 11 18,55
student experience CTYIE€HYECKUH OTIBIT 14 18 12 4,42
learning theory Teopus 00ydeHuUs 14 17 10 22,50
environmental education 9KOJIOTHUECKOE 00pa3oBaHue 14 16 13 10,46
design principle MPUHLMI KOHCTPYKIUH 14 15 10 11,90
tablet pc mranmretHsri [TK 13 16 12 3
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e-learning platforms w1aTGOPMBI FIEKTPOHHOTO O0YICHHSI 12 14 11 2,45
machine learning MaIIHHHOE 00yYCHHE 207 874 638 8,44
deep learning riybokoe oOyueHue 162 1023 747 9,70
training o0yueHue 159 328 129 5,69
artificial intelligence HCKYCCTBEHHBIH UHTEIJICKT 146 397 233 9,93
task analysis AHAJIN3 3a/1a40 107 253 56 3,77
cloud computing 00TaYHbIe BEIYUCICHUS 90 148 78 7,18
visualization BHU3YaJTH3aIHsI 75 108 42 6,52
feature extraction W3BJICUYCHHE TIPH3HAKOB 72 270 85 3,21
big data OOJIBIINE TaHHBIE 72 170 97 10,67
convolutional neural network CBEpPTOUYHAsI HEHPOHHAS CETh 71 311 210 8,12
data mining cOOp TaHHBIX 68 132 69 8,88
classification KIaccuuKanus 62 126 57 6,98
internet-of-things UnTtepuer Bemeit 62 106 54 7,48
Knacmep 2, neural networks HEHPOHHbIE CeTH 58 125 59 8,05
«%;q”’e ’;’Zo/e support vector machine METOJ OIIOPHBIX BEKTOPOB 56 114 62 10,18
UCKyCcmeennblii computational modeling KOMITHIOTEPHOE MOJICITUPOBAHUE 51 81 19 6,16
UHmMeLIeKmy,/ data models MOJIENIH JaHHBIX 46 94 25 7,28
3enenas uHOuUKayus | Sensors JIATYUKHA 46 12 26 4,35
object detection oOHapyKeHne 00HEKTOB 44 111 54 4,13
educational data mining MHTCJUICKTYaIIbHBI aHATH3 44 66 28 13,04
00pa3oBaTeIbHBIX JTAHHBIX

natural language processing 00paboTKa eCTeCTBEHHOTO A3bIKa 44 64 37 6,41

transfer learning TpaHchepHOoe 00yueHHUE 42 109 64 6
convolution CBEpTKa 42 95 24 16,25
semantics CeMaHTHKa 42 79 16 1,81
security 0e301acHOCTh 40 63 25 12,20
privacy KOHQUJICHIIHATLHOCTb 40 61 21 9,62
data analysis aHaJIU3 TaHHBIX 40 59 26 30,65
deep neural network riyboKkast HelpoHHast CETh 38 72 54 10,43

predictive modeling MIPOTHO3HOE MOJICJINPOBAHNE 38 63 20 3
measurement HU3MEpEeHHE 36 40 19 16,05




prediction IIPOTHO3 35 59 28 10,04
reliability HAZIE)KHOCTD 35 44 21 15,86
robotics pOGOTOTEXHUKA 35 44 23 3,96
artificial neural network HCKYCCTBCHHAsI HCHPOHHAS CETh 34 69 37 5,76
recommendation systems PEKOMEH/IATEIILHBIC CHCTEMBI 34 41 27 5,37
chn chn 32 87 54 4,96
neural network HEHpOHHAs CEeTh 32 75 54 24,30
three-dimensional displays TpPEXMEPHBIE TUCIIIEN 32 48 12 5,25
image recognition pacrno3HaBaHUE U300paKCHUI 31 71 25 3,76
real-time systems CHCTEMbBI PEabHOTO BPEMEHH 31 53 15 7,47
generative adversarial networks TeHEPaTUBHO-COCTSI3aTEIIbHbIC CETH 31 50 29 2,66
image segmentation CEerMEeHTAIHsI U300paKeHU 30 75 23 1,96
remote sensing JUCTAaHIIMOHHOE 30HIUPOBAHKE 30 74 38 3,97
computer vision KOMIIBIOTEPHOE 3pCHHE 30 63 37 16,30
image classification KIaccuuKamms u300paxeHuit 28 65 22 7,64
attention mechanism MEXaHW3M BHUMAaHWS 28 50 29 3,24
anomaly detection oOHapyKeHHE aHOMATHI 28 39 22 14,36
industry 4.0 unaycrpus 4.0 28 37 14 6,93
federated learning benepatuBHOE 00yUEHHE 27 50 19 8,47
data science HayKa O JaHHBIX 27 48 18 2

Istm Istm 27 44 27 7,81
unsupervised learning oby4eHune 6e3 IprucMoTpa 27 34 18 6,17
recurrent neural network PEeKyppeHTHas HEHPOHHAs CETh 26 55 31 19,32
blockchain OJI0KUeHH 26 41 20 3,30
psychology [ICHXOJIOTHSI 26 35 12 4,42
fault diagnosis JMarHOCTHKA HEUCTIPABHOCTEH 25 44 26 5,62
optimization OIITUMU3ALHAS 25 37 22 4,64
genetic algorithms TeHETHUYECKHE AJITOPUTMBI 25 30 19 4,16
semantic segmentation CeMaHTHYECKast CerMEHTAIHs 24 55 23 9,43
decision tree JEpEBO PELICHUI 24 41 22 8,09
clustering KJIaCTepH3aIlHst 24 39 18 27,06
eeg 20T 24 38 18 7,72




feature selection BBIOOD QYHKIMU 24 38 24 11,71
affective computing a(hPeKTUBHbIE BEIYNCICHIS 24 29 11 7,73
healthcare 3[paBOOXPaHCHHE 24 29 14 16,36
cameras KaMephl 23 41 10 3,40
reinforcement learning 00y4eHHe ¢ NOJKPEIUICHUEM 23 39 40 4,75
image processing 06paboTKa H300pasKeHMs 22 49 26 7,42
ensemble learning aHcaM0ieBoe oOyueHue 22 37 18 9,89
cognitive load KOTHUTHBHAS Harpy3Ka 22 28 16 4,50
emotion recognition pacro3HaBaHUE IMOLUI 22 27 14 7,86
supervised learning KOHTpPOJIHpYEMOe 00yUeHHe 22 27 10 3

public health 3IPaBOOXpPaHEHHUE 22 24 10 3,70
data augment YBEIIMYCHHUE JAHHBIX 20 35 21 2,52
pattern recognition pacro3HaBaHue 00pa3oB 20 32 19 22,47
iot iot 19 31 17 2,12
edge computing niepudepuitHbie BEIYUCICHUS 19 29 10 5,80
alzheimers disease 6one3Hp Amblreiimepa 19 27 14 13

classification algorithms AJITOPUTMBI KJIACCU(PHUKAITIH 19 27 11 7,82
semisupervised learning MOJIYKOHTPOJIMPYEMOE 00yUeH e 18 30 12 6,92
extreme learning machine MAILHHa U SKCTPEMATIbHOTO 18 19 16 10,25

o0yueHus

long short term memory JIOJITOBpEMEHHAsI TaMSITh 17 33 24 3,46
random forest CITy4YaiHbIH J1ec 17 31 17 22,82
svm svm 17 29 19 4

5g mobile communication 5g MOOHJIbHAS CBA3b 16 24 11 8,55
face recognition pacro3HaBaHue JINIA 16 21 12 5,17
multitask learning MHOT0331auH0e 00yueHue 16 17 12 4,83
convolution neural network HEHpOHHAas CeTh CBEPTKU 15 32 26 5,08
segmentation CEerMEHTAITHSI 15 25 14 3,79
regression perpeccust 15 18 10 3,50
magnetic resonance imaging MarHUTHO-PE30HAHCHAs TOMOrpadus 14 20 11 7

deep learning technology TEXHOJIOTHA TITyOOKOro o0y4yeHus 14 19 23 3,48
surveillance HaOJIIoIeHe 14 18 12 6,42
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riryOoKasi CBepTOYHAs HEHpOHHAS

deep convolutional neural network corh 14 16 12 13,08
computer aided diagnosis KOMIIBIOTEPHAS THATHOCTHKA 13 31 22 8,05
machine vision MAaIInHHOE 3peHHe 13 21 12 11,17
auto-encoder ABTOKOIHUPOBIIHK 12 18 13 4,62
attention BHUMAaHHE 12 14 14 8,93
image analysis aHaJIN3 U300paKeHmit 11 19 11 11,18
intrusion detection OoOHapyXeHHUsI BTOPKECHUH 11 18 12 8,75
k-means k-cpenmue 11 16 13 16,15
machine learning technologies TEXHOJIOTHH MAaITMHHOTO 00Y4YeHUs 11 11 15 10,07
bioinformatics ononHdpopMaTrka 10 17 11 13,64
u-net u-net 10 16 11 1,91
gated recurrent units 3aKPBIThIE PEKYPPEHTHBIC €IMHHUIIBI 10 15 10 4,60
speech recognition pacro3HaBaHUE pPeUn 9 14 12 31,58
mobile robots MOOHIIBHBIE POOOTHI 8 12 12 9,92
distance learning JIMCTAHIIMOHHOE 00yUYCHHE 164 364 189 4,53
teaching nperoiaBaHue 157 307 133 413
'Itgctﬁzrg?g:;gsand communieation E:ﬁﬁgﬁiﬁ:gﬁ:;;i TEXHOJIOTUH 134 242 130 5,58
information technology HH(pOpPMAIHOHHbIE TEXHOJIOTHH 105 157 99 6
Knacmep 3, students CTYIEHTBI 94 164 82 3,16
«Hugpopmayuonno- | case studies TEMaTUYECKUE HCCIET0BAHM 78 103 50 7,50
KOMMYHUKAUUOHHBLE | niversity YHUBEPCUTET 77 108 36 14,67
obpasosamenvhbvie educational innovation oOpa3oBaTesbHbIC HHHOBAITHH 76 124 61 3,51
mexnono2uu / —
oucmanyuonnoe communication KOMMYHUKAITHS 71 94 42 1,90
o6yuenuey/ cunsin | Creativity KpEaTuBHOCTb 69 93 52 3,79
UHOUKayUs digital technologies 1 POBBIC TEXHOIOTUH 69 84 51 3,45
interaction B3aHUMO/JICHCTBHUE 67 80 37 7,16
teaching methods METOABI 00yUeHHS 63 86 43 3,28
student CTYIEHT 52 87 43 1,51
teacher YUUTENb 51 72 32 8,06
foreign language HMHOCTPAHHBIH SI3BIK 48 63 32 2,22
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experiential learning IKCIIEPUMEHTATIBHOE 00yUCHHE 42 49 26 2,54
educational process yueOHbII Tporece 41 56 30 3,27
modem educational technologies COBPEMEHHRIE 0OpasoBaTeLHEIE 40 59 90 0,57
TEXHOJIOTHH
distance learning technologies TEXHOTIOTHH JIMCTAHIMOHHOTO 34 48 35 1,29
o0yueHUs
competence KOMIIETEHTHOCTh 34 44 32 1,81
physical education busnyeckas KyJibTypa 34 42 32 3
development paspaboTka 34 37 26 2,77
ed-tech 00pa3oBaTeIbHbIC TEXHOJIOTHU 33 37 20 2,40
edutainment o0pa3zoBaHKe U Pa3BIICUCHHUS 32 35 16 4,13
modeling MO/ICTTMPOBAHUE 32 34 16 475
video BHUJIEO 32 34 21 5,38
teacher professional development MPOheCCHOHANLHOE pasBuTHE 31 37 18 9,06
YUHUTEIIS
application MPUIOKEHHUE 31 35 26 0,42
implementation BBIIIOJIHEHHE 31 35 16 5,81
science HayKa 31 33 14 8,14
high school CpeaHss KO 31 32 12 8,42
higher education institutions BBICIIINE yueOHbBIC 3aBEICHHUS 30 40 17 0,53
e-learning technologies TEXHOJIOTHH 3JIEKTPOHHOTO 00yUeHHSI 30 36 32 2,44
model MOJIENh 30 31 16 0,94
skills HaBBIKU 29 34 16 531
digitality udpoBu3anus 28 32 22 5
communities of practice co00IIIeCTBa MPAKTUKOB 28 31 14 2,57
communication technologies KOMMYHHKAIIHOHHbIE TEXHOJIOTUH 27 36 14 1,57
professional competences mpodecCHOHANbHBIE KOMITETEHIMH 27 34 23 2
professional education npodeccuoHanbHOe 00pa3oBaHue 27 34 20 2,75
participation ydacTue 27 30 13 13,15
decision making MIPUHSTHE PEUICHUI 27 29 15 8,87
primary school Hauanpnas mkona 26 29 16 7,31
web-based learning BeO-00yueHmE 26 29 20 10
dialogue JIaJIOT 26 28 13 28,15




universities YHUBEPCHUTETHI 25 29 16 4,38
china Kuraii 25 27 12 9,75
university education BBICIIICE 00pa3oBaHKe 24 40 19 1,32
action research HCCIIEOBAHUE NEMUCTBAN 24 28 22 7,09
open source OTKPBITHIN UCXOMHBIN KO/ 24 28 12 1,83
communicative competence KOMMYHHUKATHBHAs! KOMIIETCHTHOCTh 23 31 22 3,05
interactive technologies HWHTEPAaKTHBHBIC TEXHOJIOTHH 22 23 16 4,63
web-based education ceTeBoe 0Opa3oBaHHeE 21 25 17 13,65
webquest BEO-KBECT 21 23 13 1,62
competencies KOMITETCHIINT 20 30 18 4,89
basic education HavaabHOE 00pa3oBaHKe 20 24 14 3,57
competency-based approach KOMIIETEHTHOCTHEIH ITOIXOI 20 22 12 0,50
education reform pedopma ob6pazoBaHus 20 20 12 5,58
automation aBTOMaTH3AIHSI 19 26 18 2,89
online teaching OHJIAfiH-00yUYeHHUE 19 24 18 2,17
professional training mpodeccroHanbHas MOAr0TOBKA 19 24 17 1,29
early childhood education JIOIIKOJIbHOE 00pa3oBaHue 19 23 18 13,78
russian as foreign language PYCCKHMI KaK HHOCTPaHHBIH S3bIK 19 23 13 0,31
student perception BOCIIPHUSITHE YUCHUKA 18 26 15 9

globalization rIo0aIM3aIus 18 25 15 1,93
learning process MPOLIECC U3YUCHHS 18 20 14 1,93
patient educaiton o0ydeHue MaIHeHTOB 18 18 16 15,88
language education SI3BIKOBOE 00pa3oBaHUe 17 25 10 0,40
learning tools CpezcTBa 00yUEHMS 17 23 14 1,57
adult education o0pa3oBaHue IS B3POCIIBIX 17 18 12 3,33
case-method CITy4ai-MeTo/ 17 18 10 5,90
linguistics JIMHTBUCTUKA 16 24 10 1,60
innovative educational technologies MHHOBAIHOHHBIC 00pA30BATCIILHEIC 16 22 20 2,25

TEXHOJIOTHH
didactics IIATAKTUKA 16 20 13 1,38
tangible user interface OASACMBIH TOJIL3OBATEILCHIH 16 19 13 4,23
uHTepdeiic
innovations WHHOBAIMH 16 18 11 3,18
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modern education COBpeMEHHOE 00pa3oBaHuUe 16 18 11 0,64
new technologies HOBBIE TEXHOJIOTUA 16 18 10 3,10
learning spaces y4eOHbIC IPOCTPAHCTBA 16 17 11 1,55
entrepreneurship MPEIIPHHIMATEIBCTBO 16 16 10 0,20
english as a foreign language AQHTTMHACKUI KaK HHOCTPAHHBIN S3bIK 15 16 13 4,92
english for specific purposes AHIIMHACKUH U KOHKPETHBIX LEIeH 15 16 14 4,07
lecture capture 3aIIUCH JIEKLAA 15 15 12 5,92
russia Poccus 13 22 12 0,67
actor-network aKTOpHAs CEeTh 13 17 10 5,90
strategy CTpaTerus 13 17 13 9,77
education systems CHCTEMBI 00pa30oBaHuUs 12 18 12 1,42
future teacher OyIyIIni yauTeb 12 13 10 0,10
multimodality MYJBTUMOJIAIEHOCTh 12 13 10 13,80
digital storytelling U(pPOBOE MOBECTBOBAHNE 12 12 11 2,82
pedagogical technologies [eIarOrnYeCKHe TEXHOIOTHH 12 12 14 2,93
preschool education JIOIIKOJIBHOE 0Opa3oBaHue 12 12 10 0,30
innovative technologies MHHOBALIMOHHBIE TEXHOJIOTHUI 11 14 10 0,60

virtualization BUPTYaIH3aLUs 11 12 10 1
foreign language training 00ydYeHre HHOCTPAaHHOMY SI3BIKY 11 11 10 1,40
multimedia technologies MYJIbTUMEINHHBIE TEXHOJIOTHN 10 10 10 2,60
neoliberalism HEOoMOepaIn3m 8 9 10 8,40
new educational technologies HOBHI 00pasoBaTeLHEIe 8 8 10 0,90

TEXHOJIOTUH

innovation WHHOBAIUH 150 271 134 3,12
evaluation OLICHKA 123 172 79 11,63
Knacmep 4, teacher education MeIarornyeckoe 00pa3oBaHue 96 185 113 17,16
«Ippexmusnocmp | 4€SIgN An3aliH 89 119 58 5,74
oopazoeamenwvnozo | technology integration TEXHOJOTHYECKAs HHTETPaIHs 86 153 93 14,45
npoueccay/ scenmas | feedback oOpaTHast CBS3b 78 118 45 9,51
UHOUKayUA systematic reviews CHCTEMAaTHYECKHE 0030PbI 78 106 48 32,15
student engagement y4acTHE CTYJIEHTOB 74 123 56 5,91
self-efficacy cam03(peKTHBHOCTE 72 88 41 20,27
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digital literacies ugpoBas rpaMOTHOCTD 69 108 43 7,72
research HCCIIENOBATH 64 94 37 9,46
professional development MpoGheCCHOHANTBHOE PA3BUTHE 63 97 61 12,49
technology acceptance model MOJIENb TIPUHATHS TEXHOIIOTHH 60 97 59 13,49
primary education HavanbHOE 00pa3oBaHKe 59 84 46 7,09
usability y100CTBO UCITIOIb30BAHMUS 57 87 34 7,71
technology acceptance MPUHSATHE TEXHOIOTUU 56 107 48 9,98
formative assessment (opMaTHBHAs OLIEHKA 52 71 39 8,49
digital competence rdpoBasi KOMIIETEHTHOCTh 51 71 34 5,03
tpack tpack 50 87 54 5,74
survey orpoc 50 79 33 7,33
management yIpaBJieHHE 48 60 25 3,04
quality Ka4eCcTBO 46 72 25 3,64
developing countries pa3BHBAIOIINECS CTPAHBI 46 64 31 8,48
online OHJIANH 45 70 23 2
technology adoption BHEIPEHHE TEXHOIOTHIA 45 52 30 19
knowledge 3HAHHE 44 58 27 13,70
mixed method CMEIIaHHbII METOI 44 51 21 15,38
human-computer interaction BIAMMOICHCTBHE HCIOBEKa € 43 50 32 19,06
KOMITBIOTEPOM
gualitative research Ka4eCTBEHHOE HCCITEI0BAHNE 43 47 21 15,71
preservice teachers BOCIITATCIN AOUIKOMBHBIX 42 57 36 9,17
00pa3oBaTeIbHBIX YUPESIKICHUI
reflection OTpakeHue 40 60 22 3
satisfaction yJIOBJIETBOPEHHE 40 53 24 18,54
utaut utaut 39 74 24 16,33
digital uudpoBoi 37 54 15 4,60
structural equation modeling CTPYKTYPHOC MOACMPOBAHIC 37 51 22 8,68
ypaBHEHUE
learning experience OIIBIT O0YYEHUS 37 40 12 6,67
perception BOCTIPHSITHE 34 39 17 7,65
interactive whiteboards HHTEPAKTHBHBIE JTOCKH 34 37 22 13,64
metaanalysis MeTaaHallu3 32 37 27 39,63
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methodology METOIOJIOTHS 32 35 16 15,69
human factors YyeoBeYeCcKre (PaKTOPHI 31 41 19 7,47
k-12 k-12 31 38 18 31,39
user experience I10JI30BATEIbCKHI OMIBIT 31 35 17 3,18
standardization CTaHlapTH3AIHS 30 37 14 6,21
saudi arabia CaymoBckast ApaBust 29 49 16 3,88
technological pedagogical content 3HAHUE TEXHOJIOTHYECKOTO

knowledge MEIarOrMYECKOTO COJICPKAHUS 29 45 25 18
tam tam 29 40 19 9,79
digital natives IU(pPOBBIE A00PHUTCHBI 29 33 21 26,38
student satisfaction YJIOBJIETBOPEHHOCTh CTYICHTOB 28 45 14 4,29
interactivity HWHTEPAaKTHBHOCTH 28 35 18 6,17
effectiveness 3 PEeKTUBHOCTD 27 37 19 3,63
interdisciplinarity MEXTUCIUTUIMHAPHOCTD 27 29 17 0,88
music education MY3BIKaTbHOE 00pa3oBaHKe 27 28 18 3,94
audience response peaKIust ay IUTOPUN 26 36 16 3,19
algorithms QITOPUTMBI 26 34 20 14,75
clustering analysis KJIACTEPHBII aHAITU3 24 27 14 19,21
framework (bperiMBOpK 24 26 12 4,08
learning platforms o0y4arorue miaT(opMal 24 26 12 2
activity theory TEOPHS AEATEILHOCTH 23 24 21 6,38
individual differences WHIUBH/IyaJIbHbIE PA3THINSL 23 23 11 8,27

nified theory of nce an f WHAast TEOPHS TPUHITHS U

;Jechrfgl(ggi/o v of acceptance and use 0 flﬂcnoiwoe;z&ml TI;XHOJIOFI/Iﬁ 22 32 1 22,64
intention to use HaMEepEHHE MCIIO0JIb30BaTh 22 24 10 4,70
attitude OTHOIIICHHE 22 22 14 4,36
adaptive learning technologies a/IalITUBHBIE TEXHOJIOTUHU 00yUYeHHUS 20 30 18 3,44
acceptance NIPUHATHE 20 28 10 69,10
information nHpOpMaIUs 20 28 16 1,13
self-regulation caMoperyJimpoBaHue 20 26 13 38,69
vle vle 20 26 10 9,40
adaptation npucnocoOyieHne 20 22 12 1,92
clicker KJIUKEP 19 29 15 8,73
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student response systems CHCTEMBI OTBETOB Y4aIIUXCs 19 22 11 19

research methodologies METOIOJIOTHH UCCIIETOBAHUS 19 21 10 29,40

questionnaire aHKeTa 18 21 12 21,33

theory TEOpHs 17 20 11 5,27

gender differences TCH/ICPHBIC Pa3TUYUsI 17 19 12 25,42

digital learning technologies 1 POBBIC TEXHOIOTHH 00yUCHHUS 16 22 12 4,25

perceived usefulness BOCIIPHHAMAEMasi TIOJIE3HOCTh 16 21 11 28,91

program evaluation OLIEHKA MPOrPaMMBI 16 19 14 37,07

methods METOBI 16 18 12 11,75

classroom response system CHCTEMa pearupoBaHs B KIIACCE 15 22 10 14,30

mediation MOCPETHUYECTBO 15 20 10 2,30

mobile learning technologies MOOHJIbHBIC TEXHOJIOTHH 00YUCHHUS 15 17 15 8

behavioral intentions MOBEICHYCCKIE HAMEPEHHUS 14 20 12 25,25

teacher preparation MOJITOTOBKA YUHUTEIIEH 14 20 14 32,50

efficiency 3 PEeKTUBHOCTD 14 15 10 2,90

preservice teacher EE;?S??:E;GHI’ TPCABAPHTCILHOM 12 15 10 8,10

history HUCTOPHS 10 11 10 5,80

epistemology SIHMCTEMOIIOTHS 10 10 10 8,20

cognitive load theory TEOPHSI KOTHUTUBHOM HAarpy3Ku 9 11 11 25,45
higher education BbICIIIEE 0Opa3oBaHKe 312 1032 514 7,88
mobile learning MOOMIIbHOE 00y4eHHUe 199 467 250 8,92
ict HKT 169 283 144 5,86
Knacmep 5, pedagogy MeIaroruka 141 248 104 5,65
«Mobunvnsle u augmented reality JIOTIOJTHEHHASI PEATbHOCTh 139 273 149 12,21
meoua- m-learning MOGHIIBHOE 00yUeHHe 96 173 85 5,94
065:21(;3:””;?;1;17‘3 social media COLIMAJIbHBIE MEIUA 90 165 85 13,71
(uoremosas teacher training KypChI JUTsl IPernojiaBaTeneit 87 126 72 4,61
UHOUKAYUS instructional technologies 00yJaromue TeXHOIOTHH 81 119 55 8,29
teachers YUUTETS 75 112 53 9,89
mathematics MaTeMaTHKa 75 95 55 3,15
mobile device MOOHIIBHOE YCTPOWCTBO 72 126 52 8,42
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mobile technologies MOOHIIEHBIE TEXHOIIOTHH 68 103 50 7,62
social networks COLIMAJIBHBIE CETH 50 63 28 2,61
content analysis aHaJIN3 CO/ICPKAHUS 50 62 40 17,43
accessibility JOCTYITHOCTh 46 62 31 3,71
language learning H3yUYCHHE SI3bIKA 45 60 32 5,09
computers KOMITBIOTEPBI 44 49 21 19,10
tablets IUIAHIIETEI 43 54 20 4,15
ipads almaabl 42 54 28 6,68
literature reviews 0030pBI TUTEPATYPHI 41 60 33 17,88
teaching and learning YUYHUTD U YIUTHCS 41 58 33 3,45
facebook DeticOyk 40 46 21 25,19
virtual learning BUPTyaJIbHOE 00yJEHHE 39 53 18 10,28
digital divide 1 poBOii pa3phiB 39 51 25 3,32
assistive technologies BCIIOMOTATeIbHbBIE TEXHOIOTHH 38 52 32 4,34
Ims Ims 38 50 24 3,13
university students CTYIEHTHI YHUBEPCHUTETA 38 47 19 8,21
inclusion BKJIIOUCHHUE 38 46 19 2,58
integration HWHTETpaIyst 36 44 27 1,96
bibliometric OUOIMOMETPUYCCKUI 35 47 31 6,29
faculty development passuTHe aKyIpTeTa 35 45 29 5,38
culture KyJIbTypa 32 40 25 4,64
call BBI30B 32 38 19 3,84
digital games (G POBBIE UTPHI 31 37 21 5,33
neuroscience HeipobuoIoTrHs 31 36 11 13,18
engineering HHKCHEPUS 30 38 18 2,61
literacy PaMOTHOCTb 29 31 22 3,14
special education crienuansHoe 00pa3oBaHUe 28 38 26 3,08
disability HHBAJIMIHOCTD 28 35 15 6,40
participatory design COBMECTHBI JN3aitH 28 31 22 5,05
policy MOJIUTUKA 28 31 16 8,63
k-12 education OT JIeTCKOro caja 1o 12 kiacca 28 30 17 13,29
inclusive education HWHKIIIO3UBHOE 00pa3oBaHMe 28 28 21 3,62
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barriers Gaprepsl 27 30 11 9,91
reading YTEHHE 26 29 13 9,31
computer assisted learning 00y4eHHe ¢ MTOMOIIBI0 KOMITBIOTEPA 26 27 24 14,92
adoption MIPUHATHE 25 36 20 7,60
smartphones cMapTQOHBI 25 30 10 2,90
sustainable development YCTOWYHBOE Pa3BUTHE 25 29 18 2,72
educational resources 00pa3oBareabHbIC PECYPChI 24 29 15 2,13
research methods METOJIBI UCCIEA0BAHNS 24 28 15 4,87
attitudes OTHOILIEHUS 24 26 17 21,12
computer use in education HCTIOJIL30BANHE KOMIILIOTEPA B 23 25 23 8,30
o0pa3oBaHN
regression analysis PETPECCUBHBII aHATN3 23 25 10 2,30
vocational training npodeccroHanbHas MOAr0TOBKA 23 24 20 1,75
gender OJT 23 23 13 7,62
research trends TEHIEHLIUY UCCIIEJOBAHUMN 22 35 22 22,45
school IIKOJIa 22 27 13 3
perceptions BOCIIPHSATHUS 22 25 13 5,85
vocational education MPOGECCHORATBHO-TEXHIECKOS 22 24 15 1,27
o0OpaszoBaHne
computer assisted language learning VSYHCHHE A3BIKA € TIOMOTIBIO 22 23 21 9,90
KOMITBIOTEPA
media education MeInao0pa3oBaHue 22 23 11 2,09
twitter TBurrep 21 34 16 49,81
equity KaImuTaji 21 26 12 15,58
educational policy obpazoBaresbHas MOJNTHKA 21 24 16 4,88
efl efl 21 23 15 4,13
storytelling pacckas3bpIBaHHE UCTOPHIA 20 21 12 3,25
autism ayTHU3M 19 24 19 2,11
design thinking JI3aiH-MBIIIICHUE 18 22 12 1
emotions IMOLIUH 18 22 10 9,70
ict in education UKT B obpazoBannu 18 22 13 5,46
challenges BBI30BBI 18 21 13 4,62
ethics JTHKA 18 21 17 4,06
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discourse JICKYPC 18 20 14 6,50
elementary schools HAYAJIbHBIE IIKOJIBI 18 19 14 7,29
mall TOPTOBBIN LIEHTP 17 24 11 14,82
research projects HCCIIEI0BATENBCKHE TIPOEKTHI 17 23 13 0,46
digital resources U(POBBIE PECYPCHI 17 17 10 0,70
digital skills U(pPOBEIE HABBIKH 16 24 12 4
educational change 00pa3oBaTeIbHbIC U3MCHEHHS 16 18 15 12,47
english language learning M3yYeHHE aHTJTHHCKOTO SI3bIKA 16 17 12 4,67
reading comprehension MOHMMaHHE MPOYUTAHHOTO 16 17 14 11,64
educational systems 00pa3oBaTeIbHbIC CHCTEMBI 15 15 10 2,90
achievement JOCTIKEHHE 14 16 11 17,73
malaysia Maunaitzus 12 14 10 2,90
sign language SI3BIK 3HAKOB 11 15 11 1,82
e-learning 3JICKTPOHHOE 00Yy4CHUE 365 1280 708 7,79
learning management system CHCTEMa YIpaBJIeHUsI 00yIeHHEM 127 249 115 5,73
instructional design yueOHBIN AU3aliH 117 214 109 9,18
internet WurepHer 101 165 79 13,91
tools HHCTPYMEHTBI 100 146 34 2,53
computer aided instruction KOMITBIOTEPHOE 00yUYCeHHE 94 156 50 11,22
engineering education HHKCHEPHOE 00pa3oBaHue 87 147 90 7,56
moodle moodle 75 135 60 3,57
Knacmep 6, o mes — 75 102 31 4,90
«OobpazosamenvHulii
UHICUHUPUH2Y/ computer science education obpasosaiie B 0dracty 68 115 47 9,02
201y0as uHOUKaAyusL HH()OpMATHIH
stem stem 63 102 41 3,63
licenses JIUIEH3UA 63 89 19 1,37
electronic learning 3JIEKTPOHHOE 00yUeHHE 62 90 33 4,09
adaptive learning aJlalITUBHOE 00yYeHne 60 92 45 2,78
learning systems CUCTEMBI O0YUYCHHS 55 72 31 9,23
software MporpaMMHOe 0OecIieueH e 53 67 24 6,67
ontologies OHTOJIOTUHU 49 77 45 7,98
learning objects y4eOHbIe 00BEKTHI 48 73 44 4
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knowledge management yIpaBJICHUE 3HAHUSAMH 47 71 41 7,90
collaborative work COBMeCTHas paboTa 46 63 21 3,57
monitoring MOHUTOPHHT 46 59 16 4,25
standards CTaHIapTHI 46 58 20 3,40
personalized learning MEPCOHAIM3UPOBAHHOE 00yUCHUE 41 58 34 5,79
online course OHJIAHH-KYpC 40 59 27 2,11
learning styles cTunu o0y4yeHus 38 47 40 6,78
writing MTHCHMO 38 45 14 5,57
programming profession npodeccust mporpaMMHCTa 36 53 10 2,20
personalization MIePCOHATM3AITHST 34 39 25 15,56
web services BEO-CEPBUCHI 32 38 17 4,76
software engineering Pa3paoTka HporpamMmHOro 32 35 14 3,21
o0ecrieyeHust

metadata MeTa/IaHHbIC 31 38 19 3,32
content coJiepiKaHue 31 37 11 6,64
virtual classrooms BUPTYaJIbHbBIE KITACChI 31 36 17 4,65
advanced learning technologies MepeIOBbIC TEXHOJIOTUH O0YUCHHUS 30 39 18 6,39
text mining aHaJIN3 TEKCTa 30 39 17 15

sentiment analysis aHaJIN3 HACTPOCHUI 30 34 20 4,35
curriculum development pa3paboTka yueOHOM mporpaMMbI 28 35 12 1,67
computer architecture KOMIIBIOTEPHAS apXUTEKTypa 27 35 14 13,07
laboratories nabopatopun 27 33 18 21,33
concept maps KOHIIETITYaJIbHBIC KAPTHI 27 32 17 9,18
sustainability YCTOHYUBOCTD 27 32 19 6,16
statistics CTaTHCTHKA 27 29 12 5,25
teaching strategies CTpaTervy NpenoaBaHus 27 28 12 1,58
interoperability COBMECTHMOCTh 26 38 15 6,87
information systems WHPOPMAITUOHHBIE CUCTEMBI 26 36 16 2,75
semantic web CeMaHTHYeCKas CETh 25 36 18 4,28
information retrieval MOUCK UH(pOpMAaIH 24 31 13 14,46
academic achievement aKaJeMHUYecKas yCIeBaeMOCTb 24 29 14 8

intelligent systems MHTEIUICKTYaIbHBIC CHCTEMBI 24 29 11 1,45
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social networking COLIMAJIBHAS CETh 24 26 12 8,58
user-centered design OpﬂeflmpOBaHHHﬁ Ha ToJIb3oBaTet 24 25 17 1,65
JM3aiH
computer based learning KOMIIBIOTEPHOE 00yUCHHE 23 27 16 19,25
continuing education HEIpPEPLIBHOE 00pa30BaHIe 23 27 21 5,05
educational activities obpasoBaresbHas IeATCIBHOCTD 23 27 13 1,23
mobile computing MOOHIIBHBIE BEIYHCIIEHHS 22 26 12 5,42
physics ¢uzuka 21 29 10 3,10
g-assesment 3JIEKTPOHHAs OLICHKA 20 23 14 1,29
electrical engineering education 3JIEKTPOTEXHUUYECKOE 00pa3oBaHue 20 21 18 6,44
student experiments CTYJICHYECKUE IKCTIEPUMEHTHI 19 29 12 10,50
e-learning system CHCTEMA JJIEKTPOHHOTO 00Y4eHHS 19 24 17 2,35
collaborative learning technologies TEXHOJIOTHH COBMECTHOT'O O0yUYCHUS 18 22 11 9,18
college students CTYAEHTHI 18 19 12 5,67
orchestration OpKeCTpanus 18 19 10 8,60
e-learning tools HHCTPYMEHTLI SICKTPOHHOTO 17 22 10 1,70
o0yueHUs

educational programmes obpazoBaresbHbIE IPOTPAMMBI 16 19 12 8
quality assurance rapaHTHs KauyecTBa 15 17 10 5,70
scorm scorm 14 23 10 5,60
student modeling CTYJICHYECKOE MOJICITHPOBAHHE 14 19 12 9,67
courseware yueOHbIE MaTepUAIIbI 13 19 12 2,58
course design KypCOBOM TH3aiiH 12 16 10 13,10
power engineering education 9HEPreTHUECKOE 00pa3oBaHue 11 13 14 6,64
project based learning o0yueHre Ha OCHOBE MIPOEKTOB 10 12 10 4,60

project management VIpaBIICHUE MTPOCKTOM 9 18 14 1
Knacmep 7, distance educaiton JTUCTaHIIMOHHOE 00ydYeHne 180 365 201 7,28
«Texnonozuu 6 covid-19 COVID-19 156 310 162 6,41
Meduyunckom — [glinned classroom TepeBepHyTHIi K1ace 107 182 107 3,05
(ocﬁe;;’g:;:flzzjz medical education MEJUIIMHCKOE 00pa3oBaHue 101 204 103 20,18
opanrcesas multimedia MyJIbTHMEINA 87 110 67 4,69
uHouKayus online education OHJIaliH-00pa3oBaHue 84 149 71 4,25
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simulation MOJIEINPOBAHHE 76 131 76 18,75
problem-based learning npobiieMHOE 00yUeHHE 71 93 44 9,07
mobile application MOOWILHOE TIPUIIOKCHHE 70 110 57 2,67
dental education CTOMATOIIOTHYECKOE 00pa3oBaHue 65 156 87 10,30
computer assisted instruction 00y4eHHe ¢ MTOMOIIBIO KOMITBIOTEPA 64 132 63 16,13
nursing yXO0J1 32 OOJIBHBIMU 58 128 91 4

nursing education MEJICECTPHHCKOE 00pa3oBaHue 53 81 53 6,75
digital learning rdposoe 0dyyeHue 52 60 24 3,50
pandemic HaHaeMUs 42 66 29 2,79
digital education rdpoBoe 0OpazoBaHue 40 56 27 4,22
health education CaHHWTApHOE TPOCBEIIECHHE 35 96 80 6,35
children IeTH 33 40 31 461
computer simulation KOMIIBIOTEPHOE MOJICTHPOBAHIE 32 53 26 23,19
self-directed learning CaMOCTOSITEIIbHOE 00yUYCHHUE 30 43 28 2,50
review 0030p 27 34 21 13,33
teaching method METO 00yUCHHS 25 33 17 4,35
undergraduate OakanaBpuar 25 31 13 12,54
medical students CTYAE€HTBI-MEINKH 25 30 16 15,06
clinical skills KJIMHUYECKHUE HABBIKU 24 37 14 5,21
teaching materials yueOHBIE MaTEPHAIIbI 24 35 23 4,17
academic performance aKaJleMU4ecKast yCreBaeMoCTh 23 29 13 11,15
3d printing 3d meyartp 23 28 19 4,37
remote learning JIMCTAHIIMOHHOE 00yUYEeHHE 23 28 10 1,60
educational methodologies o6pa3oBarebHbIE METOAUKH 22 37 16 17,19
graduate medical education BBICIIIEE METUIIMHCKOE 00pa3oBaHKe 22 27 11 13,45
educational videos o0yuJaromie BUJE0 22 26 11 3,73
media literacy MeIHarpaMoOTHOCTb 22 24 10 2,80
patient simulation CUMYJISILIS TALIMEHTa 21 34 17 40,35
telemedicine TeJeMEINIIMTHA 21 24 13 7,46
educational research o0Opa3oBaTenbHbIE UCCIICTOBAHMS 20 22 18 7,72
diagnosis JTarHo3 19 32 13 7,15
medical MEIUIIMHCKAI 19 22 11 5
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mobile phones MOOHIIbHBIE TeIe()OHBI 19 20 11 8,36
video games BHIEOUTPHI 19 19 13 7,69
diabetes mellitus caxapHslii 1uaber 18 26 13 16,08
educational measurement 06pa3oBaresbHbIE H3MEPEHHUS 17 24 12 7,42
videoconferencing BUJICO-KOH(pEepeHIHs 17 21 13 3,54
competency-based education KOMIIETEHTHOCTHOE 00pa3oBaHue 17 20 10 8,20
validation studies MIPOBEPOYHBIC HCCIICAOBAHUS 16 58 44 3,84
education, nursing obpa3oBaHue, yX0/I 15 41 27 5,52
nursing informatics cecTpHHCKasi HH(popMaTHKa 15 29 25 4,08
simulation training CHMYJISIIIUOHHOE 00yYeHHE 15 19 10 3,80
teaching modes PEeKUMBI O0YyUCHHS 14 24 16 0
neonatal nursing HEOHATAIBHBINA YXO.T 14 22 15 4,67
adolescents MOIPOCTKH 14 16 11 20,82
obesity OKUPEHHE 13 17 10 5,40
urology YPOJIOTHSI 11 14 10 24,70
medical informatics MeIUIMHCKas nHPOpMaTHKa 11 11 10 9,60
education, distance oOpa3oBaHue, yIaJIeHHOCTD 10 21 13 5,62
college english teaching MPETIOABARME AHUHCKOTO B 10 11 11 0,18
KOJIJICKE
nursing care yX0J1 32 OOJTHHBIMU 8 23 15 6,40
health promotion nponarasia 310posoro obpasa 6 11 17 2,47
JKU3HU
intelligent tutoring systems HHTEIUICKTYILHBIC CHCTEMDT 84 172 84 18,15
o0OyueHus
lifelong learning g{%‘ﬁ‘“e Ha NPOTDCHHI Bee 83 141 68 19,10
« HH;Z;L";ZZ fl’mbw secondary education cpeaHee 00pa3oBaHHe 76 134 57 13,60
obpazosamensvuuvie | INteractive learning environments UHTEpaKTHBHAs cpesia 00yueHus 74 369 127 29,88
cpeodnly/ kopuunesas | post secondary education BhICIIIEE 0Opa3oBaHKE 63 121 40 36,03
UHOUKGIUR architectures for educational technology APXHTCKTYP VI 00pasoBaTeLHEIX 54 553 190 31,19
TCXHOJOI'nu
elementary education HavabHOE 00pa3oBaHKe 53 136 46 16,37
computer mediated communication KOMIIBIOTEPHOE O0IIEHHUE 50 136 48 37,08
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learning communities o0y4arorue coo0IecTBa 49 92 32 32,94

teaching/learning strategies CTpaTeruy MPEToIaBaHst/ 00y IeHHSI 45 247 79 42,77

simulations CUMYJISIIH 45 85 30 14,33

pedagogical issues [eIarOrMIECKUE BOIPOCHI 44 183 58 30,41

improving classroom teaching yIy4llleHHe IpenojaBaHus B Kjacce 43 177 56 31,77

learning strategies 00y4aroIne CTpaTeruu 43 72 27 3,93

evaluation methodology METOZOJIOTHUS OLICHKH 42 131 44 19,55

authoring tools ABTOPCKHE HHCTPYMEHTBI 39 76 27 21,96

applications in subject areas TPHITOACHHUA B HPEAMETHDIX 34 113 35 33,46
00J1aCTAX

media in education CMMU B obpazoBanum 28 68 23 51,57

cooperative/collaborative learning KOOTICPATHBHOE/COBMECTHOC 26 113 33 41,06
oOyueHue

distributed learning environments pacrpeesieHHbIE Cpe/Ibl 00y IEeHHSI 26 99 32 31,03

human-computer interface HCIOBCKO"KOMIILIOTCPHbIH 25 108 34 20,91
uHTEepdeiic

distance education and teleleaming JWCTAHUMOHHOC 00Pa3OBAHNC M 25 91 28 62,86
TeneoOydeHne

evaluation of cal systems ONCHIKa CHCTEM KOMILIOTCPHOTO 22 68 22 32,18
o0yueHUs

multimedia/hypermedia systems MYILTUME MIHEIC/ TUTICPME U THbIC 19 59 18 55,94
CHUCTEMBI

adult learning 00ydeHHe B3POCIIBIX 18 43 19 61,16

interdisciplinary projects MEXTUCIUTUIMHAPHBIE TPOSKTHI 18 36 13 28,15
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