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Editorial

EN

EPMagazine during worldwide crisis

A hypothetic Pandemic Viral Disease may happen at any time and
such issue would certainly gain the attention of all scientific community,
therefore it could not be overlooked by the editorial of EPMagazine.
A global pandemic would certainly affect humankind worldwide on many levels.
Regardless of contacting the virus itself or not, we would all be affected by it, as
everyone of us would be forced to make decisions on how they would manage their
professionalandevenpersonallivesinafarmorerestrictiveenvironment. Education
would benefitinthis context, probablymorethanever,fromthelatestadvancements
in information and communication technology, and so did EPMagazine.
The fact that EPMagazine is conceived by online communication between
the editorial teams, made it possible for us to continue the work both in
persuading students from all our targeted age groups to write articles on
their interests in the domain of history of Science and technology and in
conceiving the format for the next issues. Our work will continue, due to the
enthusiasm and active involvement of all our editorial board teams, who all
share the common belief that our project provides the international educational
community with a useful opportunity to involve students in a collaborative
scheme meant to stimulate their imagination in applying theoretical knowledge
in original projects that might be later on developed and improved, and
also serve as inspiration for other students in their own personal attempts.
Besides the fact that we continued our work, collaborating with EPMagazine
members from other countries also offered us emotional support during
pandemics, as we had the opportunity to encourage each otherand keep ourselves
informed on events in other parts of the world. At such times, when globalization is
definitely put to the test, projects such as ours fully demonstrate their potential in
creating and strengthening intercultural collaboration for educational purposes.
EPMagazine will continue with new interesting issues and with the same guiding
principles amongst which there is the strong conviction that, in Walter Elliot’s
words: “perseverance is not a long race; itis many short races one after the other”.
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Editorial

RO

EPMagazine in timpul crizei mondiale

O ipotetica boala virala pandemica poate aparea in orice moment si o astfel
de problema ar atrage cu siguranta atentia tuturor comunitatilor stiintifice, prin
urmare nu ar putea fi trecuta cu vederea de editorialul EPMagazine.

O pandemie globala ar afecta cu siguranta omenirea la nivel mondial la multiple
niveluri. Indiferent de contactarea sau nu a virusului, am fi cu totii afectati de
acesta, intrucat fiecare dintre noi ar fi fortati sa ia decizii cu privire la modul in
care si-ar gestiona viata profesionala si chiar personala intr-un mediu mult mai
restrictiv. Educatia ar beneficia in acest context, probabil mai mult ca niciodata,
de pe urma ultimelor progrese in tehnologia informatiei si comunicatiilor, la fel
si EPMagazine.

Faptul ca EPMagazine este conceput prin comunicarea online intre echipele
editoriale, a facut posibil sa ne continuam activitatea, atat in a convinge elevii
si studentii din toate grupele noastre de varsta vizate sa scrie articole despre
interesele lor in domeniul istoriei stiintei si tehnologiei, cat si in a concepe
formatul pentru urmatoarele numere. Munca noastra va continua, datorita
entuziasmului si implicarii active a tuturor echipelor noastre de redactie,
care impartasesc convingerea comuna ca proiectul nostru ofera comunitatii
educationale internationale o oportunitate utila de a implica elevii intr-un
proiect de colaborare menit sa le stimuleze imaginatia, aplicarea cunostintelor
teoretice in proiecte originale care ar putea fi ulterior dezvoltate si imbunatatite
si, de asemenea, servesc ca inspiratie pentru altii in propriile lor demersuri de
cercetare.

Pe langa faptul ca ne-am continuat activitatea, colaborarea cu membrii
EPMagazine din alte tari ne-a oferit si sprijin emotional in timpul pandemiilor,
deoarece am avut ocazia sa ne incurajam reciproc si sa ne mentinem informati
cu privire la evenimentele din alte parti ale lumii. In astfel de momente, cand
globalizarea este cu siguranta pusa la incercare, proiecte precum ale noastre
isi demonstreaza pe deplin potentialul in crearea si consolidarea colaborarii
interculturale in scopuri educationale.

EPMagazine va continua cu noi probleme interesante si cu aceleasi principii
calauzitoare, printre care si convingerea puternica, dupa spusele lui Walter
Elliot, ca ,perseverenta nu este doar o cursa lunga, ci mai degraba multe curse

scurte consecutive”. .
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Editorial
BG

CnucaHue EPMagazine 1o epemMe Ha ceemoeHa Kpus3a

XunoTteTnyHa naHgeMnyHa BupycHa 6onect Moxe a ce Cryym no BCAKO Bpeme
N TaKbB BbMPOC CbC CUTYPHOCT OM NPUBMSKL BHMMaAHMETO Ha HaydHaTa
0oOLLHOCT, criegoBaTesiHO TA HE MOXe Aa ce npeHebpersa oT yBogHaTa cTaTus
Ha EPMagazine.

EnHa rmobanHa naHaeMmnsa cbC CUTYPHOCT Le ce OTpasn Ha YOBEeYEeCTBOTO Ha
MHOro HMBa . He3aBMCMMO OT KOHTaKTa CbC camMnsa BUPYC UIN HE, BCUYKN HUE
e 6baem 3acerHaTn OoT Hero, TbW KaTo BCEKM OT Hac LWwe 6bae npuHygeH ga
B3eMa peLleHud KaK ga yrnpasnsisa npogecnoHanHna cu n JOpU JIMYEH XUBOT
B Aaney no-orpaHnyasawa cpega. ObpasoBaHMETO We Obae OT nonsa B TO3u
KOHTEKCT, BEPOSITHO NOBEYE OT BCSKOra, OT Han-HOBUTE NOCTUXKEHUS B obnacTTa
Ha WHMOPMALNOHHUTE U KOMYHUKALMOHHW TEXHOMOrMW, Taka Harnpasu WU
EPMagazine .

®PakTbT, Ye EPMagazine € Cb3padeH 4pe3 OHSIaH KOMYHMKaUUS Mexay
pefaKkUuMOHHUTE EKMMN, HA MO3BONW Aa Npoabimknum paboTtaTta, kaTto ybexgaBame
yYeHuUUTEe OT BCUMYKM HalUW LerieBn Bb3pacToBU rpynn ga nuwiart cratum 3a
TEXHUTE UHTepecu B obnacTtta Ha UCTOpuUATa Ha Haykata U TEXHOMNOrMUTE U
npu 3aMUCNSIHETO Ha chopmaTa 3a cneaBawute 6poese. HawaTta pabota Lwe
NPOABITKN, NOpagu eHTycuasmMa U aKkTUBHOTO y4acTMe Ha BCUYKM HaLLW eKUMnu
Ha pefakUuMOHHMUSA CbBET, KOMTO crnogensaTt obwonpueTtoTo ybexaeHue, 4e
HaLWKWAT NPOEKT NpeaocTaBs Ha MexayHapoaHaTta obpasoBaTenHa OOLHOCT
nosieaHa Bb3MOXHOCT [a BKMOYM YYEHULUUTE B CxXxema 3a CbTPyaHUYECTBO,
uendwa ga ctumynupa BbOOpaXeHMeTo MM B npuraraHe Ha TeOpPETUYHMU
3HaHUS B OPUIMHAaNHM NPOEKTU, KOUTO NO-KbCHO MoraT Aa 6baaTt paspaboTeHu
N YCbBbPLUEHCTBAHM, a CbLLO Taka Aa Cnyxart Kato BOAbXHOBEHWE 3a gpyrute
YYEHULUM B TEXHUTE NIUYHM OMUTW.

OcBeH (hakTa, Ye Nnpoabimknuxme pabotara cu, CbTPYAHMYECTBOTO C YrleHOBETE
Ha cnucaHwe EPMagazine OT Opyrn CTpaHU HW npeanara M emMounoHarHa
nogkpena no BpemMe Ha naHgeMuu, TbW KaTo MMaxmMe Bb3MOXHOCTTa ga ce
HacbpyaBame U gJa ce MHpopMupame 3a CbOUTUA B ApYyrM 4acTu Ha cBeTa.
B TakmBa mMomeHTW, KoraTo rnobanunsaumnsita onpeaeneHo e B U3nuTaHue,
NPOEKTN KaTO HaLUUS HaMbIIHO AEMOHCTPUpPAT CBOS NOTEHLUMan 3a Cb3gaBaHe
N YKpenBaHe Ha MeXOYyKynTypHOTO CbTPYAHMYECTBO ¢ obpasoBaTesiHa Luern .
CnucaHune EPMagazine e NpoabITKu C HOBU MHTEPECHU U3AAaHUA U CbC CbLUNTE
PBKOBOOHM MPUHLMNN, CPed KOUTO e TBbPAOTO yoexaeHne, 4e no gymuTe Ha
Yontbp EnnbT @, NOCTOSAHCTBOTO HE € AbJfira HaanpesBapa, a MHOIO  KpaTku
CbCTe3aHus eqHo cneg gpyro”.
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Editorial
DE

EPMagazine WAHREND DER GLOBALEN KRISE

Eine hypothetische pandemische Viruserkrankung kann jederzeit auftreten, und
einsolchesProblemwaurdesicherlichdieAufmerksamkeitallerwissenschaftlichen
Gemeinschaften auf sich ziehen, weshalb es vom redaktionellen EPMagazine
nicht ibersehen werden konnte.

Eine globale Pandemie wurde sicherlich die Menschheit weltweit auf mehreren
Ebenen betreffen. Unabhangig davon, ob wir mit dem Virus in Kontakt kommen
oder nicht, waren wir alle davon betroffen, da jeder von uns gezwungen
ware, Entscheidungen dartber zu treffen, wie er sein berufliches und sogar
personliches Leben in einem restriktiveren Umfeld fuhren soll. Bildung wurde
in diesem Zusammenhang wahrscheinlich mehr denn je von den neuesten
Fortschritten in der Informations- und Kommunikationstechnologie profitieren,
ebenso wie EPMagazine
Die Tatsache, dass EPMagazine durch Online-Kommunikation zwischen
Redaktionsteams gestaltet wurde, hat es uns ermdglicht, unsere Arbeit
fortzusetzen, indem wir Studenten aus allen Altersgruppen davon Uberzeugt
haben, Artikel Uber ihre Interessen in der Geschichte der Wissenschaft und
Technologie zu schreiben, und die Format fur die folgenden Zahlen. Unsere
Arbeit wird dank der Begeisterung und des aktiven Engagements aller unserer
Redaktionsteams fortgesetzt, die die gemeinsame Uberzeugung teilen,
dass unser Projekt der internationalen Bildungsgemeinschaft eine nutzliche
Gelegenheit bietet, Studenten in ein Gemeinschaftsprojekt einzubeziehen,
das ihre Fantasie anregen und theoretisches Wissen anwenden soll in
Originalprojekten, die weiterentwickelt und verbessert werden konnten und
auch als Inspiration fur andere in ihren eigenen Forschungsbemuhungen
dienen konnten.

Die Zusammenarbeit mit EPMagazine-Mitgliedern in anderen Landern hat uns
nicht nur unsere Arbeit fortgesetzt, sondern uns auch wahrend der Pandemien
emotional unterstutzt, da wir die Gelegenheit hatten, uns gegenseitig zu
ermutigen und Uber Ereignisse in anderen Teilen der Welt auf dem Laufenden
zu halten. In solchen Momenten, in denen die Globalisierung sicherlich auf die
Probe gestellt wird, zeigen Projekte wie das unsere voll und ganz inr Potenzial,
interkulturelle Zusammenarbeit fur Bildungszwecke zu schaffen und zu starken.
Das EPMagazine wird mit interessanten neuen Themen und denselben
Leitprinzipien fortfahren, einschlieRlich der festen Uberzeugung, dass
“Ausdauer nicht nur ein langes Rennen ist, sondern viele aufeinanderfolgende
kurze Rennen”, so Walter Elliot.
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Editorial

GR

To 1rep1odiko EPMagazine oTov Kaipo pIac
TAyKOOUIAaS Kpiong

Mia TTavonuia egaitiag MIag 10yevoug vooou Ba uptropouce va oupBei ava
TTAoQ OTIYMA Kal £va TETOIO YEYOVOG Ba atracXoAouoe OAn TNV ETTIOTNHOVIKI)
KovoTnta. KAt 1€T010 O0gv Ba PTTOpOoUCE va TTEPACEl ATTAPATHPEPNTO ATTO TO
€KOOTIKO onueiwpa Tou TTEPI0dIKOU EPMagazine.

Mia Travonuia Ba eTnpéadle aiyoupa OAN TNV avBpwtrdTNTa O€ TTOANG ETTITTEDA.
AvecdpTtnTa a1toé TO av Ba vooroouue i Oxl Ba pag eTnpedoel 0AOUG, KaBwG o
KaBévag pag Ba avaykaoTei va TTapel aTToPACEIS yIa TO TTWG Ba dIaXEIPIOTEI TNV
ETTAYYEAMQTIKN KQI TNV TTPOCWTTIKNA TOU {Wr) O€ £€va TTIO TTEPIOPICTIKO TTEPIBAAAOV.
H ektraideuon Ba ptropouce va eTTwWEEANBEI aTTO AUTAV TNV KATAOTAOT, iICWG
TTEPICOOTEPO ATTO TTOTE, XAPN OTNV TTPO0OO0 TNG TEXVOAOYIAg TNG TTAnpo®opiag
KAl TNG ETTIKOIVWVIOG TwV TEAEUTAiwV Xpovwy. Ki autd Ba ékave To TTEPIODIKO
EPMagazine.

Toyeyovog OTITo TTEPIODIKO EPMagazine UNOTTOIEITAI UE TN DIADIKTUAKI) ETTIKOIVWVIQ
METACU TwV EKOOTIKWYV OPAdWY, Ba pag €0Ive TN duvATOTNTA VO OUVEXIOOUUE va
OouUAegUoUlE TOOO OTO VA TTEICOUME MABNTEG OAWV TWV NAIKIOKWY OPAdWY VO
ypawouv GpBpa TTou TOUG eVOIAQEPOUV OTOV TOUEA TNG I0TOPIAG TWV ETTIoTRUWY
Kal TNG TexvoAoyiag, aAAd Kal va TTPOTEIVOUV TNV PBEATIWON TWV TEXVIKWV
XOPAKTNPIOTIKWYV ToU TTEPIODIKOU. H doUA&ld pag Ba ouvexildtav, OTTwg OnuePQ,
eCaITiag Tou €vBoOUOCIAOPOU Kal TNG EVEPYOU CUMPMETOXNG OAWV TWV €KOOTIKWV
ouGdwvV. OAol pag poipalduacTe TNV KOIVH TTiIoTN OTI N TTPOCTIABEIA HAG TTAPEXEI
oTn OIEBVN EKTTAIOEUTIKA KOIVOTNTA MIA XPrOIWN €uKaipia va €PTTAECEI TOUG
MaONTEC o€ Eva ouvepyaTikO oxAMa, TTou Ba dieyeipel TNV @avTacia Toug. ‘ETol
Ol JaBNTEC Ba UTTOPOUV va £QAPUOCOUV BEWPNTIKEG YVWOEIG OE TTPWTOTUTTO
TTPOYPAUMATA Ta OTTOIO apyOTEPA Ba BEATIWOOUV Kal Ba AaTToTEAECOUV EUTTVEUON
yia GAAOUG paBbnTEG OTIC BIKEG TOUG TTPOCTTABEIEG.

EKTOG a110 TO YEyOovOs OTI N OOUAEI pag Ba ouvexI(OTav, N ouvepyaaoia PETALU
TWV PJEAWV TOU TTEPIODIKOU EPMagazine atto AAAEG XWPES BA PAG TTPOCEPEPE
EMTTAEOV WUXOAOYIKA OTAPIEN KATA Tn OIdpKEIa TNG Travonuiag, kabwg Oa
EiXAUE TNV €UKaAIPia VO EVBAPPUVOUE O £vag TOV AANO KOl va PJEVOUE EVAEPOI
yla 1O TI oupPaivel o€ AANa pépn Tou KOOMOU. Z€ TETOIOUG KAIpoUg, OTaV N
TTAYKOOUIOTTOINON €ival 0€ Kpion, TTPOYPAPUOTA oav TO OIKO HOG KATADEIKVUOUV
TN OuvatoTNTA TOUG Va XTiCOUV KAl va €VOUVAPWYOUV TNV OIATTOAITIOMIK)
OUVEPYAOIa YIa EKTTAIBEUTIKOUG OKOTTOUG.

To 1ePI0dIKO EPMagazine Ba cuvexioel Je Kalvoupyla evala@EépovTa TEUXN Kal
ME TIG iDIEC apXEC METACU TWV OTTOIWV €ival Kal N atTown, OTTwg Aéel kal o Walter
Elliot, 611 «n etmipovn dgv gival £vag Jakpug aywvag, Eival APKETOI MIKPOi AYWVEG

0O gvag peta Tov AAAOY. EPMagazine History of Science and Technology



Editorial

IT

EPMagazine DURANTE UNA PANDEMIA

Una ipotetica pandemia virale potrebbe apparire un giorno o l'altro; questo &
I'editoriale che EPMagazine potrebbe essere indotta a pubblicare.

“Alla prima comparsa della pandemia virale, nessuno avrebbe mai sospettato un
cosi drammatico impatto sull'intera Umanita. Senza contare il contatto diretto o
no col virus, tutti noi siamo rimasti coinvolti in una serie di decisioni cruciali sulla
nostra vita sotto il giogo delle necessarie misure restrittive. Le forme educative
ricevono benefici in questa situazione, probabilmente piu di altre, per quanto
riguarda lo sviluppo delle comunicazioni e informazioni tecnologiche, e cosi si
puo dire per EPMagazine.

Il fatto che EPMagazine € strutturato sulla comunicazione on line tra i vari team
editoriali, rende possibile continuare il lavoro Educativo-Formativo-Scientifico
invogliando gli studenti delle varie fasce di eta sia a produrre articoli di loro
interesse in Storia delle Scienze e della Tecnologia, che a preparare nuovi layout
per i prossimi fascicoli. Il nostro lavoro continua, sostenuto dall’entusiasmo e dal
diretto coinvolgimento dei nostri Editori Nazionali, che condividono gli obiettivi
Educativi-Formativi-Scientifici per coinvolgere la Comunita internazionale
con adeguate possibilita per lo sviluppo di competenze, conoscenze, abilita
degli studenti europei per sviluppare la propria immaginazione applicando la
preparazione teorica a progetti originali che possano essere in seguito sviluppati
e implementati. Allo stesso tempo, questi studenti possono ispirare altri discenti
per le proprie personali ambizioni.

Proprio peril fatto cheillavoroin cooperazione trai membri europei di EPMagazine
continua anche durante la Pandemia, c'€ la opportunita di incoraggiarsi
reciprocamente, e raccogliere e disseminare informazioni utili da tutte le parti
del mondo. Di questi tempi, che la globalizzazione é definita e incontrovertibile,
progetti come il nostro dimostrano il loro potenziale nel creare e consolidare la
collaborazione internazionale per scopi educativi-formativi.

EPMagazine continuera con nuovi interessanti fascicoli, con gli stessi principi
guida degli ultimi 19 anni di attivita, e con la forte convinzione di quanto detto
da Walter Elliot: Perseveranza non € un lungo percorso, ma € I'insieme di tanti
piccoli percorsi, I'uno dietro 'altro”.
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Editorial

RUS

EPMagazine BO BPEMSI MUPOBOIO KPU3UCA

[MnoTeTnyeckaa naHgemMuyeckaa BupycHas OOMe3Hb MOXEeT MPOU3OUTU B
noboe BpeMs, U Takaa npobnema, 6e3ycnoBHO, NpPUBEYET BHUMaHMUE BCEro
Hay4HOro cooOLuecTBa, NO3TOMY pefakunoHHas ctatbst EPMagazine He morna
He 3amMeTuTb e€. [nobanbHas naHaemus, 6e3ycrnoBHO, 3aTPOHET YENT0BEYECTBO
BO BCEM MUpPE Ha MHOIMX YPOBHAX. He3aBMCUMMO OT TOro, KOHTaKTUpyeM 5
Mbl C CAaMUM BMPYCOM WSN HET, OH 3aTPOHET BCEX HAC, MOCKOSIbKY KaXKabl N3
Hac OygeT BbIHYXOEH NPUHUMAaTb peLleHna O TOM, Kak OH ByaeT ynpaBnsaTb
cBoeun npodeccruoHanbHOW 1 gaxke NMUYHON XN3HbIO B ropasgo 6oree XXecTkon
cpene. B aToM kOHTekcTe obpasoBaHMe BbIMIPAET, BEPOATHO, Donblue, Yem
Korga-nnbo, OoT nocnegHux AOOCTUXEHUMA B obnactm MHAOPMALMOHHBIX W
KOMMYHUKaLMOHHbIX TEXHONOIMIN, Kak U1 EPMagazine.

ToTr pakt, 4TO EPMagazine 3agymaH nyTeM OHMaWH-OOLWEHNA Mexay
pefakUMOHHBIMKU  KOMSIEKTUBaAMM, MNO3BOSIAM HaM MPOAOSIXKuTb paboty no
ybexgeHnio CTyOEeHTOB M3 BCEX HALUMX LeneBblX BO3pPaCTHbIX rpynn nucaTtb
cTaTbM O CBOUX WMHTepecax B oOnactM UCTOPUM HaykKM N TEXHOMNOrMA U B
npuaymatb popmat cnegyrowmx Bbinyckos. Hawa pabota byaet npogormkeHa
Bbnarogapsa 3HTy3MasMy M akTMBHOMY Y4acTUIO BCEX HaLUMX penakuUOHHbIX
KOnnernn, KoTopble BCe pasgenstoT obLiy Bepy B TO, YTO Hall MNPOEKT
npenocTaBnseT MexayHapogHoMy obpasoBaTesibHOMY COOOLLLECTBY MOME3HYI0
BO3MOXHOCTb BOBfleYb CTYOEHTOB B COBMECTHYIO CXEMY, [MPU3BAHHYIO
CTUMYnMpoBaTb MX BOODpaeHne B MNPUMEHEHUN TEOPEeTUYECKUX 3HAHWUK
B OpUrMHasnbHbIX MNPOEKTax, KOTopble BMNOCMeACTBMN MOryT ObiTb pasBuTbl U
yNyyLleHbl, a TakKe CNYy>XUTb NCTOYHMKOM BAOXHOBEHWUSA AN APYrMX CTYAEHTOB
B UX JIMYHbIX MOMNbITKaX.

[MoMMMOTOro, YTOoMbINpOgomKannHally paboTy,coTpyaHNYECTBOCYYaCTHUKaMM
EPMagazine N3 LpyrMx CTpaH Takxke okasano HaM 3MOLIMOHanNbHY NOALEPKKY
BO BpeMS NaHOeMUI, NOCKOSbKY Y Hac Oblfna BO3MOXHOCTb NoAAepPXNBaATb APYT
apyra v 6bITb B Kypce cobbITUi B ApYrnx 4acTsx mupa. B Takme BpemeHa, korga
rmobannsauns onpegeneHHo nogBepraeTcsl UCMNbITaHWUIO, Takue NPOEKTbI, Kak
HaLl, MNOMHOCTbI0 4EMOHCTPUPYIOT CBOM MOTEHLMAnN B CO34aHUM N YKPenieHnn
MEXKYNbTYPHOro CoOTpygHu4yecTBa B obpasoBaTenbHbIX Lensx.

EPMagazine npoAoOSKUT BbIMNYCK HOBLIX MHTEPECHbIX BbINYCKOB M Oyaer
NPUOAEPXKMBATBCA TEX XE PYKOBOLALUMX MPUHUMMIOB, Cpean KOTOpPbIX €CTb
TBepaooe ybexaeHue, 4To, NO cnosBamMm Yonrtepa 3nnnoTta: «HaCTOMYMBOCTb -
9TO Hefonras roHka; 3To0 MHOro KOPOTKMX FOHOK OfHa 3a OpYrony.
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Editorial
SP
EPMagazine durante la crisis mundial

Una hipotética enfermedad viral pandémica puede ocurrir en cualquier momento
y, sin duda, este tema llamaria la atencién de toda la comunidad cientifica, por
lo que el editorial de EPMagazine no podria pasarlo por alto.

Sin duda, una pandemia mundial afectaria a la humanidad en todo el mundo
en muchos niveles. Independientemente de habernos contactado o no con el
virus, todos nos veriamos afectados, ya que todos nos veriamos obligados a
tomar decisiones sobre cdémo manejarian sus vidas profesionales e incluso
personales en un entorno mucho mas restrictivo. La educacion se beneficiaria
en este contexto, probablemente mas que nunca, de los ultimos avances en
tecnologia de la informacion y la comunicacion, y también lo hizo EPMagazine.
El hecho de que EPMagazine se concibiera mediante la comunicacion en
linea entre los equipos editoriales, nos permitié continuar el trabajo tanto para
persuadir a los estudiantes de todos nuestros grupos de edad especificos para
que escribieran articulos sobre sus intereses en el dominio de la historia de la
ciencia y la tecnologia y en concibiendo el formato para los proximos numeros.
Nuestro trabajo continuara, gracias al entusiasmo vy la participacion activa de
todos los equipos de nuestro consejo editorial, quienes comparten la creencia
comun de que nuestro proyecto brinda a la comunidad educativa internacional
una oportunidad util para involucrar a los estudiantes en un esquema de
colaboracion destinado a estimular su imaginacion en aplicar los conocimientos
tedricos en proyectos originales que posteriormente puedan ser desarrollados
y mejorados, y que también sirva de inspiracion para otros estudiantes en sus
propios intentos personales.

Ademas del hecho de que continuamos con nuestro trabajo, colaborar con
miembros de EPMagazine de otros paises también nos brindé apoyo emocional
durante las pandemias, ya que tuvimos la oportunidad de animarnos unos a
otros y mantenernos informados sobre eventos en otras partes del mundo. En
esos momentos, cuando la globalizacion se pone definitivamente a prueba,
proyectos como el nuestro demuestran plenamente su potencial para crear y
fortalecer la colaboracion intercultural con fines educativos.

EPMagazine continuara con nuevos temas interesantes y con los mismos
principios rectores entre los que se encuentra la firme conviccion de que, en
palabras de Walter Elliot: “la perseverancia no es una carrera larga; son muchas
carreras cortas una tras otra ”.

EPMagazine History of Science and Technology
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Technology and Foreign
Language Teaching

1. Introduction

Technology might be considered by many of
us as a common, familiar and sometimes even
mandatory component of our lives and fields
of activity. Nowadays it is almost impossible
to find a field or a domain where technology
is not present. However, this has not always
been the case in the educational field. As we
know, schools and the traditional approach of
teaching did not use any applied science in
the early days, partly due to the fact that there
were no resources available and partly due to
the lack of knowledge related to it. Fortunately,
all this has changed along the years and
all of us, both teachers and students, have
unlimited possibilities to use technology in the
teaching-learning process in such a way that
both sides benefit from it.

This article aims at presenting a short history
of when, how and why technology started
being used in teaching and the impact it had
on the development of the educational field.

2. Early days of technology and teaching
When we look back at the start of the first
signs of the introduction of the use of high
tech or technology in the teaching process, all
we can find is strictly limited to the use of a
television set, videos, cassettes (Fig.1.) and
perhaps language laboratories. Even the use
of a photocopier was not something common
when it came to teaching that mainly took
place in schools.
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Tehnologia si predarea
limbilor straine

1. Introducere

Tehnologia ar putea fi considerata de
multi dintre noi ca o componenta comuna,
familiara si uneori chiar obligatorie a vietii si
a campurilor noastre de activitate. in zilele
noastre, este aproape imposibil sa gasesti un
domeniu in care tehnologia nu este prezenta.
Totusi, acest lucru nu a fost intotdeauna
cazul domeniul educational. Dupa cum stim,
scolile si abordarea traditionala a predarii
nu au folosit nicio stiinta aplicata la inceput,
in mare parte datorita faptului ca nu existau
resurse disponibile si, de asemenea, din
cauza lipsei de cunostinte legate de aceasta.
Din fericire, toate acestea s-au schimbat
de-a lungul anilor si noi toti, atat profesorii,
cat si studentii, avem posibilitati nelimitate de
a folosi tehnologia in procesul de predare-
invatare, astfel incéat, atat profesorii cat si
elevii sa beneficieze de ea.

Acest articol isi propune sa prezinte o scurta
istorie de cand, cum si de ce tehnologia a
inceput sa fie folosita in predare si impactul
pe care aceasta |-a avut asupra dezvoltarii
domeniului educational.

2. Primele zile ale tehnologiei si predarii
Cand privim Tnapoi la inceputul primelor
semne ale introducerii utilizarii “high tech”
sau a oricarei tehnologii in procesul de
predare, tot ce putem gasi este limitat doar la
utilizarea unui televizor, videoclipuri, casete
(Fig.1.) si poate laboratoare fonice. Nici
macar utilizarea fotocopiatorului nu era ceva
obisnuit atunci cand era vorba de predarea
care avea loc in principal in scoli.

Fig. 1. Inside Out (Old Edition) Class Cassette



Computerswerefirstintroducedtothelanguage
learning field in the 1960s as CALL (Computer
Assisted Language Learning). Although they
were not available in the majority of state or
public schools, many supporters strongly
advocated their use, highlighting the many
advantages they could bring to both language
learners and teachers.

3. Further developments regarding
technology and teaching

Computers first became financially available
for teachers on a personal level in the 1980s
and this marked the start of a new era that later
on lead to the use of technology on regular
basis. Although the first steps that teachers
were able to take using a computer were
mainly StoryBoard (a sequence of drawings,
typically with some directions and dialogue,
representing the shots planned for a film or
television programme), programming in BASIC
(Beginners’ All-purpose Symbolic Instruction
Code), a family of general-purpose, high
level programming languages whose design
philosophy emphasizes ease of use, especially
for students in fields other than science
and mathematics when it comes to using
computers. Or perhaps text reconstruction
software programme, considered one of
the most effective teaching strategies that
supports students to focus on the parts of the
language within the context of the whole text.
This activity involves students matching text at
the sentence level to the original whole text.
The positive effect was visible. Even if in the
beginning, using technology in teaching meant
the solitary work of teachers (preparing various
handouts, typing and then photocopying
various exercises for their students), teachers
were starting to reconsider their way of teaching
and, most importantly, students were given the
opportunity to learn in a slightly different way
and gain more knowledge.

In the early 1990s schools and various
language centers began to recognise the
importance of technology and started investing
in computer labs and new multimedia materials
based on CD-ROM. Coursebook publishers
started attaching cassettes, later CDs, to their
publications.

In spite of these small, yet important steps

Calculatoarele au fost introduse pentru prima
data in campul invatarii limbilor straine in
anii ‘60 sub denumirea de CALL (Computer
Assisted Language Learning). Desi nu erau
disponibile in majoritatea scolilor publice, multi
au sustinut cu fermitate utilizarea acestora,
subliniind numeroasele avantaje pe care le-ar
putea aduce atéat celor care invatau o limba
straina, cat si profesorilor.

3. Dezvoltarea ulterioara a tehnologiei si a
predarii

Calculatoarele au devenit pentru prima data
viabile din punct de vedere financiar pentru
profesori la nivel personal in anii ‘80, ceea ce
a marcat inceputul unei noi ere care ulterior
a dus la utilizarea tehnologiei in mod regulat.
Desi primii pasi pe care profesorii au reusit sa-i
faca folosind un computer au fost in principal
StoryBoard (o secventa de desene, de obicei
cu unele instructiuni si dialog, prezentand
fotografiile planificate pentru un film sau
un program de televiziune), programarea
in BASIC (Beginners All-purpose Symbolic
Instruction Code), o familie de limbaje de
programare de nivel general, a caror filozofie
de design accentueaza usurinta de utilizare, in
special pentru studentii din alte domenii decat
stiinta si matematica atunci cand vine vorba de
utilizarea calculatoarelor sau poate software
de reconstructie a textului, considerata una
dintre cele mai eficiente strategii de predare
care ii ajuta pe elevi sa se concentreze pe
partile de limba in contextul intregului text.
Aceasta activitate implica elevii care potrivesc
textul la nivelul propozitiei cu textul initial.
Efectul pozitiv a fost vizibil. Chiar daca la
inceput, utilizarea tehnologiei in predare
a Tnsemnat munca solitara a profesorilor
(pregatirea diverselor fise, redactarea apoi
fotocopierea diverselor exercitii pentru elevii
lor), profesorii incepeau sa-si reconsidere
modul de predare si, cel mai important,
elevilor li s-a oferit posibilitatea de a invata
intr-un mod usor diferit si de a castiga mai
multe cunostinte.
Lainceputulanilor’90 scolile sidiversele centre
de limbi straine au inceput sa recunoasca
importanta tehnologiei si au inceput sa
investeasca in laboratoare de calculatoare si
diverse materiale multimedia bazate pe CD-
ROM. Editurile au inceput sa ataseze casete,
mai térziu CD-uri, la publicatiile lor.

In ciuda acestor pasi mici, dar totusi importanti,




towards technology and its use in language
learning, some teachers were reluctant when
it came to using these due to various reasons:
- they did not have the proper training;
- there were notenough high-quality materials;
- it was time consuming for the teachers;
The first important breakthrough came
when the Internet first appeared. It was
then that everything and anything related to
communication started developing: teachers
all over the world got in contact with each other
and started sharing their experiences, their
ideas and, most importantly, started exploring
this exciting online medium and bringing it into
their classes.

4. Latest trends in technology and
teaching

Some of the first ,virtual exercises” involved
students all over the world writing emails
to each other. Later on, teachers started
experimenting with exercises online. This
practice carried tremendous value as it could
be used outside class time, students could
work on their own, improving their learning.
Today, in the 21st century, the wide array of
various language learning and teaching apps,
platforms and software is close to unlimited.
Memrise (Fig.2.), LingualLift, Duolingo, Hello
Talk or Mindsnacks are only a few apps that
most of us know, use and like.

catre tehnologie si utilizarea ei in invatarea
limbilor straine, unii profesori au fost reticenti
atunci cand a fost vorba de utilizarea acestora
din diverse motive:

- nu au avut pregatirea corespunzatoare;

- nu existau suficiente materiale de calitate
superioara;

- a fost un proces indelungat pentru profesori;
Prima descoperire importanta a aparut odata
cu Internetul. Atunci a inceput sa se dezvolte
totul si orice legat de comunicare: profesorii
din intreaga lume au luat legatura intre ei si au
inceput sa-si impartaseasca experientele, ideile
si, cel mai important, au inceput sa exploreze
acest captivant mediu online si sa-1 aduca in
clasele lor.

4. Ultimele tendinte in tehnologie si predare
Unele dintre primele ,exercitii virtuale” au
implicat studenti din intreaga lume scriind
e-mailuri unul altuia. Mai téarziu, profesorii au
inceput sa experimenteze online cu exercitii.
Aceasta practica a avut o valoare extraordinara,
deoarece putea fi folosita in afara orei de curs,
elevii aveau posibilitatea de a lucra pe cont
propriu, imbunatatindu-si invatarea.

Astazi, in secolul XXI, gama larga de diferite
aplicatii de finvatare si predare a limbilor,
platforme si software este aproape de nelimitata.
Memrise (Fig.2.), LingualLift, Duolingo, Hello
Talk sau Mindsnacks sunt doar céateva aplicatii
pe care majoritatea dintre noi le cunosc, le
folosesc si le plac.

Fig. 2. Language learning app

There are numerous such applications that
cater for all the needs and wishes of the
audiences. As a common feature is the fact
that all of the above-mentioned software help
students gain control over their learning and
provide continuous feedback that encourages
learners to go on working and gaining
knowledge.

Existd numeroase astfel de aplicatii care
raspund  tuturor nevoilor si  dorintelor
publicului. Ca o caracteristica comuna este
faptul ca toate softurile mentionate mai sus
ii ajutd pe cursanti sa obtina controlul asupra
invatarii lor si ofera feedback continuu
care ii incurajeaza pe cursanti sa continue
sa lucreze si sa dobandeasca cunostinte.



5. Conclusions

Although foreign language teaching and
learning started out as something almost
totally different from anything connected to
technology, the present generation of learners
will rightfully correct this past situation by
highlighting the fact that nowadays technology
is a vital part of any language teaching and
learning process.

The advantages oftechnological developments
in foreign language teaching have become an
aspect that we are all aware of.

What is more important, is the aspect that
thanks to technology, we, the teachers have
gained tremendous power over the knowledge
of foreign languages and, most importantly,
over the unending methods, ways and styles
of teaching so that each and every one of our
students finds the best solution for learning a
foreign language and becoming an advanced
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5. Concluzii

Desi predarea si invatarea limbilor straine
au inceput ca fiind ceva aproape total diferit
de orice este legat de tehnologie, generatia
actuala de cursanti va corecta aceasta situatie
din trecut, subliniind faptul ca tehnologia
actuala este o parte vitala a oricarui proces de
predare si invatare a limbilor straine.
Avantajele evolutiei tehnologice in predarea
limbilor straine au devenit un aspect de care
suntem constienti cu totii.

Ceea ce este mai important, este aspectul ca,
datorita tehnologiei, noi, profesorii, am castigat
o putere extraordinara asupra cunoasterii a tot
ceea ce tine de predarea limbilor straine si, cel
mai important, asupra metodelor, modalitatilor
si stilurilor de predare fara incetare, astfel incéat
fiecare elev s& gaseasca cea mai buna solutie
pentru invatarea unei limbi straine si pentru a
deveni vorbitor avansat.
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The History of Video
Games

1. Introduction

It has been many years since children’s toys
found another way of expressing themselves.
The invention of television helped in this
direction as it brought a new dimension to
human communication (Fig. 1.). Television
was a revolutionary device at its time and
since then it has changed the habits of people.
The developed television has also acquired
other uses. Apart from simple information
transmission, it's used as a means of playing
games in electronic form.

| Experimental Junior High School of the
University of Macedonia, Thessaloniki,

H lotopia Twv HAeKTpOVIKWY
Mauxvidiwv

1. Elcaywyn

Mépacav mapa TOANG xpdvia atrd TOTE TToU
Ta TTAIdIKG TTaixvidia Bprkav €vav dAAo TpoTTOo
éKQpaong. & auté PBondnoe n e@eupeon TNG
TNAEOPAONG, n oToia €Qepe HIa  Kalvoupyia
didoTtaon oTnv avBpwivn emikoivwvia (EIk. 1.).
H TnAedpaon ATav pIa ETTAVOCTATIKY) OUOKEUN
yla TNV €mmoxA TNG Kal atrd TOTE PEXPI ONPEPa
EXEl aAAGEEl TIC ouvnBeleg Twy avBpwTiwy. Mg
TNV avaTITuén TNG TNAedpacng, QUTH ATTEKTNOE
Kal GAAeg xproelig. EKTOC amd Tnv  aTTAn
METAdOON TTANPOQOPIWY, ETTITTAEOV HETAEU TwV
GAwV dpxioe va XpnoldoTrolsital wg MPECO
AVOTTAPAYWYNG  TTAIXVIOIWY O  NAEKTPOVIKA

HopP®N.

Fig.1. Early television set

2. The first video games

The first known video game was “Tennis for
Two” (Fig. 2.). “Tennis for Two” was created by
William Higginbotham and was played on an
old computer located in Brookhaven National
Laboratory. This video game was undoubtedly
a pioneering game at its time. “Tennis for Two”
first appeared in 1958. Two people played
this video game with different controllers
connected to an analog computer which
had an oscilloscope for a screen. Williams’
original idea wasn’t to kick off a multibillion-
dollar game industry but just to lighten up the
atmosphere. Turns out that his “experiment”

2. Ta rpwrta BivreoTraiyvidia

To TTpwT0 YVWOTO BIvVTEOTTAIXVIOI ATAV TO TEVIG YIA
Avo (EIk. 2.). To Tennis for Two dnuioupyrnénke
am6é Tov William Higginbotham kai trailérav
o€ €vav TTaAI0 UTToAoyIOoTr) TTOU BPICKETAI OTO
EBviké Epyaotipio Tou Brookhaven. Auto
TO Bivreotraixvidl ATav  avap@ioBATnTa  éva
TTPWTOTTOPIAKO TTaIXVidl yia Tnv €TToxXN Tou. To
Tennis for Two epgaviotnke TTpwTn Popd 1o 1958.
Avo avBpwTtrol émmaiéav autd To BIVTEOTTAIXVIDI
ME OIAQOPETIKA XEIPIOTHPIA OuvOedEPéva OE
évav avaAoyikO UTTOAOYIOTr O OTToioG €ixe évav
TToApoypd@o yia oBovn. H apyxiki 16éa Tou
Ouiliaug dev ATav va Eekivioel Pia Blounxavia



was very successful and hundreds of people
went to play. The game consisted of the side
view of a Tennis field. Then the two players
passed and served the “ball” (a bright dot on
the screen) with two aluminum controllers.

Fig. 2. “ Tennis for Two”

The first modern computer (PC) was created
in 1981 and was a major step in the field of
technology and especially in the world of
electronic gaming. With its invention, the
science of electronic games grew rapidly as
role-playing games and turn-based games
were released.

Abasic tool in computer games is the console,
which is a modified computer system with a
video display and an electronic screen (such
as a TV screen) where users can play a
video game. The first console was invented
in 1966 and was named “Brown Box” or “The
Father of Electronic Games”. Its inventor was
a German-American, Ralph H. Baer. Users
could play five games on that console: table
tennis, tennis, handball, football, and toys
using weapons.

One of the most successful consoles, which
is very famous even today, is the Nintendo
Entertainment System (alternatively: NES)
(Fig. 3.), which is a videogame console first
released in Japan in 1983, in North America
in 1985, and in Europe between 1986 and
1987. It is considered the best console of its
era. The NES was released as a package
along with the Super Mario Bros., one of the
best-selling games ever. Until 31 March 2014,
Nintendo reported sales of 61.91 million NES
and 500.01 million copies of NES software

worldwide.

Fig. 3. Nintendo Entertainment System

‘Eva  Baoikd

TTAIXVIOIWV TTOAWV OICEKATOUMUPIWV
doAapiwv, aoAAG ammAwg va eAa@puvel TNV
atpoo@alpa. Atrodeikvuel 0TI TO “Treipapa’
TOU ATAV TTOAU ETTITUXNMUEVO KOl EKOTOVTADEG
avBpwTtrol TTAyav va Traigouv. To Traixvidl
atroteAeital atrd TNV TAAyia dyn evog TTediou
Tévig. 2Tn ouvéxela ol dUO TTAIKTEG TTACapaAv
Kal €kavav oepPic TNV “UTTaAa” (MIa QWTEIVN
KOUKKi®da oTnv 00dvn) ue dUo XeipioTtrpia
aAoupiviou.

O Tmpwtog  ouyxpovog  HAekTpovIKOG
YT1roAoyIoTiG hE TNV hop@r) PC dnuioupyndnke
10 1981 Ka1 ATav £va PeydAo GAPa OoToV TOPED
NG TEXVOAOyiag, evw Avolte 10 dpOUo OTNV
EQPEUPEDN TWV NAEKTPOVIKWV TTAIXVIOIWV. 2TN
OUVEXEID PE TNV €EENIEN TWV NAEKTPOVIKWV
UTTOAOYIOTWYV dpXIoav va avatrTuooovTal Ta
NAeKTPOVIKG TTaIyVidia pe pdAoug (role-playing
games) kal Traixvidia evallayng opdong
(turned-based games).

EPYOAEIO  OTA  NAEKTPOVIKA
TTaixvidla €ivar n kovooAa, n otoia  €ivail
éva TPOTTOTTOINKEVO UTTOAOYIOTIKO oUOCTAHO
TTOU JTTOpPEl va TTapdyel €va onua odévng
Bivieo, 1O otroio pTTOPEl va XpnoiuoTroinOci
ME MIO NAEKTPOVIKI) OUOKEUR aATTEIKOVIONG
(TnAedpaon, 086vn, KATT.) Kal va ep@avioel Eva
Bivteotraixvidl. H Tpwtn KovodAa e@eupEéOnKe
T0 1967 ka1 ovopdoTnke «Kagé Kouti» (Brown
Box) n «O TMarépag Twv HAEKTPOVIKWV
TTaIXVIBIWV». E@QeupéTng TnG gival o Meppavo-
Apepikavog Ralph H. Baer. H kovodAa auth
MTTOPOUCE VA TTAigEl S TTaIxVidIa: TTIVYK-TTOVYK
, TEVIG, XEIPOOQAipION, TIETOOQPAIPION Kal
TTaIXVidla e Xprion OTTAwv.

Mia atrO TIGTTIO ETTITUXNMEVEGKOVOOAEGKOITTOAU
didonun aképa kal oApepa gival 1o Nintendo
Entertainment System (cuvtopoypa@Ikd:
NES) (Eik. 3.), T0 oTm0oio €ival KovooAa
BivTeoTTaixvidiwV TTOU KUKAOQOPNOE apxIKa
otnv lamwvia 1o 1983, otn Bopeia APEPIKN
10 1985, ka1 otnv Eupwtn petagu 1986 kai
1987. To NES T0 oT110i0 Bewpeital n KaAuTepn
KovoOAa TnG €TTOXNAG TNG KUKAO®OPNOE wg
TTOKETO padi pe To Super Mario Bros., éva atmo
Ta TTAIXViOIO PE TIG MEYOAUTEPEG TTWANOCEIG
OAwV Twv gmmoxwv. Méxpr 1Ic 31 MapTiou Tou
2014, n Nintendo avégepe TTwANoeig 61,91
ekaTtopuupiwy koppatTiwv NES, kar 500,01
EKATOPUUpPIO  avTiypa@a Aoyiouikou NES,
TTAYKOOHiWG.




3. Latest forms of gaming

A sophisticated and recent form of electronic
games is virtual reality. The father of the term,
Jaron Lanier, gave the following definition
in 1989: “An interactive three-dimensional
environment” (Fig. 4.). Lanier is one of the
Virtual Reality pioneers and founder of VPL
Research, which developed some of the first
systems in the 1980s. Virtual Reality uses
computers to create and simulate existing or
non-existing things and creatures the user
seems to be surrounded by. Users can move
freely and interact with objects as they would
do in the real world.

Fig. 4. VR glasses

Undoubtedly, however, the most important
invention in the history of electronic games is
arcade games. An arcade or coin-op game is
a coin-operated entertainment machine and is
usually installed in public enterprises such as
restaurants, bars, and entertainment venues.
Most arcade games are video games, pinball
machines (Fig. 5.), electromechanical games,
redemption games, or trader games.

3. TeAeuTaieg HopPEG TTaIXVISIOU

Mia eEeAiyuévn Kal TTIO TTPOCOATN HOPPN
NAEKTPOVIKWVY TTaIXVIOIWV €ival Ta Traixvidia
«EIKOVIKNG TTpayuaTtikotnTacy (virtual reality).
O 1TaTépag Tou OPOU EIKOVIKA TTPAYMATIKOTATA
Jaron Lanier £€dwaoe Tov €€1¢ opioud 1o 1989:
«'Eva 81adpaoTIkO, TpIodidaTaTto TTEPIBAAAOY,
PTIQYMEVO ATTO UTTOAOYIOTH, OTO OTTOIO UTTOPEI
kKatrolog va PBpioketary (Eik. 4.). O Lanier
gival 10puTAG TNG etaipeiog VPL Research n
oTToia AVvETTTUEE PEPIKA OTTO TO TTPWTA TETOIO
ouoTtiuaTa 1n ogkaeTia Tou 1980. H Eikovikn
MpayuaTikOTATA XPNOIUOTIOIEI NAEKTPOVIKOUG
UTTOAOYIOTEG, YIa va OnPIoUpPYNnoEl Kal va
TIPOCOMOIWOEl  UTTAPKTO 1 PN UTTOPKTO
mepIBAGAAOV, OTO oTroia O XPAOTNG €XEl TNV
weudaioBnon 6T PpiokeTal KAl OTO OTTOIO
MTTOPEI va KIvnBei eAeUBepa, aAANAETIOPUWVTOG
TOPAAANAQ  PE TA  QVTIKEIMEVA TTOU  TOV
mepIBAAAouUY, OTTwWG Ba  €kave Kal OTOV
TTPAYMATIKO KOOUO.

Avau@ioBiTnta OJwS N MO OnUAvTIKA
EQPEUPECN  OTNV 10TOPIA TWV NAEKTPOVIKWV
TTaixvIdiwv ATav Ta Traixvidia arcade (arcade
games). ‘Eva tmaixvidl arcade fj coin-op €ivai
MIO pnxavl yuxaywyiag TTou AEITOUpYEi JE
KEpMATA Kal €ival OUVABWG EYKATEOTNUEVN OE
ONMUOOIEG ETTIXEIPNOEIG, OTTWG ECTIATOPIA, UTTAP
Kal aiBouoeg wuxaywyiag. Ta tepioooTEPQ
Traixvidia arcade eival Ta Bivreotraixvidia, ol
pMNxavég Aitrep (Eik. 5.), Ta nAeKTpOUNXaVIKA
TTaixvidia, Ta Traixvidla egapyvupwong 1 ol
EUTTOPOIL.

Fig. 5. A pinball machine

Arcade games evolved rapidly with high-
resolution screens, sophisticated graphics,
and new software. But the essence of Arcade
games remains the same and these games
will forever be an important chapter in the
history of electronic games.

Nowadays, the latest form of gaming is
“cloud gaming”. But what is cloud gaming?
Cloud gaming works like TV streaming.
The idea behind it is that all the processing

2Auepa Ta Arcade Traixvidia €xouv eEeAixOei
paydaia pe véeg 006veg ueydAng avdaAuong,
eCeNlyuEva ypa@IKa Kal Kavoupyla AOYIOHIKA.
Ouwg n oucia Twv Arcade Ttaixvidiwv
TTapauével idla Kal autd Ta TTaIvidla Ba
atroTEAOUV yIa TTAVTA £va oNPAvTIKO KEQAAaIo
OTNV 1I0TOPIA TWV NAEKTPOVIKWYV TTAIXVIOIWV.

2AMEPA, O VEOG TPOTTOC TTaIXVIOIOU E€ival TO
“cloud gaming”. AAAG Ti givai To cloud gaming;
To cloud gaming AeciToupyei TTapPOMOIa UE



power required to render a game is done on
a data server and sent back to the player’s
TV or computer screen. One of the benefits
of cloud gaming is that players don’t have to
spend their money on expensive hardware
like graphics cards, processors, or physical
copies of the game they want to play (Fig. 6.).

4. Video games effects

Video games are a great engagement for
kids and adults. But there are many negative
aspects to video games that can have
many serious effects on children’s behavior
and health. One of these problems is the
addiction and social isolation of children as
they stay indoors all day to play (Fig. 7).
Another problem with video games is the
lack of physical exercise and various health
problems. Finally, video games are dangerous
and many crimes take place on the internet.
Of course, there are many positive aspects to
video games too. For example, video games
develop the imagination and creativity of
children. Also, children find a way to express
their anger without violence in real life. Finally,
with video games, children create friendships
and develop teamwork.

CwvTtavn petadoon. H 1&6éa ticw atrd 1o cloud
gaming eival 611 0An n 10XUG ETTECEPYQTIAG
TTOU aTTaITeiTal  yia TNV amédoon  evog
TTaIXVIBIOU YiveTal o€ €va KEVTPO OEOONEVWIV
Kal atmmooTEAAETOI TTIOW OTOV  TTaiXTN O¢€
TNAedpaon f oBdévn utroAdoyioTr. ‘Eva amd
Ta TTAeovekTApaTa Tou cloud gaming eival
OTI oI TTaiKTEG eV XpeIadeTal va odeUouv Ta
XPAMATA TOuG Ot AKPIBO UAIKG UTTOAOYIOTN
OTTWG KAPTEG YPAPIKWY KAl ETTECEPYACTES Kal
eTTiong dev XpeladeTal va Eodeuouy Ta XprpaTd
TOUG O€ QUOIKA avTiypa@a Tou TTaiXvidliou TTou
BéMouv va traigouv (Eik. 6.).

Fig. 6. Graphics cards used for games

4. E@E BivreotTaixvidiwv

Ta Bivreomraiyvidia  €ivar  uia  euxapioTn
gvaoxoAnon yia  maidia Kal  JEYAAOUG.
Ouwg umdpyxouv Kai TTOAAG apvnrikG@ ora
Bivreomraixvidia  ta  oroia  UITOPOUV VA
EXOUV TTOAAEC OOBapéS  EMITTTWOEIC OTNV
OUNTTEPIQPOPA Kal TNV uyeia Twv maidiwyv. Eva
amré aura ta mpofAjuara givar o €6I0UOC
Kal KOIVWVIKN QTToUovwan Twv  TTaIdIwV
agou uEVOUV OTO OTTiTI TOUS OAN Uépa yia va
mmaiéouv (Eik. 7). Eva aAdo mpdfAnua twv
Bivreomraixvidiwv givar n EAAEIYN OwUATIKNG
doknong kai dlapopa mpoBAjuara uyeiag.
TéAog ta Livreormraiyvidia givar  emiKivouva
Kal ToAAG  eykAnuara yivovrar péco Tou
o1adIkTUou. BéBaia utrdpyxouv Kal TTOAAG
Oerika ora Bivreorraixvidia. a mapddeiyua,
Ta Bivreorraiyvidla avamruooouV TV @aviaocia
Ka onuioupyikornta twv maidiwv. Emiong ta
aidia Bpiokouv éva TPOTTO va EKTOVWVOVTAI
Kai va areAeuBepwoouy Tov Buud  TOUC
Xwpic Bia otnv aAnbivry {wn. TéAo¢ ue ta
Bivreomraixvidia Ta maidid dnuioupyouv QIAIiEG
Kal avarrtuooou TNV oUadIKoThTda.

Fig. 7. Gaming addiction




5. Conclusion

In conclusion, video gaming is a
method of entertainment that is here to stay
and will forever be changing and transforming
as it happens with all major achievements in
the world of technology. Perhaps, a new form
of entertainment will take over the industry
but as it stands now, gaming will stay number
one in entertaining children, teenagers, and
adults all across the globe. As our final wish,
we hope that the benefits of video gaming will
always outweigh the negative aspects and
never cause problems amongst the youth,
and remains a source of entertainment, not
problems.
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2uutrepacuartikd, T1a  Bivreorraiyvidia
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vouuepo éva  Ornv  wuxaywyia maidlwy,
epnBwv Kai evnAikwv mavrou oTo KOouo. Zav
reAcuraia pag embBuuia, eAmilouue Ta BeTikG
TO NAEKTPOVIKWYVY TTAIXVIOIWV VA UTTEPITXUOUV
Ta apvnrik@ Kai va  unv - TTPoKaAéoouv
moré mpoBAfuara avaueoa ornv  veoAaia
Tapauévovriac uia 1nyn  wuxaywyiag, oxi
mpoLBAnudaTwv.
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Astronomy Quiz

1. On what planet in our solar system is the biggest volcano
(Olympus Mons) ?

a) Venus
b) Titan
c) Mars

2. Hydrogen, the most abundant element in our universe, is
formed out of an electron and a...
a) neutron b) proton c) quark

3. An interstellar cloud of dust, hydrogen, helium, and other

ionized gases is called a...
a) star b) nebula ¢) black hole

4. The first space probe was:
a) OSIRIS-REx b) Sputnik ¢) Kosmos 1

5. Which is the largest moon in our solar system?

a) Ganymede
b) Io
c) Europa
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The story of the
Orgueil meteorite

1. Introduction

Everyone has seen intentional or not, at night,
a shooting star or even a shower of shooting
stars and made a wish. After that, they might
have asked themselves where do they came
from and maybe, if we are the only ones who
can see them. This heavenly event helps us
understand more about our Universe.

In this article you will be reading about
meteorites, how do we study them and about
the intriguing story of the Orgueil meteorite.

2. What are meteorites?

A meteoroid is an extra-terrestrial body
which forms after the collision between
two asteroids or between an asteroid and
a planet or a moon. Like their “birth giving”
asteroid, meteoroids can be older than the
Solar System itself. When they enter Earth’s
atmosphere and burn entirely, they are called
meteors or shooting stars. Their light trail is
formed after the friction between the meteor
and the particles in the atmosphere, causing a
phenomenon called ionization resulting in the
show of colors. (Fig.1.)
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Povestea meteoritul

Orgueil

1. Introducere

Toata lumea a vazut din intdmplare sau nu,
noapte, o stea cazatoare sau chiar o ploaie de
stele cazatoare si si-a pus o dorintd. Apoi s-a
gandit de unde vin aceste pietre arzatoare si
poate, daca suntem singurii care le vom vedea.
Acest eveniment ceresc ne ajuta sa intelegem
mai multe despre Universul in care ne aflam.

In acest articol urmeaza sa va prezint o scurt
definire a meteoritilor, cum reusim sa fi studiem
si intriganta poveste care invaluie meteoritul
Orgueil.

2. Ce sunt meteoritii?

Meteoroizii sunt corpurile ceresti extraterstre
care iau nastere in urma impactului dintre doi
asteroizi sau a unui asteroid cu o planeta sau o
luna. Ca si asteroizii din care provin, meteoroizii
pot avea origini care dateaza dinaintea formarii
Sistemului Solar. Cand acestia intra in atmosfera
Paméntului si ard in intregime se numesc
meteori sau stele cazatoare. Déra de lumina
pe care acestia o lasa este formata in urma
frecari meteorului cu particulele din atmosfera,
provocandu-seunfenomendeionizareaacestora
care ofera un spectacol de culori (Fig. 1.).

Fig. 1. A meteor in the meteor shower Leonid, 2009



The colors differ depending on the chemical
composition of the meteoroid and the
atmosphere as well as the velocity. The colors
recorded so far are: orange-yellow of sodium,
yellow of iron, blue-green of magnesium,
violet of calcium and red of the nitrogen and
oxygen in the atmosphere. But, when the
meteors touch the surface of the Earth they
are called meteorites. They are divided in three
categories: stony meteorites (Fig. 2.) which
are subdivided in chondrites and achondrites,
iron meteorites (Fig. 3.) mostly made out of
nickel-iron alloys and stony-iron meteorites.

Culorile difera in functie de compozitia chimica
a meteoroidului si a atmosferei, cat si de viteza
acestuia. Culorile Tinregistrate pana acum
sunt: culoarea portocaliu galbuie a particulelor
de sodiu, galbena a fierului, albastru-verzuie
a magneziului, violeta a calciului si rosie a
nitrogenului si a oxigenului din atmosfera.
Atunci cand meteorii ating suprafata Pamatului
iau numele de meteoriti. Acestia se Timpart in
trei categorii mari: meteoriti pietrosi (Fig. 2.)
sau “aerolitic” care se subdivid in chondrite
si achondrite, meteoriti ferosi (Fig. 3.) sau
“siderolitici”, compusi in mare parte din aliaje
nichel-fier si meteoriti mixti sau “pietrosi-ferosi”.

Fig. 2. Stony meteorite

Until now there have been found 22.000
meteorites on Earth including 17.000 found at
the South Pole. In this vast collection one can
find meteorites from Mars (Fig. 4.), which after
a collision crossed interplanetary space [1] to
reach Terra.

Fig. 3. Iron meteorite weighing 8 kg

Pana in prezent au fost gasiti 22.000 de
meteoriti pe Pamant dintre care 17.000 la Polul
Sud. In aceasta vasta colectie se pot gasi si
meteoriti care provin de pe planeta Marte (Fig.
4.), care in urma unui impact au traversat spatiul
interplanetar [1] pentru a ajunge pe Terra.

Fig. 4. Martian meteorite named ‘black beauty’ weighing close to 320 grams




3. How do we study meteoroids and their
birth giving asteroids?

To prevent a catastrophic impact of the Earth
with an asteroid, they are constantly observed.
Because of that, it was possible to highlight
and map the orbits of larger asteroids in
the Solar System. They are studied through
telescopes, but also with the help of space
probes. (Fig. 5.)

The space probe NEAR Shoemaker [2] was
launched on the 17th of February 1996 by
NASA to study one of the biggest asteroids
in Earth’s neighborhood 433 Eros (Fig. 6) and
it was the first space probe of the Discovery
project [3].

3. Cum sunt studiati meteoroizii si asteroizii
din care provin?

Pentru a preveni un impact dezastruos al
Pamantului cu un asteroid acestia sunt in
permanenta observati. Astfel, s-a putut face
o evidenta a orbitelor marilor asteroizi din
Sistemul Solar. Acestia sunt studiati prin
intermediul telescoapelor, dar si cu ajutorul
sondelor spatiale. (Fig. 5.)

Sonda spatiala NEAR Shoemaker [2] a fost
lansata pe 17 februarie 1996 de catre NASA
pentru a studia unul dintre cei mai mari
asteroizi din apropierea Pamantului, 433
Eros (Fig. 6) si a fost prima sonda spatiala a
proiectului Discovery [3].

Fig. 6. The Eros asteroid photographed from
200 kilometers above by the space probe
NEAR Shoemaker

Fig. 5. Scientists at the south Pole collecting a
meteorites

NEAR got in Eros’s orbit on the 14th of
February 2000 and went down on its surface
on the 12th of February 2001, ending scientific
data transmissions after sixteen days. This
space probe took 160.000 photos of Eros and
was able to measure it's size, mass and it's
distribution, as well as it's magnetic field.

Now, the space probe OSIRIS-REX (Fig.
7.) of the National Aeronautics and Space
Administration is studying asteroid 101955
Bennu.

NEAR a ajuns in orbita asteroidului in 14
februarie 2000 si a coborat pe acesta in 12
februarie 2001, terminand transmisiile de date
stiintifice dupa 16 zile de la aterizare. Aceasta
sonda a facut asteroidului 160.000 de poze si
a reusit sa Ti masoare talia, masa si distributia
acesteia, cat si campul sau magnetic.

in prezent, sonda spatiala OSIRIS-REX
(Fig. 7.) a Administratiei Nationale Spatiale
Americane studiaza asteroidul 101955
Bennu.

Fig. 7. OSIRIS-REX (Origins Spectral
Interpretation Resource Identification
Security Regolith Explorer)



OSIRIS-REX was launched on 9th of
September 2016 and has caught up with the
asteroid in December 2018. In April 2020, the
space probe repeated procedures to collect
a sample on Bennu’' s surface, reaching a
distance of only 65 meters from it.

The first attempt of collecting a sample was on
the 20th of October 2020 and it was a success
(Fig. 8.). OSIRIS-REX will return to Terra in
the month of September 2023.

K el

4. The story of the Orgueil meteorite

The Orgueil meteorite (Fig. 9.) is a valuable
one and it's a chondrite, more specifically a
carbonic Cl chondrite. This meteorite is a part
of the ‘stones’ that fell down in May 14th 1864
in southern France, near the Orgueil city,
on a surface of 10 square kilometers. The
study of this meteorite is important, because
their composition is almost identical to the
composition of our Sun, except for hydrogen
and helium and due to the abundance of
mercury. But a even more important element
of this meteorite is the xenon isotope called
‘xenon-HL'. This gas has some extremely
fine granules that are older than the Solar
Systemitself and are called presolar grains.

But, in 1965 what intrigued the public was the
announcement of finding a seed inside one of
the meteorites that had been sealed in a jar
after it’s discovery in 1864.

OSIRIS-REX a fost lansata pe data de 9
septembrie 2016 si a prins din urma asteroidul
in decembrie 2018. Tn aprilie 2020 sonda a
repetat procedurile pentru colectarea unei
mostre de pe suprafata lui Bennu, ajungand
la o distanta de doar 65 de metri de acesta.
Prima incercare a colectarii unei mostre a avut
loc pe 20 octombrie 2020 cu succes (Fig. 8.),
iar OSIRIS-REX se va intoarce pe Pamant in
luna septembrie a anului 2023.

. T8 n i
Al " A

R o ] L v

P it 5

Fig. 8. Space probe OSIRIS-REX touching
the surface of asteroid Bennu

4. Povestea meteoritului Orgueil

Meteoritul Orgueil (Fig. 9.) este unul pietros
si face parte din subdiviziunea chondritelor,
mai specific chondrite carbonice CI. Acest
meteorit face parte din cele 20 de “pietre”
care au cazut in 14 mai 1864 in sudul
Frantei, aproape de localitatea Orgueil, pe
o suprafatd de aproape 10 kilometri patrati.
Acest grup de meteoriti este foarte studiat
datoritd compozitie aproape identice cu cea a
soarelui, cu exceptia hidrogenului si a heliului
si datorita abundentei de mercur. Dar, un
element si mai fascinant al acestor meteoriti
este un izotop al xenonului, numit “xenon-HL”.
Acest gaz prezinta niste granule extrem de
fine care sunt mai vechi decat Sistemul Solar
si poarta numele de granule presolare.

Ins&, In 1965 ce a intrigat publicul a fost
anuntarea gasirii unei seminte inauntrul unuia
dintre meteoriti, care fusese sigilat ntr-un
borcan dupa gasirea sa din 1864.




At first, everybody thought that somewhere
else in the Universe life was formed and that
we were able to find it, but these dreams were
shattered by the proof of the true origin of the
seed. This seed, originally from Europe, is a
part of the angiosperm cluster and was glued
in and covered in coal dust. It is also known
that the external appearance was actually the
cause of a layer of glue. Nobody knows who
did this or why, but they certainly managed to
let down the whole world by their attempt to
fool it.

La inceput, toata lumea a crezut ca altundeva
in Univers mai exista viata, ca noi am reusit
sa o gasim, dar aceste vise au fost sfaramate
de dovedirea adevaratei origini a semintei.
Aceasta samanta originara din Europa face
parte din Tincrengatura angiospermelor si
a fost lipita Tnauntrul meteoritului cu lipici si
camuflata in praf de carbune. De asemenea,
s-a dovedit ca aspectul exterior intact al
meteoritului era ,de fapt, doar iluzia cauzata
de un strat de lipici. Nimeni nu stie cine a
facut asta sau de ce, dar un lucru este clar:
au reusit sa dezamageasca intreaga lume
prin incercarea lor de a o pacali.

Fig. 9. The Orgueil meteorite

5. Conclusions

The study of meteorites and asteroids is
important, because it helps us understand
the chemical composition of celestial bodies
better and it gives us a clearer picture of
the past and possibly the future by studying
evolution.

5. Concluziii

Studierea meteoritiilor si a asteroizilor este
foarte importanta, deoarece ne ajuta sa
intelegem mai bine compozitia chimica a
corpurilor ceresti, cat ne si ofera o imagine
mai clara a trecutului si posibil a viitorului, prin
studierea evolutiei.
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Field

1. Introduction

The reproduction of sounds such as voices
and musical instruments was not possible
until 1877. On November 21, 1877, Thomas
Edison (1847 — 1931), announced that he
had managed to record a sound, and then
play it back. Quickly after that, the technology
in the field of sound waves evolved, with the
development of electronic components.

In this article we will see the evolution of
technology in the field of audio, the impact it
has had on the culture and the transmission of
information over the years.

2. The Microphone

Between 1850 and 1879, we had several
prototypes of microphones. This is due to the
desire to develop and improve the phone.
The first microphone (Fig. 1.) used by the
phone of Thomas Watson (1854 - 1934) and
Alexander Graham Bell (1847-1922) used
an iron reed next to an electromagnet. When
the material vibrated, it produced alternating
current, which was reproduced on the opposite
side.

Transilvania University of Brasov
Faculty of Electrical Engineering and

Referred teacher: Helerea Elena

Evolutia Tehnologiei in
Domeniul Audio

1. Introducere

Reproducerea sunetelor, a vocilor si a
instrumentelor muzicale nu a fost posibila
pana in anul 1877, cand, in data de la 21
noiembrie 1877, Thomas Edison (1847 -1931)
a anuntat ca a reusit sa inregistreze un sunet,
dupa care sa il si redea. Rapid dupa aceea,
tehnologia Tn domeniul undelor sonore s-a
dezvoltat odata cu progresul componentelor
electronice.

In acestarticol vom analiza evolutia tehnologiei
in domeniul audio, impactul pe care I-a avut
asupra culturii si transmiterii de informatii de-a
lungul anilor.

2. Microfonul

Intre anii 1850 — 1879, am avut parte de mai
multe prototipuri de microfoane. Asta datorita
dorintei de a dezvolta si perfectiona telefonul.
Primul microfon (Fig. 1.) folosit la telefonul lui
Thomas Watson (1854 — 1934) si Alexander
Graham Bell (1847 - 922) era compus dintr-o
folie de fier, asezata langa un electromagnet.
Cand folia vibra, aceasta producea un curent
electric alternativ, care era apoi reprodus la
partea opusa.

Fig. 1. Wathson and Bell microphone



At the same time, Elisha Gray (1835-1901)
was working on the development of the phone,
but he never finished the patent process. His
microphone was based on a needle placed
in a conductive acid, which in theory would
have been more responsive than Bell’'s
microphone.

After all this, Thomas Edison revolutionized
the communications industry with the carbon
microphone (Fig. 2.). Although he managed
to record the first sounds with the help of the
phonograph (Fig. 3.), that isn’t considered a
microphone, because the method of recording
does not trasform the sound pressure into
electrical signal. The way of recording of the
phonograph consists in a horn that captures
sound, and at its end there is a membrane
with a needle in the middle. The limb is being
moved by air pressure, which applies pressure
on a wax cylinder, covered with a tin sheet.
Instead, the carbon microphone converts
the sound pressure into alternating current,
which was passed through a transformer,
this allowed higher voltages to be used and
transmit the signal over long distances.

Fig. 2. Carbon Microphone

This microphone was used in the field of
telephony until the 1980s, since the 1920s the
professional field began using them and they
evolved according to their use.

Were developed: Ribbon microphones
(very sensitive, having a foil or other
material between the magnets ), Shotgun
microphones (superdirectional microphones,
most commonly seen in film productions),
dynamic microphones (resistant to high sound
pressure, voice microphones, drums, etc.)
lavalier microphones (small microphones,

In aceeasi perioadd de timp si Elisha Gray
(1835 —1901) lucra la dezvoltarea telefonului,
insa acesta nu a mai reusit sa duca la sfarsit
procesul de brevetare. Microfonul acestuia
avea la baza un ac plasat intr-un acid
conductor, care in teorie ar fi fost mai receptiv
decat microfonul lui Bell.

Apoi, Thomas Edison a revolutionat industria
comunicatiilor cu microfonul de carbon (Fig.
2.). Desi el a reusit sa inregistreze cu ajutorul
fonografului (Fig. 3.) primele sunete, acesta
nu este considerat un microfon, deoarece
metoda prin care el inregistra nu transforma
presiunea acustica 1n curent electric.
Modalitate de inregistrare a fonografului
consta in captarea sunetului intr-o palnie,
care avea prevazuta la capat o membrana cu
un ac in mijlocul ei. Membrama, fiind miscata
de presiunea aerului, presa acul pe un
cilindru spiralat, acoperit cu o foita de cositor.
in schimb, microfonul de carbon transforma
presiunea acustica in curent alternativ astfel
ca, folosind un transformator, ii permitea sa
foloseasca tensiuni mai mari si sa transmita
semnalul pe distante mai lungi.

Fig. 3. Recording with a phonograph

Acest microfon a fost folosit in telefonie pana
in anii 1980, Tnsa pentru domeniul profesional
din anii 1920, acestea au evoluat in functie de
utilizarea lor.

Au fost dezvoltate: Microfoane Ribbon
(foarte sensibile, acestea avand o folie sau
alt material intre magneti ), Microfoane
Shotgun  (microfoane  superdirectionale,
cel mai frecvent sunt vazute la productii de
film), Microfoane Dinamice (rezistente la o
presiune acustica mare, microfoane de voce,
tobe, s.a.), Microfoane Lavaliere (microfoane




for interviews, theater, etc.), Condenser
microphones (with a sensitive diaphragm,
they need a small electrical impulse to be
used, generally +48V), etc.

3. Speakers

The Horn is the oldest form of amplification,
since it does not require electricity.Whether
the sound was played from a cylinder or from a
disc, the principle of operation was the same.
The needle that was on the playback medium,
produced the vibrations inscribed on them,
which were transmitted to the membrane at
the end of the Horn. The Horn amplifies all
the vibrations rendered by the membrane,
due to the shape and material from which
it was built (brass). Horns were also used
as microphones, as was the case with the
phonograph or on the radio.

Although between 1861 — 1921 several
personalities tried to develop the
electrodynamic speaker, the knowledge to
develop such a thing was still being explored.
It was not until 1921 that the speaker we
know today appeared for the first time. In the
year 1921, appears the first prototype of the
speaker that we know today, which uses an
electromagnet and a diaphragm to produce
the sound.

Fig. 4. 1925’s Radio station

4. Power amplifier

The essential function of an audiofrequency
power amplifier is to take an audio signal of
the order of hundreds of millivolts and amplify
it into voltage and current, so that in the end
it is possible to transfer the desired electrical
energy to the load impedance (the group of
speakers in the acoustic enclosure) [1].

mici, pentru interviuri, teatru s.a.), Microfoane
Condenser (cu o diafragma sensibila, acestea
au nevoie de un mic impuls electric pentru a fi
folosite, in general +48V) etc.

3. Difuzoare

Cornul este cea mai veche forma de amplificare
a sunetului, care nu necesita electricitate. Fie
ca sunetul era redat de pe un cilindru sau
de pe un disc, principiul de functionare era
acelasi. Acul, plasat pe mediul de redare,
producea vibratiile Tnscrise pe acesta, care
erau transmise pe membrana de la capatul
cornului. Cornul amplifica toate vibratiile redate
de membrana, datoritd formei si materialului
din care era construit (alama). Cornurile au
fost folosite si ca microfoane, asa cum era in
cazul fonografului sau al radioului.

Desi intre anii 1861 — 1921 mai multe
personalitati au incercat sa dezvolte difuzorul
electrodinamic, nu existau cunostintele
necesare pentru a dezvolta asa ceva. Abia n
anul 1921, apare pentru prima data difuzorul
pe care il stim si in ziua de astazi, care
utilizeaza un electromagnet si o diafragma
pentru a produce sunetul.

S Cone
| Moving
Voice Coil
Air
Movemen
S |

Fig. 5. Speaker diagram

4. Amplificatorul

Functia esentialda a unui amplificator de
audiofrecventa de putere este preluarea unui
semnal audio de ordinul sutelor de milivolti si
amplificarea acestuia Tn tensiune si curent, in
asa fel incat in final sa fie posibil transferul
dorit de energie electrica catre impedanta
de sarcina (grupul de difuzoare din incinta
acustica) [1].



The power amplifier is used to boost the signal
to antennas, radars, or transmit information
over a longer distance.

For a speaker to work, an amplifier is
needed, which takes a tiny amount of signal
for example, from a microphone, so that the
electromagnets have enough power to drive
the speaker membrane.

To amplify the signal enough, an amplifier
needs: capacitors, resistors, rectifiers, which
would transform the alternating current into
direct current. These, have been modified
over time according to the technology of
the time, from capacitors, to transistors, to
vacuum tubes (Fig. 6.), to SMD.

Fig. 6. Vacuum tubes aplifier

Although technology has advanced, many
artists and sound engineers prefer amplifiers
on vacuum tubes because they provide a
non-linear and more harmonic sound. Their
disadvantage is that they take up more space,
are consumable and consume more current.

5.Ways of storage

The first sounds recorded were the lyrics of
the poem “Marry had a little lamb”, recited by
Edison when he invented the phonograph, but
because it used a wax cylinder (Fig. 8.), which
had a tin sheet, after a few listens the sheet
would break.

Amplificatorul de putere este utilizat pentru a
creste puterea semnalului la antene, radare,
sau a transmite informatii pe o distantd mai
lunga.

Pentru ca un difuzor sa fie in functiune, este
nevoie de un amplificator care sa preia o
mica cantitate de semnal, de exemplu, de
la un microfon, astfel incat electromagnetii
sa aiba indeajuns de multa putere pentru a
pune in miscare membrana difuzorului.
Pentru a amplifica indeajuns de mult
semnalul, un amplificator are nevoie de:
condensatoare, rezistente, redresoare, care
sa transforme curentul alternativ in curent
continuu. Acestea, pe parcursul timpului, au
fost modificate in functie de tehnologia vremii,
de la componente pasive, la tranzistoare, la
tuburile cu vid (Fig. 6.) si pana la SMD-uri.

Fig. 7. Integrated amplifier

Desi tehnologia a avansat, foarte multi artisti
si ingineri de sunet prefera amplificatoarele
pe lampi (tuburi cu vid), deoarece acestea
ofera un sunet non liniar si mai armonic.
Dezavantajul acestora este ca ocupa mai
mult spatiu, sunt consumabile si consuma
mai multa energie electrica.

5. Medii de stocare

Primele sunete inregistrate au fost versurile
poeziei ,Marry had a little lamb”, recitate de
catre Edison cand a inventat fonograful, insa
deoarece acesta folosea un cilindru spiralat
(Fig. 8.) pe care era o foita de cositor, dupa
cateva ascultari foita se rupea.

Fig. 8. Various storage cylinders




In 1887, Emile Berliner (1851 — 1929), perfected
the phonograph, using instead of a cylinder, a
disc that was rotated by means of a crank, in a
straight plane. They were made first of glass,
then of zinc, and after that of ebonite.

At the beginning of the XX century, the
pathephone was developed, which was later
called the turntable. This has a board on which
the vinyl disc is placed. The device has a
diamond needle which upon touching the disc
it perceived the vibrations and are transformed
into sound.

This vinyl record has sufferd several changes
over the years, the desire being to record as
much as possible on one disc.

In 1935, the first tape recorder appeared,
which used a magnetic tape (Fig. 9.) coverd
with iron oxide powder. Thanks to this device
and technological evolution, the gadgets
have become easier to use and produce.
That allowed to use them with batteries and
gave people the opportunity to listen to music
anywhere.

in 1887, Emile Berliner (1851-1929) a
perfectionat fonograful, utilizdnd in loc de
un cilindru, un disc care era rotit cu ajutorul
unei manivele, pe un plan drept, acestea fiind
facute prima data din sticla, apoi din zinc si
dupa aceea din ebonita.

Lainceputul secolului al XX-lea a fost dezvoltat
patefonul, care ulterior a fost denumit platan.
Acesta contine o placa pe care este asezat
discul de vinil. Aparatul are un ac de diamant
care la atingerea discului percepea vibratiile
de pe disc, acestea fiind transformate in sunet.

Discul de vinil a suferit mai multe modificari pe
parcursul anilor, dorinta fiind de a inscriptiona
cat mai multa informatie pe un singur disc.

in anul 1935, apare primul magnetofon,
care folosea o banda magnetica (Fig. 9.)
pulverizata cu pudra de oxid de fier. Datorita
acestui dispozitiv si avansarii tehnologice,
aparatele au devenit mai usor de folosit si de
produs. Ceea ce a permis si echiparea lor cu
baterii pentru a oferi oamenilor posibilitatea
de a asculta muzica oriunde.

Fig. 9. Magnetic tapes

This magnetic tape was revolutionary, because
it could be used to record audio, film or even
computer data.

Appearing in public in 1963, the audio cassette
provided a small storage medium in size but
larger in recording time.

In 1985 the CD began to be used for long-term
recordings and data storage.

In 1993, when the digital format of MP3
appeared, the first audio player was also
created.

Nowadays, we have more and more physical
and digital storage environments, which allow
us to keep any type of information for an
indefinite period of time, because it no longer
deteriorates with time.

Aceasta banda magnetica a fost revolutionara,
deoarece pe ea se puteau inregistra date
audio, film sau chiar date informatice.
Aparuta in public in 1963, caseta audio a
oferit un mediu de stocare mic ca dimensiuni
dar mai mare ca si timp de inregistrare.

in anul 1985 CD-ul a inceput séa fie folosit
pentru inregistrari si stocari de date pe lunga
durata.

In 1993, cand a aparut formatul digital de
MP3, a fost creat si primul player audio.

In zilele noastre, avem parte de medii de
stocare fizice si digitale din ce in ce mai
mari, care ne permit sa pastram orice tip de
informatie pe o perioada nedeterminatd de
timp, deoarece acestea nu se maideterioreaza
odata cu timpul.



6. Digital Audio Software

With the arrival and development of computers,
the audio field has also taken the step into
digital. There have been programs to play
audio files of different formats and different
characteristics, such as the MP3 format, which
is the most popular. It is a multimedia audio
format, compressed, which aimed to preserve
as much audio data as possible, but take up as
little space as possible.

Programs for recording, editing and creating
audio began to develop in 1983, when the
standard MIDI communication protocol made
it possible to connect between a keyboard and
a computer. As a result, in 1985, the sound
engineer Karl Steinberg (1952-p.) released the
first program that offered 16 channels of MIDI
recording and editing “Commodore 64”.

The first audio recording program appeared in
1989, produced by the company Digidesign,
called Sound Tools (Fig. 10.). This was the first
program that allowed you to record two audio
channels, cut them, and copy them wherever
you want without affecting the original recording.
Until that time, this was only possible physically
with magnetic tapes.

File Edit Tools OSP  PlayList Display Setup

CD City 15 Sec. Spot

—

Fig. 10. Sound Tools

A year later, the first program appeared that
allowed the use of audio and MIDI files at the
same time.

Probably the biggest change occurred in 1991,
when Digidesign launched Pro Tools (Fig. 11.),
the most popular and professional program,
which with the related updates it is still used
today.

In 1992, Steinberg also made a major change,
adding to the software the possibility of musical
notation and maintaining the possibility of using
16 channels simultaneously while Pro Tools was
still limited to 4 channels.

6. Programe Audio

Odata cu aparitia si dezvoltarea calculatoarelor,
domeniul audio a facut si el pasul in digital. Au
aparut programe de redare a fisierelor audio,
de diferite formate si diferite caracteristici, ca
de exemplu formatul MP3, care este cel mai
cunoscut. Este un format audio multimedia,
comprimat, care a avut ca scop pastrarea cat
se poate de mult a datelor audio, dar care sa
ocupe cat mai putin spatiu.

Programele de inregistrari, editare si creare de
audio au inceput sa se dezvolte in anul 1983,
in momentul in care protocolul standard de
comunicare MIDI a facut posibila conectarea
intre o claviatura si un calculator. Asta a
facut ca in anul 1985, inginerul de sunet Karl
Steinberg (1952 — p.) a lansat primul program
care oferea 16 canale de inregistrare si editare
MIDI “Commodore 64”.

Primul program de inregistrare audio a aparut
in 1989, produs de firma Digidesign, numindu-
se Sound Tools (Fig. 10.). Acesta a fost primul
program care iti permitea sa inregistrezi doua
canale audio, pe care sa le tai, si sa le copiezi
oriunde doresti fara sa afectezi inregistrarea
initiala. Pana la acel moment, acest lucru era
posibil doar fizic cu benzile magnetice.

Fig. 11. Pro Tools

Un an mai tarziu a aparut primul program care
permitea utilizare fisierelor audio si MIDI in
acelasi timp.

Probabil cea mai mare schimbare s-a produs in
1991, cand Digidesign a lansat Pro Tools (Fig.
11.), cel mai popular si profesional program
care, cu actualizarile aferente, este folosit si in
Ziua de astazi.

In 1992, Steinberg produce si el o schimbare
majora, adaugand programului posibilitatea de
notatie muzicala si mentine posibilitatea de a
folosi 16 canale simultan in timp ce Pro Tools
era inca limitat la 4 canale.




In 1996 the last major change takes place,
which will help the software to evolve and
become more interesting and complex.
Namely, the appearance of VST (Virtual Studio
Technology), which allows simulating any
synthesizer or physical effect. Therefore this
push on audio programs led to the possibility
of reproducing all devices that existed until
that time.

At the moment , thanks to the audio programs
we have audio surround, the possibility to
record anything we want at any time up to
512 channels simultaneously and edit to our
preferences.

7. Conclusions

Thanks to the evolution of the audio field, today
we can enjoy music in any environment and at
any time we want. We can communicate with
a person from anywhere instantly or record
the moments spent with loved ones audio too,
not just video.

Any book can be recorded audio, any
instrument or a multitude of instruments
recorded and transformed into sound waves,
due to the evolution of sound programs.

With the possibility of recording sounds and
transforming vibrations into electrical audio
signals, the world has changed!
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n anul 1996 are loc ultima schimbare majora,
care va ajuta programele sa evolueze si sa
devina tot mai interesante si mai complexe.
Anume, aparitia VST-urilor (Virtual Studio
Tehnology), ceea ce permite simularea
oricarui sintetizator sau efect fizic. Prin urmare
aceasta implementare asupra programelor
audio a dus la posibilitatea de a reproduce
toate dispozitivele care au existat pana in acel
moment.

In momentul de fata, datoritd programelor
audio avem parte de sunet de film inconjurator
(surround), posibiliatetea de a inregistra orice
ne dorim in orice moment pana la 512 canale
simultan si de a le edita dupa preferintele
noastre.

7. Concluzii

Datorita evolutiei domeniului audio, astazi ne
putem bucura de muzica in orice mediu si in
orice moment ne dorim. Putem comunica cu
0 persoana de oriunde, aproape instantaneu
sau ne putem inregistra momentele petrecute
alaturi de cei dragi si audio, nu doar video.
Orice carte poate fi inregistrata audio, orice
instrument sau o multitudine de instrumente
inregistrate pot fi transformate in unde sonore
datorita evolutiei programelor de sunet.
Odata cu posibilitatea Tnregistrarii sunetelor
si tranformarii vibratiilor in semnale audio
electrice, lumea s-a schimbat!
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1. Introduction

Humanity has been and is in a continuous
development, a fact that can be attested by
specialists who deal with the study of human
evolution, from its origins until now. Although
in human history a culmination of human
development is the “steam engine” developed
by James Watt (b. 19 January 1736, Greenock,
United Kingdom - d. 25 August 1819, Heathfield
Hall, United Kingdom), in 1769, | think that a
much more important moment is the appearance
of the first computer.

That is why | want to present the evolution of
computers, but also of programming languages,
in order to establish a chronology of the
developers of communication networks in the
21st century. Thus, | will carefully analyze the
way in which “Facebook” was noticed in our
society, but also how calculations developed.

2. Computers. From the origin.

The era of modern electronics shows an alert
development even before the Second World
War, a period in which the electronic components
of that time (relays, resistors, capacitors, coils,
and electronic vacuum tubes) found their use in
various electronic devices.

After World War 11, the first electronic computers
were made. The first electronic computer, ENIAC
(Electronic Numerical Integrator and Computer)
(Fig.1.), was built in the USA.

Faculty of Electrical Engeneering and

Modern communication

Retele moderne de
comunicare.
“Facebok” - o inovatie
dorita?

1. Introducere

Omenirea afost si este intr-o continua dezvoltare,
fapt ce poate fi atestat de specialistii ce se ocupa
de studiul evolutiei umane, de la origini si pana
in prezent. Desi in istoria omenirii un punct
culminat in dezvoltarea umana il constituie
“‘motorul cu aburi” dezvoltat de James Watt (
n. 19 ianuarie 1736, Greenock, Regatul Unit—d.
25 august 1819,Heathfield Hall, Regatul Unit),
in anul 1769, eu cred ca un moment mult mai
important este dat de aparitia primului computer.
De aceea, in continuare vreau sa prezint evolutia
computerelor, dar si a limbajelor de programare,
pentru a stabili o cronologie a dezvoltarii retelelor
de comunicare din secolul XXI. Astfel, voi analiza
cu atentie si modul in care “Facebook” s-a facut
remarcat in societatea noastra, dar si cum s-au
dezvoltat calculatoarele.

2. Calculatoarele. De la origini

Era electronicii moderne prezinta o dezvoltare
alerta nca de dinainte de cel de al doilea
razboi mondial, perioada in care componentele
electronice ale acelei vremi (relee, rezistoare.
condensatoare, bobine, si tuburi electronice
cu vid ) si-au gasit o larga utilizare in diverse
aparate electronice.

Dupa al doilea razboi mondial, s-au fabricat
si primele calculatoare electronice. Primul
calculator  electronic, ENIAC  (Electronic
Numerical Integrator and Computer) (Fig.1.), a
fost construit in SUA.

Fig. 1. ENIAC Computer




He combined, for the first time, the high speed
of electronic components with the possibility of
programming more complex problems. In the
early 1950s, electronic tubes were replaced
by bipolar transistors. Their use has helped
to produce new electronic devices, such as
computers.

Computers began to be used at full intensity
with the advent of the third generation.
These devices operated on the basis of
the integrated circuit by Jack St. Clair Kilby
(November 8, 1923 - June 20, 2005) and
Robert Noyce (December 12, 1927 - June 3,
1990), technology that helped the subsequent
invention of the microprocessor (Fig. 2.). The
microprocessor, in turn, led to the development
of microcomputers (Fig. 3.).

El a imbinat, pentru intaia oara, viteza mare
a componentelor electronice cu posibilitatea
programarii problemelor mai complexe. La
inceputul anilor 1950, tuburile electronice au fost
inlocuite de tranzistoarele bipolare. Utilizarea
acestora a ajutat la producerea de noi dispozitive
electronice, de exemplu, calculatoare.
Calculatoarele au inceput sa fie folosite la
intensitate maxima odata cu aparitia generatiei
a treia. Aceste dispozitive functionau pe baza
circuitului integrat de catre Jack St. Clair Kilby (
8 noiembrie 1923 - 20 iunie 2005) si de Robert
Noyce ( 12 decembrie 1927 - 3 iunie 1990),
tehnologie care a ajutat la inventarea ulterioara
a microprocesorului (Fig.2.) . Microprocesorul,
la randul sau, a condus la dezvoltarea
microcalculatoarelor (Fig. 3.).

Fig. 2. Microprocessor

With the mass implementation of personal
computers and the massive use of
microprocessors in  various electronic
systems, microelectronics have established
themselves through fourth  generation
systems and devices that determine the
development of the information society based
on knowledge.

The evolution of computing technologies has
had an indisputable and massive growth. For
50 years, since the invention of integrated
circuits, the growth rate of performance has
been exponential, the computational speed
doubling every 18 months.

The evolution of integrated circuit
manufacturing technologies is unique in
the history of modern industry. Thus, the
field of nanotechnologies is just beginning,
but it promises extraordinary technological
achievements, the rate of discoveries being
constantly accelerating. It is anticipated that
in about 7-10 years it will be possible to build
functional digital nano-circuits. [1].

Fig. 3. Microcomputer

Odata cu implementarea in masa a
calculatoarelor personale si folosirea masiva
a microprocesoarelor in diverse sisteme
electronice, microelectronica s-a impus prin
sisteme si dispozitive de generatia a patra care
determina dezvoltarea societatii informationale
pe baza de cunoastere.

Evolutia tehnologiilor de calcul a avut o crestere
incontestabila si masiva. Timp de 50 de ani, de la
inventarea circuitelor integrate, rata de crestere
a performantei a fost una exponentiala, viteza
de calcul dublandu-se la fiecare 18 luni.

Evolutia tehnologiilor de fabricare a circuitelor
integrate este unica in istoria industriei moderne.
Astfel, Domeniul nanotehnologiilor este abia la
inceput de cale, dar promite realizari tehnologice
extraordinare, rata descoperirilor fiind in continua
accelerare. Se anticipeaza ca in circa 7-10 ani
sa se poata deja construi nano-circuite digitale
functionale. [1].



3. What is Facebook?

Facebook (Fig. 4.) is an Internet-based social
networking website, created by Mark Zuckerberg
(May 14, 1984) in 2004 to provide the opportunity
to contact other people, known or not. Currently,
Facebook is one of the most widespread social
networks in the world. In November 2015, this
site had about 1.44 billion. members all over
the planet. Appreciated as the second largest
social site in the world, according to the number
of logins, Facebook is part of the phenomenon
called Web 2.0.

Originally created at Harvard, USA, Facebook
was originally a closed-circuit social network
created for university students; later, this site
opened to other universities in America. At
first, the verification of university membership
was done by e-mail of the student, but since
September 2006 the network has been open to
all.

3. Ce este Facebook?

Facebook (Fig. 4.) este un site web de tipul
retelelor de socializare pe baza Internetului,
creat de catre Mark Zuckerberg ( 14 mai 1984)
in anul 2004 pentru a oferi posibilitatea de a
contacta alte persoane, cunoscute sau nu. In
momentul de fata, facebook este una dintre cele
mai raspéandite retele de socializare din lume.
In noiembrie 2015, acest site avea circa 1.44
miliarde de membri membri pe toata planeta .
Apreciat ca fiind al doilea site social mondial,
dupa numarul de logari, facebook face parte din
fenomenul denumit Web 2.0.

Creat initial la Harvard, SUA, facebook era la
origine o retea sociala ce avea circuit inchis,
creata pentru studentii universitati; mai tarziu,
acest site s-a deschis si altor universitati din
America. La inceput verificarea apartenentei la
universitate se facea prin e-mail-ul studentului,
dar din septembrie 2006 reteaua a fost deschisa
tuturor.

Fig. 4. Facebook symbol

4. Facebook and academic performance
There is talk of a change brought by today’s
young people - often called digital natives - in
terms of their ability to process multiple channels
of information simultaneously. Unfortunately, for
proponents of this position, there are a lot of
documents that refer to the negative effects of
trying to process different streams of information
at the same time that show that such behavior
increases study time.

5. Conclusions

In conclusion, Facebook is a social network in
continuous development, capturing more and
more people’s attention. Starting from a minimal
idea, the social network Facebook has become
known today by almost everyone and accessed
by millions of users daily.

4. Facebook si performanta academica

Se vorbeste despre o schimbare adusa de catre
tinerii zilelor noastre - adesea denumiti nativi
digitali - in ceea ce priveste capacitatea lor de a
procesa simultan mai multe canale de informatii.
Din nefericire, pentru sustinatorii acestei pozitii,
existd o multime de documente ce fac referire
la efectele negative ale incercarii de a procesa
in acelasi timp diferite fluxuri de informatii care
arata ca un astfel de comportament duce la
cresterea timpului de studiu .

5. Concluzii

In concluzie, Facebook este o retea de socializare
in continua dezvoltare, acaparand din ce in ce
mai mult atentia oamenilor. Pornita de la o idee
minimala, reteaua de socializare Facebook a
ajuns astazi cunoscuta in aproape toata lumea
si accesata de milioane de utilizatori zilnic.




| believe that this social network will continue
to develop, bringing various innovations and
improvements to the convenience of the user.

Above all, Facebook is not just an innovation,
a website like any other. Facebook helps us
to feel close to our loved ones, to discover
different events, and in a society that is more
active online than face to face, Facebook helps
us see the smiles of the loved ones, who are
not close to us.
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Eu cred ca aceasta retea de socializare se va
dezvolta in continuare, aducand diferite inovatii
si imbunatatiri, spre comoditatea utilizatorului.
Tind a crede ca Facebook va aduce in continuare
milioane de utilizatori.

Mai presus de toate, Facebook nu este doar o
inovatie, un site web ca oricare altul. Facebook
ne ajuta sa ne simtim aproape de cei dragi, sa
descoperim diferite evenimente, iar in cadrul
unei societati care se afla mai mult in online,
decét fata in fatd, Facebook ne ajuta sa vedem
zambetele persoanelor dragi, care nu sunt insa,
aproape de noi.

[1] : Modern physics and technologies, Chisinau, vol. 7, nr. 3-4, 2009 V. Canter, S. Sigianu,

T. Sisianu
[2]: Computers in human behavior

Volume 26, number 6, November 2010, pages 1237-1245
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Fig. 2: https://buradasilviu.wordpress.com/2014/01/07/microprocesorul/
Fig. 3: http://ci-tic.blogspot.com/2014/10/microcalculatoare.html

Fig. 4: https://brandpalettes.com/facebook-colors/
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