Topic 11: Digital applications Do l understand how to...

:’

e describe the main features of gaming applications,
simulations and mobile phone applications and how
they can be used to support the following:

— education and training;

— social interactions;

— work practices;

* evaluate the impact of the following digital
applications on our everyday lives:

— online banking;

= online training;

— e-commerce.
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Many companies can no longer afford to pay people to train their staff in using
technology and the associated applications they require for their job.

Describe two advantages of using online training
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6 Selling goods and services commercially via the Internet has transformed the
way individuals shop.

Describe three different disadvantages for customers associated with
shopping online.
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