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System Utilization Promotion and Evaluation

Information Literacy and Digital Divide
Information Literacy: The ability to effectively use data and tools for problem-solving and other tasks.
Information Literacy Training: Education on what is necessary for one’s job (work) in terms of information literacy.

e.g.: Salespeople are educated on the skills necessary for their role.

"Sales” and "selling” have similar meanings but are slightly different:

Sales: Proposals from the company to encourage customers to buy. Selling: Purchases initiated by the customer.
Digital Divide: The gap in access to information between those who can use computers effectively and those who cannot.
Data Analysis
Big Data: Large and diverse sets of data - Used to discover new insights and support decision-making.

Data Scientist: A professional who analyzes large amounts of data to extract valuable information and insights.

BI Tool (Business Intelligence Tool): Software that supports decision-making in management and operations by analyzing and
visualizing large amounts of data owned by a company.

User Roles and IT Utilization

EUC (End-User Computing): When end-users create, manage, and use IT systems or applications on their own.

Gamification: The use of game-like elements such as points, badges, rankings, and rewards to motivate individuals to achieve goals
while enjoying the process.

Accessibility and Inclusion

Accessibility: Ensuring that people with various disabilities or limitations can access and use products, services, and environments
equally. This includes designing websites, software, and digital content to be usable by people with visual, auditory, or motor
impairments.

Inclusion: The practice of accepting, respecting, and enabling equal participation for all individuals within an organization or
society. This aims to ensure that everyone, regardless of gender, race, disability, age, religion, or sexual orientation, is treated
fairly and given the opportunity to participate.



