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Mobile Devices

Åaƻǎǘ ƻŦ ǳǎ ƘŀǾŜ ƻƴŜΧ
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ÅLǘΩǎ ŀƭǿŀȅǎ ƻƴΧ

ÅLǘΩǎ ƛƴŎǊŜŘƛōƭȅ ǇǊƛǾŀǘŜΧ
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Mobile Learning Is: 
ÅSometimes called m-learning~
ïlearning accomplished with the use of small, 

portable computing devices. 

ÅComputing devices may include: 
ïsmartphones

ïpersonal digital assistants (PDAs)

ïsimilar handheld devices. 

ïtablet and laptop computers (debatable)

ÅWireless two-way internet connection is 
assumed as an integral component. 

http://www3.telus.net/~kdeanna/mlearning/ 



Wikipedia Definition
M-learning is the term given to the delivery 
of training by means of mobile devices such 
as Mobile Phones, PDAs and digital audio 
players, as well as digital cameras and voice 
recorders, pen scanners etc. M-learners are 
seeking lessons in small, manageable formats 
that they can undertake when it suits them.

http://en.wikipedia.org/wiki/Mobile_learning



Market Stats

Å 236 mln wireless subscribers 
in the US in 2006

Å 25% of mobile phones shipped 
in 2011 to cost less than $20

Å 25% of young Americans do 
not have a landline

Å 252 mln cell phones sold in Q1 
2007

Å 27% of all new US cell phone 
subscribers went with Cingular 
in 2006, 27% - with Verizon

Å 3 bln mobile subscriptions by 
July 2007

Å 35% of US mobile phone 
owners use text messaging

Å 50% of kids 12-13 have cell 
phones

Å 500 mln cell phone accounts in 
China

Å 51% of mobile users interested 
in mobile TV

Å 50-70% of teens 12 to 14 have 
a cell phone

Å North America reached 93.2% 
wireless penetration in 2006

Å US premium SMS revenues 
reached $273 mln in Q1 2007









Mobile Learning Workshop

ÅBangladesh
ÅCambodia
Å Indonesia
ÅLao People's 

Democratic Republic
ÅMicronesia
ÅMongolia
ÅNepal
ÅPakistan
Å India
ÅPhilippines
ÅSri Lanka
ÅThailand



Mobility Future

"Mobile communications is once again changing even faster than 
many of us have predicted, and we are still far away from this 
being a mature market. The internet has transformed the way 
we live our lives and communicate with each other. The next 
wave of the internet will be to make it truly mobile, creating new 
ways for people to connect to others and find information from 
wherever they are." 

Nokia CEO and President,
Olli-PekkaKallasvuo



Who is the Buyer? 2006 - 2011 US Market for Mobile Learning 
Products and Services by Customer Segment

The US Market for Mobile Learning Products and Services: 2006-2011 Forecast and Analysis

Largest and Most Mature Market in 2006 is Higher Education but Other 
Markets Growing Faster

Total 2006 Mobile Learning 
Products and Services Market

Total 2011 Mobile Learning 
Products and Services Market

NOTE: Healthcare Not Broken Out in This 
Diagram

Ambient Insight 2007



What are They Buying? The Three Types of Mobile 
Learning Products and Services  

Content and Services Dominate the Total Market by 2011

The US Market for Mobile Learning Products and Services: 2006-2011 Forecast and Analysis

Dedicated Technology Shrinks as Mainstream Tools Begin to 
Support Mobile Formats 

Total 2006 Mobile Learning Market Total 2011 Mobile Learning Market

Ambient Insight 2007
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Ambient Insight 2007
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The Carrier Waves: In 2005 and 2006, 2.5G and 3G Cellular 
Networks Started Rolling Out in the US

The US Market for Mobile Learning Products and Services: 2006-2011 Forecast and Analysis

Ambient Insight 2007



The Carrier Waves: An Extraordinary Range of Wireless Technologies 
now support Handheld Mobile Learning
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!ƳōƛŜƴǘ LƴǎƛƎƘǘΩǎ 5ŜŦƛƴƛǘƛƻƴ ƻŦ aƻōƛƭŜ [ŜŀǊƴƛƴƎ tǊƻŘǳŎǘǎ

!ƳōƛŜƴǘ LƴǎƛƎƘǘΩǎ learning technology product taxonomy is based on pedagogy and 
information architecture principals. We track eight types of learning products, one of 

which is Mobile Learning. 

The US HealthcareMarket for Mobile Learning Products and Services: 
2006-2011 Forecast and Analysis

ÁEmergency medical decision support 
ÁClinical decision support
ÁEducational "podcast" services
ÁContent services
ÁMedical and healthcare reference
ÁMobile CME and exam prep

ÁHandheld decision support
ÁSoftware tools

ÁTechnology services
ÁContent services

ÁLocation-based learning
ÁDevice-embedded learning

ÁPackaged content

Mobile Learning Products Specific to 
Healthcare

Mobile Learning Products

Ambient Insight 2007

http://www.ambientinsight.com/Resources/Documents/AmbientInsight_Learning_Technology_Taxonomy.pdf


Trend: Web-based CME and Mobile CME Rapidly 
Cannibalizing Meetings and Events

É Traditional meetings and conferences declining by -14.6% (5-year CAGR)

É Web-based CME growing by 11.1% (5-year CAGR)

É Mobile-based CME growing by 39.7% (5-year CAGR)
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The US HealthcareMarket for Mobile Learning Products and Services: 
2006-2011 Forecast and Analysis

Ambient Insight 2007



Next-generation Learning Technology Trends: Mobile Learning 
Expands Reach of Learning Technology
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The US Market for Mobile Learning Products and Services: 2006-2011 Forecast and Analysis

Ambient Insight 2007



Mobile Learning and Real-Time Collaboration-based Learning Convergence: 
All Roads Lead to Mobility and Device-Independent Content
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Ambient Insight 2007



Examples



mLearning/ŀƴ .ŜΧ

ÅPerformance support

ÅReview

ÅSmall chunks

ÅStudy materials

ÅCoaching/mentoring

ÅAccess to information

ÅData collection

ÅAlways available

ÅLocation-based Learning

ÅDevice-embedded Learning

ÅHandheld Decision Support



Medical Schools

ÅReferences

ÅLectures

ÅNotes

ÅTracking



Mobile PanFlu Prep 

Å Interactive cell phone application

ÅPandemic flu preparedness info

ÅFree to download 
ïCingular

ïSprint

ïT-Mobile

Åwww.publichealthgames.com 



SonoSite

Video Refresher Modules
ïThe FAST Exam 

ïThe Aorta Exam 



Mayo Clinic InTouch
Å$2.99 a month

ÅFirst-aid tips

ÅWatch health videos

ÅFind the closest 
emergency room

ÅmyfoodPhone

ÅBones In Motion

ÅSkynetMD



"Green Book" 
reference material

ÅBiological Agents

ÅCodes of Conduct

ÅDecontamination

ÅDeployment Checklist

ÅMOPP Levels

ÅNBC Triage Categories 

ÅArthropod Protection

ÅSINCGAR Programming

ÅWeather Injuries (Heat 
and Cold Stress)

ÅProcessing Enemy's 
Prisoner of War



Unbound Medicine on iPhone

ÅContinually updated 

ÅSearch software

ÅHandy indexes

ÅCross-links

ÅRelated content
ïaŜŘƛŎƛƴŜ /ŜƴǘǊŀƭϰ

ïbǳǊǎƛƴƎ /ŜƴǘǊŀƭϰ

ï9ƳŜǊƎŜƴŎȅ /ŜƴǘǊŀƭϰ

ï!ƴŜǎǘƘŜǎƛŀ /ŜƴǘǊŀƭϰ

ïDavis's Drug Guide



Field Guides



C-Shock Mobile Game

Help international 
students cope with 
ΨŎǳƭǘǳǊŜ ǎƘƻŎƪΩ ŀƴŘ ǘƻ 
get accustomed to UK 
university life



Pocket SCORM
TamkangUniversity, Taiwan



Trans Asia Airways

ÅPocket SCORM

ÅTamkangUniversity

ÅPilot training



Other Successful Examples

ÅAgriculture

ÅJournalism

ÅSales training

ÅCorporate messages

ÅReference - "cheat" 
sheets

ÅReinforcement

ÅNew employee 
orientation

ÅBehavioral change



LǘΩǎ bƻǘ Wǳǎǘ ŀōƻǳǘ IŀƴŘƘŜƭŘǎ

ÅDuke University

ÅDrexel School of Ed

ÅGeorgia College and 
State University

http://www.apple.com/ipodnano/ads/480.html

