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Mobile Devices

Åaƻǎǘ ƻŦ ǳǎ ƘŀǾŜ ƻƴŜΧ

Å²Ŝ ǘŀƪŜ ƛǘ ŜǾŜǊȅǿƘŜǊŜΧ

ÅLǘΩǎ ŀƭǿŀȅǎ ƻƴΧ

ÅLǘΩǎ ƛƴŎǊŜŘƛōƭȅ ǇǊƛǾŀǘŜΧ

ÅLǘΩǎ ƛƴŎǊŜŘƛōƭȅ ǎƻŎƛŀƭΧ

ÅLǘΩǎ ŀōƻǳǘ ŎƘƻƛŎŜǎΧ



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/ 


