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Technologies to Watch

Time-to-Adoption Technology

One Year or Less
User-Created Content

Social Networking

Two to Three Years
Mobile Phones

Virtual Worlds

Four to Five Years

New Scholarshipand Emerging Forms of 
Publication

Massively Multiplayer Educational Gaming



The Horizon Report ς2007 Edition

Executive Summary
άMobile phones are fast becoming the gateway to 
our digital lives. Feeding our need for instant access, 
mobile phones are our constant companions and 
offer a connection to friends, information, favorite 
websites, music, movies, and more. From 
applications for personal safety, to scheduling, to 
GIS, photos, and video, the capabilities of mobile 
phones are increasing rapidly, and the time is 
approaching when these little devices will be as 
much a part of education as a bookbagΦέ



The Horizon Report ς2007 Edition

Executive Summary

άHigher education is facing a growing expectation 
to deliver services, content and media to mobile and 
personal devices. The expectation of anytime, 
anywhere access has not diminished. We are 
beginning to see examples of university services and 
content delivered to mobile phones, and this trend 
will increase as students put pressure on campuses 
to offer meaningful content via mobile devices.έ



The Horizon Report ς2007 Edition

Executive Summary

άaƻōƛƭŜ phones, to name just one example, are 
very different tools to students than to faculty; 
rather than being mere tools for voice 
communication, these devices store music, 
movies, and photos, keep students in touch with 
their friends by text and voice, and provide 
access to the wider world of the Internet at any 
ǘƛƳŜΦέ



Tablet PC

Define Mobile

Laptop Cell Phone
Micro PC

Player
(Audio / Video)

Handheld / 
PDA  

Game Device
Wearable or 
Combination 

(e-book reader 
/ USB Drive)





Word Associations ~
Learning...

Åcuriosity

Åopenness

Åseeking understanding

Å long-term

Åmaking connections

Å fun

Åongoing

Å in unlikely places

Åat unlikely times

Åsurprise ~ AHAs!

Åactive

Åsocial

Å interactive

Ånecessary

Åhuman

Åplayful

Å immersion

Åanywhere

Åany time

Ådelight

Langan / IDD / FVTC



A Description (not a Definition) ~ 
Learning is... 

Åan active verb.
Åthe act of openly seeking to understand...of 

becoming able to do...and of sharing with others 
to expand our perspectives...
Åthe act of making connections between what we 
ƪƴƻǿ ŀƴŘ ǿƘŀǘ ǿŜ ŘƻƴΩǘ ƪƴƻǿΦ 
Åan action that requires our full attention and 

involvement.
Åan act of seeking new knowledge and skill that 

often engages us when we least expect it to, and 
in so doing, delights us.

Langan / IDD / FVTC



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



Five Moments of Learning Needs

1. When Learning for the First Time

2. When Wanting to Learn More

3. When Trying to Remember

4. When Things Change

5. When Something Goes Wrong 

Conrad Gottfredson



Potential Discussion Topics 

ÅIndustry status and 
directions
ÅExamples
ÅTools
ÅHardware
ÅFuture
ÅManagement 

considerations
ÅOpportunities
ÅResources



Mobile Devices

Åaƻǎǘ ƻŦ ǳǎ ƘŀǾŜ ƻƴŜΧ

Å²Ŝ ǘŀƪŜ ƛǘ ŜǾŜǊȅǿƘŜǊŜΧ

ÅLǘΩǎ ŀƭǿŀȅǎ ƻƴΧ

ÅLǘΩǎ ƛƴŎǊŜŘƛōƭȅ ǇǊƛǾŀǘŜΧ

ÅLǘΩǎ ƛƴŎǊŜŘƛōƭȅ ǎƻŎƛŀƭΧ

ÅLǘΩǎ ŀōƻǳǘ ŎƘƻƛŎŜǎΧ



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
Å Bangladesh

Å Cambodia

Å Indonesia

Å Lao People's 
Democratic 
Republic

Å Micronesia

Å Mongolia

Å Nepal

Å Pakistan

Å India

Å Philippines

Å Sri Lanka

Å Thailand



E-Books


