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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



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



Content 
Suppliers

ά! tŜǊŦŜŎǘ {ǘƻǊƳέ 5ǊƛǾŜǎ !ŘƻǇǘƛƻƴ ƻŦ aƻōƛƭŜ [ŜŀǊƴƛƴƎ

Product
s

Smarter 
Devices & 
Browsers

Innovative 
User 

Interfaces

3G and Wi-
Fi Networks

Large Growing 
User 

Demographic

tƻǿŜǊŦǳƭ h{Ωǎ ϧ 
Applications

US Mobile 
Learning 
Adoption 

Technology 
Suppliers

Service 
Suppliers

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

Ambient Insight 2007



Japan and 
South Korea

Western 
Europe

United 
States

2007

2012

VoiceData

Japan and 
South Korea

Western 
Europe

United 
States

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

2G GSM GPRS

ZigBee

DECT

2.5G EDGE

3G UMTS

WiMAX 
802.16x

UWB
802.15x

Bluetooth
802.15x

3G MediaFLO OFDM 
802.20x

Wi - Fi
802.11x

3G HSDPA

4G 
Deployed in the US 

by 2010 - 2012

RFID

NFC

3G EV - DO

W - PANs
Wireless 

Personal Area 
Networks

W - LANs
Wireless 

Local Area 
Networks

W - MANs
Wireless 

Metropolitan 
Area 

Networks

W - GANs
Wireless Global 
Area Networks
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The US Market for Mobile Learning Products and Services: 2006-2011 Forecast and Analysis

Ambient Insight 2007



!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

2002       2003       2004      2005      2006      2007     2008       2009       2010       2011
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1st Generation
Desktop Self-paced 
eLearning

2nd Generation
Desktop Real-time 
Collaboration-based 
Learning 

Wired Broadband  Virtual 
Classrooms

3rd Generation Handheld 
Mobile Learning Era 
Begins

On 3G and Fixed Wireless 
Broadband

Mobile Collaboration 

Device-embedded and         
Location-based Learning          

Handheld Decision Support 
and Performance Support

4th Generation
Identity-based 
Learning and 
Universal Access to 
Personalized 
Learning

On 4G Backbone

Global Brands

TelePresence

Semantic Web

AI-based Learning 
Emerges

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

Presence

Role 
Aware Device 

Aware

Intelligent 
Asymmetric 

Collaboration

Identity Management 
Technology

Virtual 
Labs

Remote 
Access

App 
Sharing

Video over Internet Technology (VoIP2)

Voice over Internet Technology (VoIP1)

Messaging 
Technology

IM

Chat

Polling

VoIP

Automated 
Translation

Transcription Close 
Captioning

Voice UI

Multi -
Video Panes

Streaming 
Media

3D Rooms

Virtualization Technology

eMail

Tele
Presence

Social 
Network 
Analysis

White 
Boarding

Unstructured 
Information 

Management

Real-time 
Collaboration-

Based Learning in 
Rich Client

2004          2005          2006         2007          2008          2009

Massively 
Distributed 

Mobile 
Collaboration

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

Ambient Insight 2007





Examples



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



Ramkhamhaeng University - Thailand

ÅStreaming video files

Å80 courses for 1st and 2nd year 
students

ÅSpecial rate for unlimited usage 
per month

ÅFirst university in Southeast Asia 
to offer mobile learning classes

ÅWill port all courses to the 
mobile platform

ÅUsing SMS for alert messages 
about exam results, study dates 
and examination times

Dr Suchart Kittanasearee, director of 
Ramkhamhaeng University's Computer 
Institute, shows an m-learning course. 
The courses allow students to access 
lessons anywhere via DTAC's GPRS 
network. 
τKOSOL NAKACHOL





C-Shock Mobile Game

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



Assessment and Learning in Practice 
Settings (ALPS)

Å9,000 students

Å16 subjects

ÅAssess competencies

ÅEncourage reflection

ÅCapture evidence of 
achievement

ά5ŜǾŜƭƻǇƛƴƎ ŎƻƳǇŜǘŜƴŎŜ 
and confidence in a 
practice setting is vital for 
students training for a 
career in health and social 
care because there is a 
wide range of general and 
specific skills that can only 
be developed in the clinic, 
ƘƻǎǇƛǘŀƭ ƻǊ ǿƻǊƪǇƭŀŎŜΦέ

Rob Arnstsen



EU m-Learning Project

http://web.archive.org/web/*/http://www.m -learning.org/



Key Findings
ÅLearners more enthusiastic about learning

Å80% felt mobile learning games could help 
reading or spelling; 78% felt could improve 
math

ÅAn iterative approach to development is best, 
and developing learning materials specifically 
for mobile learning is better than re-using 
materials developed for delivery to a PC



Pocket SCORM
TamkangUniversity, Taiwan



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




ChinesePod

Å5 million downloads

Å20,000 visits per day

ÅUp to 15 minutes

ÅPodcasts free

ÅSubscription charges for 
services
ïTranscripts

ïFlash-based teaching 
materials



Chinese Vocabulary Lesson

Spanish 
Dialog

Language and Culture on iPod
ÅArabic

ÅChinese

ÅRussian

ÅSpanish

Arabic
Assessment



iPods in Baseball

ÅPitchers review batters 
videos

Å "It's a good way to 
refresh yourself on how 
ȅƻǳ Ǝƻǘ Ǝǳȅǎ ƻǳǘΦά

Å "It's an amazing 
concept." 



Audio Tours for Portable Digital Players

ÅMuseum tours

ÅDownload to iPod

ÅReceive discount

http://www.podtrip.com/english.html



Video iPods Deployed
for Training

ά¢Ƙƛǎ ƳŜǘƘƻŘ ƻŦ ǘǊŀƛƴƛƴƎ ǿƛƭƭ ŀƭƭƻǿ ŦƻǊ ŎƻƴǘƛƴǳƻǳǎΣ 
easily adapted and spontaneous training at a 
comparatively low cost. The video iPods will 
communicate and reinforce key messages and skills, as 
well as provide hotel managers the ability to implement 
continuous coaching in a non-invasive manner. The 
ǾƛŘŜƻ ƛtƻŘΩǎ ǇƻǊǘŀōƛƭƛǘȅ ŀƴŘ ǳǎŜǊ-friendly technology 
helps us provide ongoing updates that can be 
ŘƻǿƴƭƻŀŘŜŘ ǊŜŀŘƛƭȅ ōȅ ƻǳǊ ƘƻǘŜƭǎΦέ



podclass.co.uk/



English Gym

http://www.jp.sonystyle.com/Nws/Mob/index.html



Augmented Reality



Mad City Murder: Augmented Reality Scientific Role Play 
Environments

Affordances of PDA
(Klopfer, Squire & Jenkins, 2002)

Portability

Social interactivity

Context sensitivity

Connectivity

Individuality

Kurt Squire
Mingfong Jan

ά¸ƻǳ ƪƴƻǿΣ ƛǘ ƛǎ ƻŦǘŜƴ 
extremely hard to tell if 
someone died of  an accident, 
homicide or suicide when it 
comes to drowning. 

The police found no solid 
ŜǾƛŘŜƴŎŜ ƻƴŜ ǿŀȅ ƻǊ ǘƘŜ ƻǘƘŜǊΦέ


