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ÁExamples
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Á-ÏÓÔ ÏÆ ÕÓ ÈÁÖÅ ÏÎÅȣ
Á7Å ÔÁËÅ ÉÔ ÅÖÅÒÙ×ÈÅÒÅȣ
Á)ÔȭÓ ÁÌ×ÁÙÓ ÏÎȣ
Á)ÔȭÓ ÉÎÃÒÅÄÉÂÌÙ ÐÒÉÖÁÔÅȣ
Á)ÔȭÓ ÉÎÃÒÅÄÉÂÌÙ ÓÏÃÉÁÌȣ
Á)ÔȭÓ ÁÂÏÕÔ ÃÈÏÉÃÅÓȣ
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Tablet PC
Laptop Cell PhoneMicro PC

UMPC / MID

Player
(Audio / Video)

Handheld / 
PDA  

Game Device
Wearable or 
Combination 

(e-book reader 
/ USB Drive)
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ÁDeliver Education / Learning
ÁFoster Communications / Collaboration
ÁConduct Assessments / Evaluations
ÁProvide Access to Knowledge / Performance 

Support 
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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 
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