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	Report of a workshop by the Kaleidoscope Network of Excellence Mobile Learning Initiative

	Resumo

	This latest development brings new opportunities for the implementation of a wide range of new mobile services, as well as new roles when it comes to information providers and information consumers.
The rapid development of these latest technologies combined with access to content almost everywhere and every time, allows learners to experience new situations regarding learning in a variety of situations and not only in school settings. This latest view on technology-enhanced learning supported by wireless technologies and ubiquitous computing is referred to ubiquitous learning or u-learning.
All these possibilities of using mobile interactive multimedia and communication in educational settings offer innovative ways for supporting learning, collaboration and communication.
Exploring the issue

The innovative educational practice issue was first introduced having in mind the following

aspects:

Context. In which educational setting (formal or informal) the innovative educational practice will

take place.

Challenge. What is the challenge we are facing while trying to design innovative educational practices?

Scenario, activities and tools. Envisaging and designing a specific educational activity supported

by mobile technologies that illustrated innovative practice.

One of the main assumptions we considered as a point of departure for the activities of this session was the fact that in the coming 10 years, whether educators want it or not, more and more students will bring computing devices (with wireless communication) into the classrooms.
According to Carroll (2000), scenario-based design is a technique that seeks to exploit the complexity and fluidity of design by trying to learn more about the structure and dynamics of the problem under exploration. This is accomplished while trying to see the design situation in many different ways, and interacting intimately with concrete elements of it. The main purpose of the scenario is to provide a rich description of the interactions. Based on Carroll’s (2000)  recommendations, scenarios should have the following characteristics: setting, actors, goals or objectives and actions and events
Conclusions

the interplay between learning theories, design and educational usage plays a crucial role for  mobile technology adoption in educational settings. In order to design innovative educational practices it is necessary to take an integrative perspective to technology-enhanced learning where pedagogy and learning theory are the driving forces rather than mobile technologies. From this perspective, mobile technologies can be used as collaborative mindtools that help learners (both in informal and formal settings) to conduct activities and accomplish results that are impossible to achieve without these technologies.
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	Problema

	Which learning aspects and processes should be considered while designing new mobile

solutions? What new scenarios and applications will emerge?

	Objetivos

	

	Método 
	

	Citações

	

	Notas
	

	Procurar +

	The results produced by the different groups that participated in this workshop can be found at:

http://w3.msi.vxu.se/~mmilrad/Kaleidoscope/Milrads_session.zip
http://w3.msi.vxu.se/~mmilrad/Kaleidoscope/Milrad.pps
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