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	Resumo

	The Numina Project is a mobile learning environment designed to foster collaboration among students, and between students and faculty, in a virtual learning community. Com o uso de handhelds, o projeto desenvolveu uma série de aplicativos bastante interessantes. Um dos mais populares foi o Student Response System (SRS), pelo qual estudantes utilizavam estes computadores para responder a perguntas feitas pelos seus instrutores e as mesmas apareciam para toda a turma ver anonimamente.

Com o uso de PPCs, é permitida uma maior liberdade nos tipos de respostas possibilitando, por exemplo, uso do Macromedia Flash. Os estudantes também tinham acesso a outras aplicações do Pocket PC como Pocket Word, Pocket Excel, GraphData, Pocket Internet Explorer, uma calculadora científica, Pocket HyperChem, um e-textbook, e uma tabela periódica interativa.

O estudo descobriu uma série de incômodos devido as limitações de hardware e software de um PPC. Estudantes, por exemplo, não podiam confiar em imprimir para uma impressora local, tinham problemas em passear pelos aplicativos abertos, compartilhar documentos só por e-mail. O software de aquisição de informações também limitou o que os estudantes podiam coletar e compartilhar. Submissões eletrônicas também trouxeram desafios para os instrutores incluindo uma maneira de armazenar, acessar, dar notas e retornar arquivos para os estudantes.
Currently, computing services can be broadly categorized as either disaggregated or aggregated. Disaggregated services include individual protocols, portals, or applications such as the Web and Word. Above this layer of services are aggregated services—multiple-service protocols that typically require a common login, such as e-learning systems. We propose to add atop the aggregated services layer a new integrated services layer to support multiway communications, teamwork, rich data sharing, and personalized application-level access controls.
The Mobile Learning Environment (MLE) will support a 24/7 virtual learning community that is flexible, easy to use, and conducive to all types of communication including personal interaction, presentations, group tutoring, seminars, workshops, study groups, and lectures. The MLE software architecture has five key objectives: Support for multiple devices and platforms, Client-side runtime model, Comprehensive component integration, Rich data sharing, and Component reusability.
Alguns aplicativos já foram terminados pela equipe do projeto. People Finder lets users determine

the location of another user connected to the wireless network. Classroom Roster allows faculty and

students in a common course to easily contact and communicate with one another. File transfer

sends files from the local device to other devices or to any device from the remote server. People

locates users logged into the system. Classroom andcourse launches various communications options

including text, audio, video, and whiteboard and supports one-to-many, many-to-one, and one-toone

communication. Services supports printing, location-aware services, software updates, alert services,

user-profile editing, and MLE version and copyright information.
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