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New media:
native to computers.

‘websites

*mobile apps

svirtual worlds

emultimedia

scOmputer games
human-computer interface
scomputer animation
sinteractive computer
installations

Old media:
television, radio, and print media.

New media does not include:
television programs

feature films

*magazines

*books

unless they contain technologies
that enable digital generative or
Interactive processes.

Manovich, L. New Media from Borges to HTML [A]. In N. Wardrip-Fruin & N. Montfort (eds.) The New Media Reader [C]. 2003:13-25.

Teemu, L. Designing Learning Tools Methodological Insights [M]. 2010.
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Smart Education
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A Smarter Planet

Rudd, J., C. Davia, & P. Sullivan. Education for a smarter planet: The future of learning [OL].

http://www.redbooks.ibm.com/redpapers/pdfs/redp4564.pdf.
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Sykes, E. New methods of mobile computing: From smartphones to smart education [J]. 7echTrends, 2014(3):26-37.
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Understanding Quality of Learning in Digital Learning Environments of the Art and Research Needed

Individual characteristics of
students

- Students fresh out of school
vs. Adults returning to studies
- Biographical data

- Entry motives Learning
- Prior knowledge outcomes
= Conceptions of knowledge
- Conceptions of learning 5 i
- Disposition to understand for oneself E:gl;gg; e°f

- Change in disposition
to understand for
oneself

Student/environment interactions

- Perceived effects

Representations

- Goals
- Approaches to learning Behaviours
- Self efficacy .
- Perception of the digital learning - Self-regulation
environment strategies

Characteristics of digital learning
environment

- Degree of hybridization (HY-SUP)
-Degree of openness (GEODE)
- Degree of presence (GEPE)
= Posture in teaching
- Subject Area

Charlier, B., L. Cosnefroy, A. Jezegou, & G. Lameul.
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Fig. 2 Path analysis of relationships of mLearning adoption intention and pedagogical, social, and personal
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