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 "وعرفان شكر"
 
 

 الدكتور الى والتقدير والعرفان الشكر خالص اقدم
 على اشرف الذي عكلة الصاحب عبد رحيم

  ومساعدة معلومات من لي قدمه وما هذا بحثي
 .هذا بحثي انجاز في كثيرا اعانتني ومصادر

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 االهداء
 
 
 

 الصدر الحنون الى من يعجز اللسان والقلب عن اعطائها جزء بسيطالى 
 من حقها الى من سهرت الليالي ألجل راحتي

 "امي الحبيبة"
 
 

 الى من وقف الى جانبي وساندني وكان لي األخ والصديق قبل ان يكون لي األب 
 الى من له الفضل علي من بعد هللا سبحانه وتعالى

 "والدي العزيز"
 
 

 التي ال تنطفئ وتنير الطريق لطالب العلم في كل مكان والزهور التي عالشموالى 
 ال تذبل

 "اساتذتي االعزاء"
 
 

 الى رفاق درب علمي الى من شاركوني احلى ايام عمري
 الى اللذين يعز علي فراقهم الى اللذين ستظل صورهم

 في عيوني وذكرياتهم في حياتي
 "زمالئي االعزاء"
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Abstract 

     It could be argued that mobile learning (M-learning) is an approach to 

electronic learning (E-learning) that simply utilizes mobile device. 

       The  New technologies, new pedagogies project used a design based 

research approach in the creation and evaluation on pedagogies and their 

use in a range of higher education classes. These two chapters describes 

the findings of the project as a whole, and presents principles to inform 

the design of innovative learning environments employing mobile 

technologies in higher education learning environments. 

  

 

 

 

 

 

 

 

 

 

 

 



Chapter One 

1.1.Introduction 

          As  the  title  suggests, mobile  learning does not  simply  amount 

to a different mechanism for delivering content to  learners,  it  represents  

an  emergent way of  thinking that  implies  a  paradigm  shift,  and  at  

the  very  least requires  new  design  strategies  based  on  source 

underlying learning theories. The inference here is that a paradigm shift 

occurs when a community as a whole accepts and practices the changes it 

brings. 

        The  paradigm  shift  is  due  not only to the unique design 

constraints and opportunities of  mobile  devices,  but  also  by  the  

promise  of  “ anywhere,  anytime”  learning  that  mobile  devices enable.         

        Mobile learning represents a way to address a number of our 

educational  problems  devices such as smart phones and tablets enable 

innovation and help students, teachers, and parents gain access to digital 

content and personalized assessment vital for a post-industrial world. 

Mobile devices, used in conjunction with near universal 4G/3G wireless 

connectivity, are essential tools to improve learning for students. 

1.2.Problem statement  

    Wide diversity among mobile technologies represents a challenge for 

teachers and learners who wish to accelerate academic outcomes as well 

as the producers who seek to facilitate such learning.  

    So different mobile applications has been developed to make the 

learning easer and anyone can learn in anytime and anywhere, and in this 

way the problem of education has been solved. 

 



1.3.Aim of the project 

      This project is aimed to build S/W system to enable audiences 

(students) to accesses services and applications found on the intranet and 

internet  by using mobile technologies and its tools and applications  to 

enable learning anytime and anywhere . 

1.4. Literature Survey 

     Here some of researchers that are deals with the initiative of mobile 

learning early. 

CARLY SHULER :Ms. Shuler is a researcher, developer, and author in 

the children’s media and toy industry.1990 

 

(Joan Ganz Cooney Center) (informally, the Cooney Center) is an 

independent, non -profit, non-partisan research and innovation group 

founded by Sesame Workshop in order to advance 

children's literacy skills and foster innovation in children’s learning 

through.(1999) 

Mostakhdemin-Hosseini 

Business Manager/Construction Supervisor.(2005) 

Tummala: Dr. Rao Tummala is a Distinguished and an Endowed Chair 

Professor in Electrical and Computer Engineering and in Materials 

Science and Engineering at Georgia Tech.(2005) 

 

 

http://en.wikipedia.org/wiki/Sesame_Workshop
http://en.wikipedia.org/wiki/Literacy


Chapter Two 

2.1.Introduction 

      This chapter deals with Mobile Learning and how it is different  

from E-learning and why it is considered by many to be a natural 

extension of e-learning. 

 

2.2.Mobile Learning 

       Mobile learning is the ability to obtain or provide educational content 

on personal pocket devices such as PDAs, smartphones and mobile 

phones. Educational content refers to digital learning assets which 

includes any form of content or media made available on a personal 

device. 

       The use of mobile phones and other portable devices is beginning to 

have an  impact  on  how  learning  takes  place  in many  disciplines  and  

contexts including language learning.  Learners who are not dependent on 

access to fixed  computers  can  engage  in  activities  that  relate more  

closely  to  their current  surroundings,  sometimes  crossing  the  border  

between  formal  an informal  learning as shown in fig(1). 

 



 

                          Fig(1) Block diagram of the system. 

 

       Mobile learning involves the use of mobile technology, either alone 

or in combination with other information and communication technology  

(ICT), to enable learning anytime and anywhere. Learning can unfold in a 

variety of ways, people can use mobile devices to access educational 

resources, connect with others, or create content, both inside and outside 

classrooms.  

      Mobile learning also encompasses efforts to support broad 

educational goals such as the effective administration of school systems 

and improved communication between schools and families. 

 

 

 

 

 

 

 



2.3. Differentiating E-learning From Mobile Learning 

       E-learning has come to define any dissemination of educational 

knowledge over the Internet. This makes e-learning a subset of 

technology-based training. It also incorporates a number of learning 

activities conducted on the Internet, of which mobile learning is one part. 

       Many authors (e.g., Mostakhdemin-Hosseini and Tuimala, 2005) 

view mobile learning simply as the natural evolution of e-learning, which 

completes a missing component such as the wireless feature, or as a new 

stage of distance and e - learning (3). M-learning is often described as 

occupying a sub-space within the e-learning space,  

 which is in turn a sub-part of digital learning. 

     E-learning can be real-time or self-paced, also known as 

"synchronous" or asynchronous" learning.  

" Additionally, e-learning is considered to be “tethered ” (connected to 

something) and presented in a formal and structured manner. 

In contrast, mobile learning is often self-paced, un-tethered and informal 

in its presentation.  

 

    Because mobile devices have the power to make learning even more 

widely available and accessible, mobile devices are considered by many 

to be a natural extension of e-learning. 

 



Chapter Three 

 

3.1.Introduction 

      This chapter deals with The Objectives & Challenges in Mobile 

Learning in addition to The Applications used in Mobile Learning and 

Design principles for Mobile Learning . 

 

3.2.Objectives & Challenges in Mobile Learning  

     Mobile technologies possess educational potential for today’s 

generation akin to that of television some 40 years ago or so. Carly Shuler 

identifies the following key opportunities and challenges in mobile 

learning, which summarize arguments in the debate about mobile learning 

aptly. 

3.2.1.Objectives  

1.Encourage ‘anywhere, anytime’ learning 

     Mobile devices allow students to gather, access, and process 

information outside the classroom. They can encourage learning in a real-

world context, and help bridge school, after school, and home 

environments.  

2.Reach underserved children 

     Because of their relatively low cost and accessibility in low-income 

communities handheld devices can help advance digital equity, reaching 

and inspiring populations ‘at the edges’ – children from economically 

disadvantaged communities and those from developing countries. 

3.Fit with learning environments  

    Mobile devices can help overcome many of the challenges associated 

with larger technologies, as they fit more naturally within various 

learning environments.  



4.Enable a personalized learning experience 

     Not all children are alike, instruction should be adaptable to individual 

and diverse learners. 

 

3.2.2.Challenges 

1.Negative aspects of mobile learning 

    Cognitive, social, and physical challenges must be surmounted when 

mobile devices are incorporated into children’s learning.   

Disadvantages include: the potential for distraction or unethical behavior, 

physical health concerns, and data privacy issues  

2.Cultural norms and attitudes 

    Though many experts believe that mobile devices have significant 

potential to transform children’s learning, , parents and teachers 

apparently are not yet convinced.   

3.No mobile theory of learning   

    Currently, no widely accepted learning theory for mobile technologies 

has been established, hampering the effective assessment, pedagogy, and 

design of new applications for learning.  

4.Limiting physical attributes 

    Physical aspects of mobile technologies that may prevent an optimal 

learning experience include: restricted text entry, small screen size, and 

limited battery life. 

 

 

 

 

 

 



3.3.The Applications Used In Mobile Learning 

     Any time you ask someone something, or you choose to watch a video 

or listen to a podcast, you are creating a learning opportunity. If you do 

this via a form of mobile technology, it can be regarded as a very 

effective mobile e-learning experience. 

    Here are number of applications that we use in our daily life and  

Represent the m-learning:   

 

1. Social media 

    Over 50% of iPhone users to update online social    Networks to share 

experiences and expertise, like twitter, Facebook, etc. as shown in fig(2) 

 

Fig(2) Social media 

 

 

 



1. Searchable References 

     You could encourage learners to explore relevant information sources 

(like Wikipedia) or create    their own wikis shown in fig(3). 

 

                          Fig(3) Searchable References 

2. Checklists 

    You can encourage use of checklist apps and the   planning of tasks on 

their mobile devices shown in fig(4). 

 

                               Fig(4) Checklists 

 



3. Podcasts 

    You can easily get expertise shared via audio presentations 

from subject matter experts shown in fig(5). 

 

                                        Fig(5) Podcasts 

4. Video. 

    You can go that step further and create video presentations  

that you can share via public or private networks onto mobile devices 

shown in fig(6). 

 

fig(6)Video 



5. Audio books 

    Your learners can download complete audio books on mainstream 

training topics for improving their knowledge when travelling shown in 

fig(7). 

 

                  Fig(7)Audio books 

 

6. Books 

You can simply get manuals or guides out there as e-book shown in fig(8) 

 

                                   Fig(8)Books 



 

3.4.Design principles for mobile learning  

      From analysis of the data, the following characteristics are 

recommended for the incorporation of mobile learning into a higher 

education learning environment: 

1-Real world relevance: Use mobile learning in authentic contexts.. 

2- Explore: Provide time for exploration of mobile technologies    

3-Blended: Blend mobile and non-mobile technologies. 

4-Whenever: Use mobile learning spontaneously.  

5-Wherever: Use mobile learning in non-traditional learning Spaces. 

6-Whomsoever: Use mobile learning both individually and 

Collaboratively. 

7-Affordances: Exploit the affordances of mobile technologies. 

8-Personalise: Employ the learners’ own mobile devices. 

9-Mediation: Use mobile learning to mediate knowledge Construction.  

10-Produce: Use mobile learning to produce and consume Knowledge. 

 

 

 

 

 

 

 

 

 

 

 

 



 

3.5.principles to remember when designing mobile learning 

1.know the device(s) you are designing for. 

     Getting this agreed from the start will enable you to know your design 

limitations early on and will be invaluable when thinking specifically 

about learner interaction. 

2.Design with the smallest device firmly in mind. 

    When you are designing for multiple devices, you want the learning 

experience to be functional on each mobile device. 

3.know what is the suitable for your advice. 

     Consider whether or not using videos and/or audio will be a suitable 

option for your learners; you want to make the content as accessible and 

attractive as possible. 

4.keep it simple. 

     Stick to a design that your learners will recognize and that meets their 

expectations; you want the learning experience to be as intuitive as 

possible. . As with all training, keep the end user at the forefront of your 

mind. 

 

 

 

 

 

 

 

 

 

 
 



Chapter Four 

4.1.Introduction 

     In this chapter the Work on this project included two axes, the 

first axis included software and interfaces to communicate design 

with the customer, the second axis devoted to design relational 

databases for storage and retrieval information  for e-learning  and 

education when downloadable from Intranet or the Internet, where 

the system generates an interactive relationship between the system, 

the customer, and the database for e-learning and learning process as 

explains in the following sections.  ASP.net framework ,C sharp(C#), 

SQL languages are used to implemented the all activities of project. A 

simple site and user interface are built and relation DB was established.    

     From The principle of  learning by mobile we set up a site is accessed 

through your  mobile  browser or Internet-connected  devices in general 

which will facilitate access to resources and thus facilitates the learning 

process . 

 

 

 

 

 

 



4.2.Upload and Download Files into and from E-library 

 4.2.1.Creating the website  

First, build a Database and enter the connection to it as shown in 

fig(9).                                   

 
Fig(9)Determine of database fields. 

 

       Second, build a website application  and connect  it with the 

Database. 

      The website  application  will enable the user to uploading different 

books and files into the Database and  also downloading  it . 

 

 

 

 

 



     The database will automatically update after every process ,that's will 

expand  the process of learning and makes it more effective. 

 

 In fig (10) you can see the home page for the website.   

 
Fig(10) The home page for the website 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



After clicking Books & Files the browser will open as shown in fig(11) 

 
Fig(11) The page where you can upload files from your device or 

downloading  it. 

 

 

 

 

 

 

 

 

 

 

 

 



4.3.Creation of Loan Repayment calculator 

       There is another option in the home page of the website you can 

choose Loan Repayment calculator which is a web page  inherit from 

Mobile Page class which exists in System.Web.UI.MobileControls 

namespace.ASP.NET exposes a System.Web.Mobile namespace is for 

specifically to Web development. 

    Here we have created a mobile webpage that dedicated to mobile 

device. The page will show a loan repayment calculator and after passing 

valid parameter it will show repayment amount of a pricipal amount with 

terms and rate. 

 

     After clicking it, the browser will open and Emphasis on remote 

access to get to the website so as to afflict access remotely any site as 

shown in fig(12).                                            

 
Fig(12)The browser 

 



     Enter Amount, Term & Rate, Click on Repayment button in the screen 

as shown in fig(13). 

 
Fig(13) 

 
 

Finally you will get the result as shown in fig(14). 

 
Fig(14) The result. 

 
 
 

 

 

 

 

 

 

 

 

 



Conclusions: 

1-It is necessary to build database for storing information.  

2-Important to involve the user in the introduction of information into     

the database. 

3-Giving the user the option and make him participate of his information 

increases the learning opportunities. 

4-learning is a continuous process that cannot happen without the 

exchange of information and experiences. 
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