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Mobile learning — ten years later: The report examines the development and constrains of mobile
learning in the last decade. The capabilities that modern mobile devices have are analysed. These
characteristics are prerequisite for further successful development of mobile learning using new concepts
such as BYOD (Bring Your Own Device), Gamification, Location Based Learning, MOOCs (Massive Open
Online Courses) and new technologies - Cloud Computing, Big Data and Tin Can API. The relevant
conclusions are also made.
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BBBEOEHUE

B Haww gHM pa3BuTMETO Ha MHAOPMAaLMOHHUTE U KOMYHUKALIMOHHWUTE TEXHOMOorumn
npoAabikaBa C BUCOKM TEMMOBE, KaTo TOBa C OCOOEHO rofisiMa cuna Baxu 3a MobunHuTe
yCTpoWcTBa M 6e3KUYHUTE KOMyHuMKauuu. OaHHute coyat, 4ye npe3 2013 r. B cBETOBEH
Mawab ca npogadeHn Hag 1 munuapg cMaptdoHM, a npoaaxbute Ha Tabnetu ca ce
yBennunnm ¢ 68% [2]. OTyeTeHo e, 4e npe3 Tasn roguHa noTpedbutenute usnonssat
noseye VIHTEPHET OT MOBUIHK YCTPOICTBA, OTKOSIKOTO OT NEepPCOHAaNHM KomnioTpu [2].

Moxe pa ce Kkaxe, 4e HaTpynaHata ,KpUTMYHa Mmaca” OT CbBPEMEHHU
MHAOPMALMOHHN N KOMYHUKALMOHHW TEXHOMOIMMN, KaKTo U BCe No-ronsimarta nonynsipHocT
Ha 6e3XW4HMA NPEeHOC Ha AaHHW W Ha WHTENWreHTHW MOOWMHWU YCTPOWCTBa, NpaBu
MOOUNHOTO 0bOyyeHue eaouH OT Hal-BaxHUTe MeToau. [locpeAcTBOM WM3MNOM3BaHETO Ha
HOBUTE MOOWMHM YCTPOWCTBA U COPTYEpPHU NPUMOXKEHUHA, MOOUNHOTO oby4veHne uma
ronsM noTeHuuan fa ynecHW 3HaYUTeNIHO KakTO WHOMBMAYanHOTO, Taka M rpyrnoBOTO
obyyeHue, kaTo MNOAMOMOrHe TBOPYECKOTO MUCIEHe Ha obyvyaeMuTe M HaunHuTe 3a
Cb34aBaHeTO Ha 3HaHuS.

[okaTo pa3BUTUETO Ha eneKTPOHHOTO obyyeHne Genexwu roguieH pbeT oT 1%, To
MoBUnHOTO 0ByyeHue nma pbeT oT 17% 3a nocnegHata roguHa [13]. Hakou asTopm [5]
[Oopu TBbPAAT, Ye B MOMEHTa CMe Ha npara Ha pesoniouusa B obrnactrta Ha MOOUITHOTO
obyyeHne. Ha Obaewoto pasBuTMe Ha MOOWIHOTO 0Oy4eHWe obpbluaT Cepuo3HO
BHMMaHWe He CaMO peamua y4eHu, HO U MexayHapoaHu opraHu3aumm kato KOHECKO [9]
n CseTtoBHaTa 6aHka [10].

W3NOXEHUE

B Hay4yeH pgoknag Ha aBTopuTe oT 2004 r. [3] ca oTOensi3aHn OCHOBHUTE XapAyepHU 1
KOMYHMKALMOHHN XapakTepUCTUKM Ha MOOWMHWUTE YCTPOMUCTBA KbM OH3W MOMEHT.
[MocoveHn ca TeXHUTE OCHOBHM HedoCTaTbUM (Manka UsdncnuTenHa MoLy, ManbK eKpaH,
Manko nameT, Manbk KanauuTeT Ha Gartepusita U Ap.), KOUTO BB3NpensaTcTBaTt Mno-
LUIMPOKOTO U3non3BaHe Ha MOBUNHOTO 0By4YeHue.

B ppyr HayvyeH poknag ot 2009 r. [4] e HanpaBeHO CpaBHEHME Ha OCHOBHUTE
XapaKTepucTUKM Ha mobunHute ycTpoictBa ¢ Te3anm oT 2004 r. M e MNoCoYeHo, Ye e
Bb3MOXHO NMPeMUHaBaHETO KbM MOOUMHO oby4yeHue, KOeTO Aa BKMYBa MyNTUMEOUAHM
eneMeHTn (3ByK, BWMAEO, aHUMauusl), Tbi KaTo MOOBUIMHUTE W KOMYHUKaLMOHHUTE
TEXHOMNOMMNUTE ca Ce PasBUMM 3HAYUTENHO 3a NeT roavHu. [ocoyYeHn ca U eBeHTyarHu
MeToaM U NOAXOAM 3a peluaBaHe Ha Torasa CbllecTByBalLuTe npobnemu.

CbBpeMeHHUTE  MOOMMHM  yCTpOWCTBaA Beve MNpuTexaBaT MHOMO  rofiemu
Bb3MOXHOCTU: MOLLEH MHOrosiApeH MnpoLecop; HanmuuvMe Ha rpaduydeH npouecop;
BbBEXAaHe Ha WHGOPMauus MNOCPEACTBOM CEH30peH [AWCMMeR; W3nonsBaHe Ha
MUKPOGOHM, KOUTO HUNTPUPAT LIyMa; Bb3MOXHOCT 3a U3BEXAaHe Ha BuU3yarnHa u ayauo
MHGOPMaLUss C BUCOKO KavyecTBO; MHOrobpowiHu BrpageHn ceHsopu (GPS, kamepa,
KOMMac, CeH30pU 3a OpMEeHTaLMsl, CEH30p 3a OCBETEHOCT U Ap.); OOMEH Ha AaHHM 4ypes3
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MHorobporiHu mpexosu metoan - Wi-Fi, Bluetooth, NFC, 3G, LTE, kakTto 1 nocpeactsom
kaben [8]. He Ha nocnegHo MSCTO MOOWMHUTE YCTPOWCTBA MpUTEXaBaT MbIHOLEHHM
MHOro3agaynun onepauunoHHm cuctemmn (Android, Apple OS, Windows Phone, BlackBerry
0S), web-6pay3bpu, kouto nogavpxar HTMLS # BB3MOXHOCTM 3a M3MbIHEHWE Ha
CMNOXHN MOBUITHY NPUIOXKEHUS.

Te3n OCHOBHU XxapAyepHU XapakTepUCTUKU U pasBUTUTE OMNEPALMOHHU CUCTEMU Lie
Jafat Bb3MOXHOCT npu MobunHOTO oOyyeHue ga ce v3non3saT pevla CbBpPeMEHHU
KOHUENUUM W nporpaMHu TexHonormn. Ha durypa 1 ca nocoveHn Kou xapayepHu
XapaKTepUCTUKM HAa MOBUMNHUTE YCTPONCTBa nognomaraT TSXHOTO U3non3BaHe.

4 N
(et | MOBATHO OBYUEHME  (* Comrcesit )
XAPAKTEPUCTHKM W NPOTPAMHM

TEXHONOIMK

o
. J

AN J/
@ue. 1 - BnusiHue Ha cbepeMeHHUs xapdyep Ha Mo6usiHume ycmpotlicmea
8bpXy 8 b3MOXHOCMUIMeE 3a U3rosi3eaHe Ha CbepPeMeHHU KOHYenyuu u npozspamMHu
mexHoJio2uu npu Mo6usiHomo oby4yeHue
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OT HanpaBeHusi oT aBTopuTe 0630p Ha NMTepaTypHUTE U3TOYHWULM, MOXe Oa ce
Hanpasu M3BOA, Y€ OCHOBHUTE CbBPEMEHHMW KOHLENUUM U NporpamHu TEXHOMOMMKU, KOUTO
MoraTt ga ce uanonssaTt B MOOGUNHOTO obyyeHne ca cneguute: BYOD (Bring Your Own
Device), MOOCs (Massive Open Online Courses), Location Based Learning, Gamification,
Cloud Computing, Big Data n Tin Cap API.

¢ BYOD. ToBa e HoBa koHuenuusi B IT cektopa, npu kosiTo noTpebutenute
nsnonssat CcoOCTBEHUTE CUM MOOUNHM YCTPOMCTBa 3a AOCTbMN A0 UpMeHa Mpexa,
npunoxenus n nHcdopmauus [5,11]. Cnopeg [2], cbBpemeHHaTa paboTHa cuna uma Hyxaa
OT cucTema, KOsITo Ja Mo3BonsiBa Ha paboTewute Aa noflyyaBaT pecypcuTe, OT KOWUTO
UMaT HyX[a He3aBMCMMO OT MSACTOTO, Ha KOeTo ce Hamupat. MsnonseaHeTo Ha
koHuenuuata BYOD nokasBa npeMuMHaBaHe OT TpaguuMOHHUTE nanton nnatgopmMu KbMm
nogabpxawmrte MobunHo obyyeHue cmapTdoHu u Tabnetu. Cnopea u3cregBaHeTo
Mobile Learning at Work [6], koeTo obxsawa 500 cneumanucti, oOTroBapsiluy 3a
obyyeHneTo Ha kagpuTe B pas3nuuHm cupmu, 3 oT Bcekn 10 peceT opraHusaumm
OoKypaxkaBaT obOy4yaemuTe Oa M3non3eaT CBOUTE MOOWMHM YCTPOWCTBa NO BpeMe Ha
oby4yeHne. ToBa nokasBa, Ye KOHUenuusitTa e paboTela n MoOXe Aa ce U3nonsea u npu
06y4eHNETO Ha CTyAEHTU.

¢ Location Based Learning. EgHa oT cneunanHute XxapakTepucTukM Ha
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CbBPEMEHHWTE  MOOUIHM  YCTpOCTBA € CchnocobHocTTa UMM ga  onpegenst
MECTOMNOSOXEHNETO Ha noTpebutens [7]. ToBa gaBa Bb3MOXHOCT 3a paspaboTBaHe Ha
NpUNoXeHust 3a MOBbUNHo obyyeHne, KOUTO CreasiT MEeCTOMNONOXEHNETO Ha NoTpebutens
N naeHTMdMUMpaT cpegata OKOMO Hero C Len, Hanpumep u3BexgaHe Ha noaxogsiia
uHdopmauns. EQHOBpeMEHHO C ToBa M3MON3BaHETO Ha (YHKUMKM 3a OnpedensiHe Ha
MEeCTOMNosfnoxXeHneTo B MoOuUNHOTO ob6yvyeHne e Bce owe B HavaneH etan [11].
OvyakBaHusTa ca, Ye B cnefBaliuTe roguHy pasBUTUETO Ha TO3W TUM MOOUIHO oby4veHne
e npoAabikM, ocobeHo KaTo ce B3eMe NpedBud, Ye BrpageHuTe U Bce MO-CIOXHU
TEeXHOMnorMm 3a onpegensiHe Ha MeCTOMOMOXEeHMEeTO Ha noTpebutens ce mM3nona3eaT Bce
no-4ecTo B MOOUnHuTe ycTponcTaa [9].

¢+ Gamification. ToBa e KoHUenuus 3a npunaraHe Ha UrPoOBYM MEXaHUKU N UrPOBU
TEXHWKN B HE WrpoBU Cpeam, C Len aHraxupaHe U MOTMBMpaHe Ha xopaTta Ada nocrturat
onpefeneHn uenu [9]. B nocnegHute roguHu unpgesdta ga ce W3NON3BaT Urpu mnu
eneMeHTu OoT urpy 3a obyyeHue ce M3Mon3Ba Bce NoBeve, 0COOGEHO B kopnopaTUBHUS
cektop. Gamification moxxe ga 6bae NpPoCcTo peLleHne, Npu KOETO N3NON3Bankn eNeMeHTn
OT urpa ga ce [AaBaT TOYKM Ha CTyAEeHTUTE 3a yyacTue WnvM OafeHo MNpUIoXeHue
peanu3vpaHo KaTo urpa c onpegerneHa obpasoBaTenHa uen wnu ga npeacraenssa
CnoXHa KoMnioTbpHa cumynauus [14]. Tasn KoHUenuusa e U3KnYnTenHo eekTMBHa, Tbin
KaTo obyyaemMuTe 3anoOMHAT MaKCUMAariHO KONMYEeCTBO WHOpMauuMsl, kato UM ce
ocurypsieat ayamo v BUAEO CTUMYNN U M HacbpyaBa [a NpaBAT U3cnefBaHus Ha AafeHa
cpeja C uen nomnyvaBaHe Ha Harpagu. Tbil kaTo MOOWMHWTE WrpyM ca HaW-4ecTo
N3MNon3BaHuTe MPUNOXEHNs OT noTpebuTenute Ha MOOUIHW YCTPOMCTBA, KOHUenuusaTta
Gamification moxe ycnewHo ga 6bae n3nonssaHa u 3a LenuTe Ha MOOUITHOTO OBy4YeHue.
KoHuenuuaTta 6u morna aa ce ua3nornsBa CbBMECTHO ¢ KoHuenuusaTa BYOD.

¢ Tin Can APl ToBa e HoBa paspaboTka Ha komnaHusita ADL B obnactta Ha
00pa3oBaHNETO, KOSATO € npedHa3HadeHa fa 3ameHu octapsinata SCORM (Sharable
Content Object Reference Model) cneundukaumsa. Ypes npunaraHeto Ha Tin Can API
Morat [da ce 3anuceBaT [aHHM 3a OeicTBUsSiTa Ha JafdeH notpebuten unu rpyna ot
notpebuTenun B obLy hopmat, Npu M3NOn3BaHETO Ha Pas3NMYHM TEXHOMOrMW. Bb3MOXHO e
pasnuyaBallM ce efHa OT Apyra CUCTeMM Aa KOMYHMKMpAT NoMexady Cu KkaTo 3anuceart v
pasnpocTpaHsaBaT NoToka OT AENCTBUA Ha NoTpebuTens nocpeactsoM cneumaneH Tin Can
peyHuk. Tin Can API we mMoxe ga ce usnonsea B obnactta Ha MoGUnHOTO obyyeHue,
cMMynauunTe, cepuosHuTe urpn, GupmMeHoTo obyveHne n ap. KbM HacCTOALWMAT MOMEHT €
apantupaHa ot Hag 30 npoussoauTenu [14].

¢ MOOCs. V3nonassaHeto Ha MOOCs e cpaBHUTENHO HOB (DEHOMEH BbB BUCLLETO
obpasoBaHue. Mo gedpunnuna MOOCs ce nposexaaT online. Te morat ga ce nogabpxar
OT HSIKOW YHMBEPCMTET, HO TOoBa He € 3adbllKuTenHo. EgHa oT oTnuyuMTenHute um
XapaKkTepucTUKK e, Ye cbabpxkaT no-ronsma WMHgopMauus, OTKONKOTO TUMUYHWUTE 3a
JafeHa aucumnnunHa 3aHaTus. B Hakou cnyvamn TexHusaT obem e 3HauuTenHo no-ronsam. Te
Ca OTBOPEHM 3a JOCTbI, KAaTo Te3U, KOUTO Ca Ha YHUBEPCUTETCKO HMBO ca 6e3nnatHu unu
Ha Hucka ueHa [14]. TlMpumepu 3a TakmBa kKypcoBe ca Coursera, Codecademy,
OpenLearning, Skillshare n gp. Paznukata Ha MOOCs c no-ronsiMaTta 4acT Ha Mogenute
3a eneKkTPoHHO 0byyeHne e B TEXHWUS Nno-ronsiM Mawab u oTBopeHocT. Te3n ABe NoHATUS
ca npeamsBMKaTENCTBO Npel AHELHWTe OrpaHuyYeHus B 00pa3oBaHWETOo, TbM KaTo
MOOCs ca rnobanHu - Te HagxXBbPAT PervoHarnHUTe U AO0PY HaUMOHANHUTE paMku, B
KOWTO yHUBepcUTEeTCKUTE KypcoBe obukHoBeHO ce nposexgaT. MOOCs ca gocTbnHM no
BCSKO BpemMe K OT BCSIKO MSICTO, KaTO OCHOBHOTO W3UCKBaHe e noTpebutenute Aa
nputexasaT 6bp3 WHTepHeT. Hskou uacnegBaHusi obaye nocoyBaTt, 4e MHOFO 4ecTo
noTpebuTtenuTe n3yyasar, caMmo KakBoToO UM e Heobxoammo ot gageH MOOC kypc, 6e3 ga
ro saeBbpwart uenusa [1]. Bce oule cbliecTBeHa npeyvka WM NpeamsBMKaTENcTBO Mpeq
TSIXHOTO MOBCEMECTHO M3MON3BaHe e, Ye Mo-rofisMata 4YacT OT JHEeC CbliecTByBaluTe
MOOCs He ca npoekTupaHu 3a pabota Ha MOBUINHK YCTPONCTBA.

¢ Cloud Computing (O6nayHu wu3uucneHusi). ToBa € CpaBHUTENHO HOBa
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TexHonorus, npeanoxeHa npes 2007 roguHa, KoATOo 6bp30 HaBnM3a BbB BCUYKK
uscrnegoBaTencks obnactu. HelHuTe OCHOBHM npegMMcTBa ca, Ye TA Hamanssa
pa3xoauTe 3a BHedpsiBaHe Ha xapAayep M 3a u3nonssaHe Ha codTyep. 3HauuTenHuTe
npegumcTea Ha o6nayHUTe WU3YUCNEHUSA U MpaBAT MNONYNSApPHW, a YCryrute, KOUTO
TexHonorusita npepoctaBs Obp3o obxBawaT BCUMYKM 06nactu Ha xvBoTa. HenHaTta
MonynsipHOCT, OKa3Ba BMWsIHUE U BbPXY MO-HATATbLLUHOTO pa3BUTUE HA 06pa3oBaHUETO U
0by4eHneTo, kaTo ce ovakBa Aa uma pbucT oT 100% npes cneasawmte net rognHun [12].
M3cnegsane cpeq 500 cneuynanuctu oT pasnuyHn KoMmnaHum [6] nokasea, Ye gHec 37% oT
MobunHUTE NoTpebutenu nsnonssat obnayvHu ycnyru (Hanpumep Google docs). Tvin kaTto
MOOUMHOTO OOy4YeHNe € KOMOMHALMSA OT CbBPEMEHHU TEXHOMOMMM U 0By4YeHue, TO CbLLO
ce Bnusie OT pasBUTMETO Ha obnayHuTe usunucneHus. OCHOBHUTE NpeaumMcTBa npu
peanu3auusata Ha MOOWUNHO 0OyyeHMe C M3non3BaHe Ha obnavHu M3vucneHus ca:
HamansiBaHe Ha W3UCKBaHMATA KbM MOOMWIHUTE YCTPOWCTBA, W3MON3BaHW 3a YYEHE;
npefocTaBsiHe Ha Bb3MOXHOCTU 3a U3rpakaaHe Ha BUpTyanHa obpasoBaTernHa O6LLHOCT;
nognomaraHe no-zagbnboyeHoTo obuwlyBaHe © B3aumofencTBMe Ha obyvaemuTe;
rnognomaraHe Ha yYeHeTO HaBCSIKbAE M MO BCSKO Bpeme; nogobpsiBaHe Ha MOTMBauusiTa
Ha oby4yaBalnTe ce U1 e(PEKTUBHOCTTA OT Y4YEHETO.

¢ Big Data. TepmnHbT Big Data o3HayaBa ronsimMo KOnNm4yecTBO HECTPYKTYpupaHu
[aHHW, MofyyaBaHN OT MHOrOOGpPOMHU U3TOYHWLM BbB BCEKUM MOMEHT OT Bpemeto. [pu
enekTpoHHoTo obyyeHune Big Data npeacraBnssa gaHHW, reHepupaHu oT oby4aemute no
BpeEMe Ha TAXHOTO B3aMMOAelcTBMe C obpa3oBaTenHoTo cbabpxaHue. Big Data moxe aa
ce nony4aBa OT MHOMO W3TOYHWLM: NPOOUNAM Ha CTYAEHTW, pe3ynTatu OT OLEHsIBaHe,
3anucun oT noceLleHnsa Ha gageH on-line kypc, GPS koopamHaTtu, BpeMeTo, U3non3BaHo 3a
paboTa No KOHKPETHW 3adauyu, KakTo U MHGOpMauusi cb3[aBaHa UMM M3nonasaHa oT
CTYAEHTU (Hanpumep TEKCTOBE, CHUMKWU, BUAEOKNMMNOBE unun mysuka) [9]. Han-yecto Tesn
JaHHu ce cbbupaT ¢ nomowTa Ha Learning Management Systems (LMS), Content
Management Systems (CMS) wunu popu coumanHu Mpexu, MNOCPeACTBOM KOUTO
CTYAEHTUTe B3anMoencTeaT ¢ nporpamute 3a obyyeHune [14]. M3anonssaHeTo Ha Big Data
MOXe [Oa nomMorHe fa ce pa3bepe MHOro no-ePeKTVBHO peanHOTO MoBedeHVWe Ha
obyyaemute, OTKONKOTO OT TpaAWMLMOHHUTE Teopuu 3a MoBefdeHueTo Ha yyawwmte. o
TO3W Ha4YMH MOXe [Ja Ce MOoNnyYuM MHOro LeHHa MHdopmauums 3a TOBa KakBO M Kak
CTyOEeHTWTE yyaT 1 a ce B3emat Jobpe MHOPMUPaHU peLLeHNsi OTHOCHO NporpamMuTe Ha
oby4yeHne n gopu ce umaeHtTudumumpaTt TexHute HepoctaTbuu. Big Data moxe pa ce
u3nomn3ea npu MPOrHO3WpaHe Ha pasnU4YHKM cueHapunm 3a obyvyeHve wunu npu
npeanpvemMaHe Ha MpeBaHTMBHU Jdeincteus. BrnarogapeHue Ha 6bp3usi Hanpeobk B
obnactta Ha KoMMWTbpHaTa npouecopHa mow,, Big Data Beye morat ga Obaar
obpaboTeHn n aHanu3npaHu, KOeTo AaBa Bb3MOXHOCT 3a M3rpaxaaHe Ha HOBU XMMNOTe3n
Kak xopaTta ce yyaT ¥ Kak Aa ce nogobpu obyyeHueto. BbamoxHocTTa Aa ce cbbupat
(nocpencTtBOM MHOrOOpoOWMHUTE BrpageHy CEeH30pu), 3anucBaT U aHanuampaTt OrpoOMHU
obemMu OT reHepupaHu oT obyyaemMuTe OaHHM ce oyakBa Aa 6bAe OCHOBEH (haKTop B
pasBUTMETO HA MOBUNHOTO obyyeHue npes cneasawuTe roguHn. EQHO OT chluecTBeHnTe
npeausBukaTencTea npea vanon3saHeTo Ha Big Data npu mobunHoTto obyyeHue e uve,
TO3M HOB AOCTbMN A0 FOMsIMO KOMMYECTBO NOTPEOUTENCKU AaHHM € CBbp3aH C peauua
€TUYHM  CcboOpaxeHusi, KaTo Hanpumep CcOOCTBEHOCTTa BbPXYy [AaHHWUTE U
HEMPUKOCHOBEHOCTTA Ha MMYHUS XKUBOT.

3a uenute Ha MOGMNHOTO o0OyYeHWe MOCOYEHUTE KOHLUENUMUM U MNpOrpamHu
TexHonoruv 6uxa mMornu Aa ce n3non3BaT, KakTo CaMOCTOATENHO, Taka U B KOMBMHaLus.

3AKNMIOYEHUE

HanpaBeHuAT aHanua nokassa, 4Ye npe3 nocriedHuTe AeceT roAMHU € U3BbPLUEH
OFPOMEH CKOK B Pa3BUTUETO HA MOGUMHUTE Y KOMYHUKALMOHHWUTE TEXHOMOMUN.

HoBuTEe BB3MOXHOCTW, KOWTO CbBPEMEHHUTE YCTpOWCTBa MpuTexaBaT ca
npeanoctaBka 3a MNO-HATaTbWHO YCMELWHO pasBUTME Ha MOBWUMHOTO obydyeHue
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nocpeacTBOM U3MOM3BaHETO Ha HOBM koHuenuun kato BYOD, Gamification, Location
Based Learning, MOOCs n HoBu nporpamuu TexHomnorum — Cloud Computing, Big Data,
Tin Can API. ToBa 6u goBeno OO0 MOBULLIABAHE KAyeCTBOTO Ha nogHacsHus yyebeH
mMaTepuan u 0o yBenuyaBaHe Ha MHTepeca U MOTMBaLMATA Ha CTyAEHTUTe.
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