	Review of Existing EU Projects Dedicated to Dyslexia, Gaming in Education and M-Learning

WR08 Report of CallDysc Project nr 229647-CP-1-2006-HU-MINERVA-M

	[image: image2.png]Language Learning
for Dystexics.

catagse) ) ) )








[image: image1.png]Language Learning
for Dystexics.

catagse) ) ) )





Review of Existing EU Projects

Dedicated to Dyslexia, Gaming in Education 

and M-Learning

By Anna Pęcherzewska, Sylwia Knot, CKU
WR08 Report of CallDysc Project 
Reference number 229647-CP-1-2006-HU-MINERVA-M

Disclaimer

The review is a product of CallDysc project: 

Collaborative Additional Language Learning for Dyslexics.

The project is co-funded by the European Commission

Education, Audiovisual & Culture Executive Agency.
The content of this material is the responsibility of the editors and does not necessarily reflect the views of the Commission.

June 2007

1. INTRODUCTION

This review covers EU funded projects dedicated to dyslexia, gaming in education and 
mobile-learning. The review has been created as a result of a research of all available EU projects databases and compendia. Unfortunately information about some projects is not complete – sometimes determining the end date of the project or its website was very problematic. 

All identified and examined projects have been divided into four sections:

· projects dedicated to dyslexia (with respect to gaming, mobile learning or any form of ICT in learning);

· projects dedicated to gaming for educational purposes,; 

· projects dedicated to mobile technology in education; 

· projects dedicated to mobile technology and gaming in education.

Every section is represented by the table (containing the most important project features) and commentary summarizing the content. 

2. REVIEW OF EXAMINED PROJECTS

2.1. Projects dedicated to dyslexia (with respect to gaming, mobile learning or any form of ICT in learning)

2.1.1. Table

	No
	Name
	Programme and span
	Website
	Dyslexic target group
	Gaming
	Mobile technology
	Any indication of using ICT in learning

	1
	Adult Dyslexia
	Leonardo

2004-06
	no website available
	adults
	-
	-
	Multi-media educational software for counselling dyslexics was devised in the course.

	2
	ADysTrain

Training for Adults with Dyslexic Disability
	Leonardo

2004-06
	http://www.adystrain.org/index.html
	employees
	-
	-
	Among the outcomes are “e-books on (...) how to organise and provide workplace training to dyslexic employees, e-learning on how to develop dyslexia friendly training materials”

	3
	AGENT-DYSL

Accommodative intelligent educational environments for dyslexic learners
	Information Society Technologies

FWP6

2006-09
	http://www.agent-dysl.eu/ 
	school-aged children
	-
	-
	The project will develop an Intelligent Assistive Reading System which can help school-aged readers who have dyslexia to improve their reading

	4
	ALFA-e

E-learning for workers in Europe with reading and writing disabilities and dyslexia learning English as a second language
	Leonardo

2006-?
	no website available
	employees
	-
	-
	The project produces an e-learning tool for learning English as a second language, directed towards adults with reading and writing disabilities and dyslexics

	5
	DyPaTec


	Grundtvig

2004-07
	http://www.dyspel.org/dypatec/index.php?en_
	children and adolescents
	-
	-
	-


	6
	DYSLANGUE

Dyslexia and foreign language learning
	Comenius

2003-06
	no website available
	pupils in the age of 10 - 15
	-
	-
	One of the aims is “to produce a learning model (…) including modern technology”.

	7
	Dyslexia Awareness and Training Access


	Leonardo

1996-?
	no website available
	employees
	-
	-
	The products are 3 sets of CD-Rom training materials

	8
	DYSLEXIA

en tvåveckors fortbildningskurs inom ämnesområdet: läs- och skrivsvårigheter


	Comenius

1997-2000
	no website available
	unknown
	no infor-mation available
	no information available
	“ICT as a pedagogical tool in education”

	9
	Dyslexia service and advice centre
	Equal

2004-?
	no website available
	adult
	-
	-
	-

	10
	E-DysGate

Stärke Deine Sinne! -Trainingsprogramm für junge legasthene Erwachsene


	Grundtvig

2006-08
	www.e-dysgate.org (but doesn’t work)
	young adults
	-
	-
	The project looks to provide a highly motivating and stimulating internet based learning environment for a carefully selected range of skills known to be important for young dyslexic adults

	11
	Dystrain

e-learning for those supporting the dyslexic child
	Minerva

2003-05
	http://www.welshdyslexia.info/dystrain/
	children
	-
	-
	E-learning environment as a result.

	12
	Focus Alfa

Language learning tools for dyslexics
	Leonardo

2002-04
	http://www.focusalfa.se/ 
	all
	-
	-
	Among the outcomes is list of computer programmes and other devises designed for dyslexics (but non available)

	13
	ForwArd

Forum for Reading and Writing Difficulties among Adults
	Grundtvig 

2002-04
	http://www.statvoks.no/forward/index.html 
	adults
	-
	-
	-

	14
	Learning Gateway
	Equal

2005-?
	http://www.dyskus.be/EQUAL/EQUALhfdpENG.htm 
	employees
	-
	-
	-

	15
	Literacy difficulties including dyslexia: a transnational project
	Comenius 2001-02
	http://www.isoc.siu.no/isocii.nsf/projectlist/94356
	pupils up to 14
	-
	-
	-

	16
	LUKIBUSSI

Diverse Learners’ Bus
	Equal

2002-?
	http://www.lukibussi.net/arkisto/hankkeen_tiedotteet/2002_06_20.htm 
	youth and adults
	-
	-
	-

	17
	NeuroDys

Dyslexia genes and neurobiological pathways
	Sixth Framework Programme, Specific Targeted Research Projects, LifeSciHealth Priority-5 2006-09
	www.neurodys.com 
	all
	-
	-
	-

	18
	Project Include

Including dyslexics through European partnership
	Leonardo

2005-06
	http://www.includedyslexia.eu/about.html
	all
	-
	-
	Internet, telephone and webcam support for participants provided.

	19
	Provision and use of ICT by dyslexic students at university in Europe EU
	Minerva

2002-04
	http://www.welshdyslexia.info/minerva/main.html
	students
	-
	Mobile phones mentioned in the report from Japan: “Some companies are introducing mobile phones with text-to-speech function”.

A lot of software (that can be installed also on notebooks) mentioned in the report from Netherlands: “screen readers, speech to text, spell checkers,

grammar checkers, daisy player, OCR (Optical character recognition with OCR it is possible to convert scanned documents into text), speech synthesizers, mind mapping,

electronic schedulers,

memory telephones,

calculators, dictating machines, tape recorders,

electronic dictionaries”.
	ICT in learning dyslexics is the main topic of the project.

	20
	Support for Young Adults with Dyslexia

To Help them to Use their Full Potential in Vocational Training
	Leonardo

1995-?
	no website available
	young adults
	-
	-
	-

	21
	T4ADDY

Training for Adults with Dyslexia Disability

	Grundtvig

2004-06
	www.t4addy.com
	adults
	-
	-
	-


2.1.2. Description

Among 21 identified EU funded projects dedicated to dyslexia (or: including dyslexia as an important topic) only 12 have anything to do with using ICT in learning (1, 2, 3, 6, 7, 8, 10, 11, 12, 18, 19) – three of them are with respect to language learning (4, 6, 12). None refers to gaming for education purposes. Mobile learning is mentioned just in one (19) – the project outcome is review of ICT solutions for dyslexic students and some mobile software and devices are enumerated in reports from Japan and Netherlands. 

2.2. Projects dedicated to gaming for educational purposes

2.2.1. Table

	No
	Name
	Programme and span
	Website
	Game target
	Gaming issues

	1
	ABC-Linguatour

Spielend Tschechisch, Polnisch und Deutsch lernen

	Lingua

2006-08
	http://www.abc-linguatour.eu/pl_start.html 
	primary school pupils in the age of 8-12
	An interactive language-learning game on CD-ROM will be produced, taking children on a trip through the neighbouring country. Exciting interactive tasks will enable them to learn basic phrases in the country’s language and to gain an insight into the country through explanations given by a boy or girl of the same age. The game is intended to arouse a child’s natural curiosity, to acquaint the players at an early age with different lifestyles and to make them aware of other people’s outlooks.

	2
	aVataR@School - Virtual Role plays at School

	Minerva

2006-08
	http://www.avataratschool.eu/


	school pupils
	The overall objective of the project is to use virtual role plays (VRP) to find a new way of conflict resolutions with a playful and cooperative approach.

	3
	Back-Offices in Banks: Computers, Games and On-Line Learning
	Leonardo

1996-?
	no website available
	bank back-office staff
	The project is developing a computer game and computer-aided simulations for the back-office banking sector. The game medium provides an important non-intimidating means of access to learning and increasing the level of qualifications.

	4
	DISCOVER - Helping Teachers to Discover the Pleasure of Learning and

Teaching
	Comenius

2006-08
	no website available
	school pupils
	One of the main project objectives is promoting and supporting the use of game-based learning as a means of fostering students' motivation to learn.



	5
	EduRobot
	Minerva

2003-04
	http://edurobot.edulife.com/
	secondary school pupils
	The final event is a game (kind of competition) between robots (Robot-Predator and Robot-Prey) built by pupils. The constructors turn on the robots, and leave them operate without any human intervention.

	6
	E-games Empowering youth work

	Youth

2005-07
	no website available
	youth
	The main aim of the promoters is to develop a set of attractive  multimedia games in order to give more interactive and updated instruments in youth work. These games will cover some thematic areas like human rights education, intercultural learning, project management and youth information.

	7
	ELEKTRA

Enhanced Learning Experience and Knowledge Transfer
	Information Society Technologies FWP6

2004-06
	http://www.elektra-project.org/
	non specified
	The project develops an innovative design and development methodology for producing e-learning experiences. This methodology has been derived from combining State of the Art (SoA) research in cognitive science, pedagogical theory and neuroscience with best industrial practice in computer game design and e-learning software design. As a demonstrator ELEKTRA produced a 3D virtual reality based virtual learning environment, in which learners can experience learning experiences as rich as gaming experiences. Through these enhanced learning experiences learners would be able to actively interact with and visualise the relationships between concepts and engage in multimodal approach of concepts. 

	8
	Europa Eureka!

Have fun discovering Europe and its languages
	Lingua

2003-05
	http://www.europa-eureka.cz/
	secondary school pupils
	PC game (kind of quiz) for pupils from 6 different countries, helping them discover cultural diversity. Available in two alternative formats: board game and quiz.

	9
	The European game of self-employment
	Leonardo

1999-?
	no website available
	young unemployed
	The project develops an innovative business start-up training programme in the form of a game. Groups of fifteen young people took part in the pilot run of the programme. During a series of game sessions, they would learn and practice various skills and techniques to help them clarify and develop a business idea, including organisation, decision-making, team-working, and personal motivation.

	10
	Game On
	Grundtvig

2006-08
	no website available
	prisoners and ex-offenders (also deaf)


	The mail objective is creating e-learning materials and e-games in small, accessible units, to improve personal development and work sustainability skills.

	11
	HERMES

Home study, Educational, Reliable, Multilingual, Entertaining, Software
	Lingua

2002-04
	http://www.hermes-world.com/
	students in the age of 10-18
	Multimedia language PC game in five languages (GR, EN, FR, IT, ES) is focused on learning student’s mother language – available the demo of the game and grammar books for all language versions.

	12
	ICT4LT

Information And Communications Technology for Language Teachers
	Lingua

1998-99
	http://www.ict4lt.org/en/index.htm
	school pupils
	In the Intermediate Level Module (2.2) there are some links to foreign language learning PC games (with descriptions) are provided.

	13
	In-Contro
	Youth

2003-?
	no website available
	youth
	The project aims to increase cross-cultural understanding among young people in Europe, by using play and games as efficient means of uniting people from all cultural backgrounds.

	14
	INTERCULTURAL EDUCATIONAL DIALOGUES

What unites us, what separates us!
	Minerva

2003-05
	http://ieus.cti.gr/default_ieUS.asp
	students in the age of 11-16 
	The aim of the project was to develop a game entitled What unites us, what separates us! – in its framework computer is used to: communication, data storage and data processing. A web-based software tool has been developed (but now the game itself doesn’t work).

	15
	Learning at School and in the Network
	Minerva

2002-05
	http://www.itispininfarina.it/minerva/giornale/primapagina.asp
	primary school pupils
	There are some links to the examples of educational PC games for kids.

	16
	Learning by games


	Youth

2003-?
	no website available
	youngsters and children
	The aim of the training course is to spread information and share methods on 'learning by doing, learning by living' and to be more effective in non-formal education for youngsters and children. Youth workers had to discuss and reflect on "What makes a good game?" and "What are good techniques?" allowing for an educational experience both on an individual and organisational level. All participants were expected to contribute with games using their own individual and shared experiences.

	17
	Learning Game


	Comenius

2006-08
	http://learninggame.pixel-online.org/ 
	school pupils
	The main objective of the project is merging of the best e-learning experiences with the effectiveness of videogames, using low cost tools.

	18
	LeFo

Learning Folders: Open Source Online Educational Publishing and Support for Primary Schools
	Minerva

2002-04
	http://lefo.net/
	primary school pupils
	E-learning platform provides with simple games (e.g. MentalMath), self-tests and quizzes.

	19
	MEE 

Maths-Europe-Encyclopaedia
	Minerva

2002-04
	http://txtnet.com/mee/default.asp
	learners at the age 10-18
	An encyclopaedic database of mathematical exercises, some games are included but available in French only.

	20
	MOLECOOL 

an innovative educational resource for Europe
	Minerva

2000-02
	no website available
	pupils 
	The aim was identifying and creating conditions for the adaptation and transfer of an online multi-player game Molecool to the European arena of chemistry education.

No website of the project is available now, but the game itself still exists: http://www.molekult.no/euro/index.html 

(in competition with players have to catch atoms, build molecules and answer chemistry-related questions)

	21
	PL@YGROUND
Pedagogical Innovation and Play Products created to expand Self-Development through Child Collaboration through Computer-Mediated-Communication (CMC)
	Minerva

2001-03
	no website available
	children
	“Play products” mentioned in the title, but no information  is available

	22
	PROJECT M
Educational gaming
	E-learning

2003-05
	no website available
	young people
	The project refers to an interactive game designed to help young people improve their media literacy and promote intercultural dialogue. The initial stage of the game is a specially developed website. Participants compete with each other to ‘sell’ their views on a real-life issue. It is intended that each game should include a live event, happening as part of an arts festival or a community gathering. During a series of interactive and creative

workshops, each of the young participants develops his/her own interpretation of the topic, which he/she would then promote to the audience – those physically present and those logging onto the website – and to other participants. Players have been required to find real information about the chosen subject and to present their views and arguments using different media. A number of rounds was to lead to a final at which a jury and the audience had to select a winner.

	23
	Radiation Games in Virtual Reality and Adressing Public Ethical and Risk Concerns

	Minerva

2004-06
	http://www.bioanim.com


	primary and secondary school pupils


	Software package providing educational games explaining the hazards that can be provoked by radiation, impairing the living cells and hence our organisms. Technologies like web3D, havoc physical simulations, and DHTML should produce teaching material and electronic interactive textbooks covering selected topics. The games can be played offline with a single user or online with several players connected to the net.

	24
	Rioterraneo Alternative itinerant space of play and education
	Youth

2002-?
	no website available
	children and youth
	The project aims at highlighting the children and youth leisure time and promote playing as an educational alternative.

	25
	SHOPLANG

The Shopping Language Game
	Lingua

2006-08
	http://www.shoplang.eu/
	shopping centres visitors
	Games will be developed with respect to using the informal environment of the supermarket to popularise the less widely used European languages and to provoke the people’s hunger for new knowledge and language skills.

	26
	SIG-GLUE

A Special Interest Group for the

Game-based Learning in Universities

and lifElong learning
	E-learning

2004-?
	http://www.sig-glue.net/
	non specified
	Within SIG-GLUE project direction of the educational games allots from wide spectrum of the digital games. The main goals of the proposed network are: establishment of structured collaboration and research in the game-based learning area, creating tools that support propagating of knowledge, skills, experience in the game-based learning, monitoring the quality and establishing a quality stamp for game-based learning resources, contributing to innovation of the European institution and Universities.

	27
	SITCOM

Simulating IT Careers for wOMen                                    
	Minerva

2004-06
	http://vk-server2.donau-uni.ac.at/sitcom-moodle/
	girls in the age of 

12-16
	The main outcome is an internet platform offering a career simulation game (role play) which aim is to motivate girls to enter educational pathways related to ICT, science and engineering.

	28
	SWIMMING THE LANGUAGE : Promoting Language Learning at International Swimming Events
	Lingua

2006-08
	no website available
	swimmers
	Dynamic language games will be available on a Swimming the Language Isle web site (prepared for European Swimming Championship in 2008).


	29
	Take Part Too Active Global-Citizens Simulation


	Minerva

2004-06
	http://www.takeparttoo.org/
	14 to 18 year old learners


	The participants of the on-line collaborative game Take Part Too engage in dialogue and discussion through a virtual 'Youth Council' about topics of local and global concern.



	30
	TiM

Tactile Interactive Multimedia Computer games for visually imparied children 
	E-learning

2001-03
	http://inova.snv.jussieu.fr/tim/   
	blind children
	TiM is intended to conceive computer games usable by young blind children in an autonomous way, without assistance of a sighted person. TiM games can be used by children of various levels of psychomotor development who cannot use the keyboard (young children or children with multiple disabilities). The software has a ludic and educational role. For children with additional disabilities, like cognitive troubles, it can have a therapeutic role. TiM allows to adapt existing commercial computer games (reusing rich audio resources, with coherent educational and ludic contents) and to develop specific contents (fitting special needs of young blind children). The software is made to develop the games simultaneously in several languages.

	31
	UNI-GAME

Game based Learning in universities and lifelong learning
	Minerva

2002-04
	http://www.unigame.net/html/project_info.html
	higher school students
	A role play game called UniGame: Social skills and Knowledge Training is available (but not for free). Teacher can define various topics, modifying the game for his own purposes. There are also a lot of links to other educational games (most of them don’t work), some of them assisted by the description and evaluation.

	32
	WAI-NOT

ICT in the Framework of educating/coaching mentally disabled Children/Youngsters
	Minerva

2001-04
	http://www.wai-not.org/
	children and youngsters with mental disability
	An Internet Playground with three levels of difficulty, according to the child’s intellectual abilities and interests. Navigation is kept as simple and as conveniently arranged as possible. Space is provided for creative pages (e.g. colours, tinkering, drawing, music), (re)creative pages (e.g. games, recopies), educational pages (e.g. animals, news, school) and interactive pages (e.g. guest book, forum). This environment is assisted by the website for supervisors, parents and/or teachers.


2.2.2. Description

Educational PC games are considered important objectives or tools in 32 EU funded projects. The target groups of those games are diverse as well as topics and kinds of approach. Regarding distinctive features of the games they can be grouped as follows:

a) games dedicated to people with special needs 

· 10: deaf prisoners

· 30: blind children

· 32: children and youngsters with mental disability

b) language games: 1, 11, 12, 25, 28

c) scientific games

· 5: cybernetical
· 19: mathematical

· 20: chemical

· 23: physical

d) games dedicated to social topics

· intercultural issues: 8, 13, 14, 22

· active citizenship: 29

· social skills: 2, 9, 31

e) games used in vocational training

· 3: for bank back-office staff

· 6: for youth workers

· 9: for young unemployed

· 27: career simulation for young women

f) games generally ‘educational’ with no particular specification: 4, 7, 10, 15, 16, 17, 18, 21, 24, 26.

Three of those games are designed in a form of PC role play game (2, 27, 31), and one does not use computer in a traditional meaning as the competitors are robots (5). No games utilizing consoles have been identified. 

2.3. Projects dedicated to mobile technology in education

2.3.1. Table

	No
	Name
	Programme and span
	Website
	Target
	Mobile device
	Mobile learning issues

	1
	Alpha-Beta

New Methods for Services for People With Literacy Difficulties in Adult Education


	Minerva 2006-08
	http://www.ieie.de


	illiterate

adults
	mobile phones


	The project is developing didactic methods

beyond literacy courses which will introduce illiterate people to forms of learning

supported by modern technology and which use mobile communications devices (e.g.

mobile telephones) for which no written knowledge, i.e. no knowledge of reading, is

required.



	2
	Bila-Learn

Innovative Methods for Bilingual Language Acquisition for Adults Learners in Europe


	Grundtvig

2006-08
	no website available
	adult learners
	mobile phones, 

PDAs
	The project concentrates on processes of language acquisition of adults learners using

innovative technological developments such as mobile communication devices (mobile

phone, PDAs) as learning tools.


	3
	EDUET

Effective Didactical Use of E-books/E-textbooks and Tablet PCs as Innovative Delivering Media
	Minerva

2004-06
	http://www.eduet.net/
	colleges and universities students, corporate learners
	e-books,

tablet PCs
	Major project outcomes are: study and survey report on tablet PCs and e-books/e-textbooks in teaching and learning, and a guide how to use them effectively in those fields.

	4
	eLVET
Using E-Learning for the Vocational Education of Young Travellers
	Minerva 

2006-08
	http://www.elvet.eu/index.php 
	adolescents from fairgrounds and circus families 
	mobile phones
	One of the main project’s activities is testing of a system of ''moving learning bases'', which means that internetmobiles are provided for young people to work with their interactive material.



	5
	EUROPODIANS

Language courses for mobile technologies


	Lingua 

2006-09
	http://www.europodians.com/ 
	not specified
	mp4 player,

iPods


	The purpose is to create and distribute a series of courses for the learning of 11 European languages. Differently to already existing multimedia courses, our materials are interactive (Moodle platform) and especially designed to be played by mobile players of different kinds (small screens, portability, editability, etc).


	6
	Incorporating mobile learning into mainstream education and training
	Leonardo

2005-?
	http://www.ericsson.com/ericsson/corpinfo/programs/incorporating_mobile_learning_into_mainstream_education/ 
	administrators of mainstream education, students
	PDAs, palmtops,

handhelds, smartphones, mobile phones
	The expected results were: (1) a mobile development guide for the use of mainstream institutions to enable them to introduce mobile learning; (2) the messaging package (in the languages EN, FR,HU) for the introduction of mobile learning in mainstream institutions; (3) 20 course guides for the use in mainstream courses on PDAs, smart and mobile phones (study guidance, course summaries, examination preparation) all with the latest mobile technologies including student support and tutor contact; (4) 10 full modules for the use as mainstream courseware [dissemination]

	7
	Just in Time reBlending 

Blended Learning Methods and Mobile Tools in Vocational Education
	Leonardo 2005-?
	http://www.reblending.se/
	employees in SMEs and VET teachers and students
	non specified
	The aim of the project was to solve the problem of lacking web based learning and tutoring methods customised for the use in mobile environment. The method will be supported by the Mobile Supported Learning Environment (MSLE)

	8
	LOGIS MOBILE

Competence Framework for Mobile On-Site Accelerated Vocational Training in Logistics Information Systems
	Leonardo

2004-?
	no website available
	seaport logistics industry

workers
	mobile phones, 

PDAs
	The project aims to design new m-training methodology which combines a concise logistics training dictionary with the latest mobile phone technology specific to the seaport logistics industry. Mobile phone-based, vocational m-training for trainers will be developed. The project purpose is to make the logistics dictionary available via mobile phones.

	9
	M-LEARNING

Mobile Communications Technologies for Young Adults Learning and Skills Development
	Information Society Technologies

FWP5

2001-05
	no website available
	young

adults
	mobile phones
	The project had to develop prototype products to provide information and modules of learning via inexpensive, portable technologies which are already owned by or readily accessible for the majority of EU young adults. The products was to seek to attract young adults to learning and assist in the development and achievement of life long learning objectives.

	10
	M-Learning 

Mobile Learning - The Next Generation of Learning
	Leonardo

2003-?
	http://learning.ericsson.net/mlearning2/index.shtml 
	students
	PDAs,

smartphones, mobile phones
	The programme develops learning management systems (LMS) for delivering training courses via wireless devices such as PDAs (Personal Digital Assistants), smart phones and mobile phones, including the latest generations. m-Learning continue to develop multimedia course content for a range of wireless communication devices through the introduction and piloting (with students) of a portfolio of courses, each using one of the three types of technology. The distance learning will include qualifying courses (e.g. statistics, organisation and management) relevant to partner personnel, as well as new modules promoting access by disadvantaged groups such as college-averse, young, unemployed people

	11
	M-learning

The role of mobile learning in European education


	Minerva

2006-08
	http://www.ericsson.com/socrates2006
	EU decision makers,

students
	PDAs, 

mobile phones, smartphones


	The main activities of the project are: development of a policy document on the role of mobile learning, an overview of the role of mobile learning in the 25 states today, listing of achievements of mobile learning, pedagogical

aspects of mobile learning, adapting ILT (Instructor Led Training) and e-learning

materials to mobile learning, the development, adaptation, teaching and evaluation of

mobile learning courseware for real students.

	12
	MOBIlearn
	Information Society Technologies FWP5

2002-05
	http://www.mobilearn.org/index.php 
	not specified
	all available
	The project explores new ways to use mobile environments to meet the needs of learners, working by themselves and with others. A new m-learning architecture had to support creation, brokerage, delivery and tracking of learning and information contents, using ambient intelligence, location-dependence, personalization, multimedia, instant messaging (text, video) and distributed databases. Field trials cover “blended learning” (as part of formal courses); “adventitious, location-dependent learning” (during visits to museums); and "learning to interpret information sources and advice" (acquiring medical information for everyday needs). The high connectivity and functionality may lead to new group behaviours, akin to the SMS phenomenon.

	13
	MoTFAL 

Mobile Technologies For Ad-hoc LEARNING
	Minerva

2002-04
	http://www.ea.gr/ep/motfal/index.htm
	high school students
	PDAs,

palmtops
	Researching the possibilities of using mobile platforms (such as PDAs and palmtops) with Internet access for educational purposes at school level. The examined platform is available.

	14
	SMILE – Supporting vocational education and training through Mobile Learning Environments
	Leonardo

2005-07
	http://www.ask.iti.gr/smile/pda/index.php 
	non specified
	all mobile and wireless devices
	The objective was also to apply and validate both the methodology and the associated technological solutions in a diverse set of scenarios of use for mobile e-training and the transfer of know-how as guidelines and good practises for consideration by European VET policy makers and international standardisation bodies so as to take advantage of the project findings. The products include an authoring tool for mobile VET processes, and constructing a software environment for mobile VET services, and also would support mobile virtual communities.

	15
	Taxi Drivers Linguistic platform for teaching English to taxi and bus drivers by means of Personal Digital Assistants (PDA) and intelligent telephones
	Leonardo

2006-?
	no website available
	taxi and bus drivers
	PDAs,

mobile telephones
	The aim was to design of a training module for English teaching, at beginner and intermediate level. The project intends to use the internet to create intuitive learning: it will develop content for vocational training using modern technology like PDA, telephone, PC etc. The goal is to construct a linguistic education tool adapted to the target group. An educational platform will be developed by using the events in the respective city as a tool, as it will be giving details in English about what is taking place in the sport area, in the cultural field etc.

	16
	TransmobiLE

Transnational pilot project for mobile learning in the retail sector with particular emphasis placed on the incorporation of innovative educational-methodological teaching and learning arrangements in basic and continuing training
	Leonardo

2003-?
	http://www.transmobile.info/cms/index.php 
	employees
	mobile telephones, laptops, 

PDAs
	The project develops new methods for the mobile further and continuing training of employees in the retail trade. Consideration is being given to the use of mobile telephones, laptops, digital assistants (PDAs), WLAN and Bluetooth technology (as ways of transferring data) as well as special video terminals. Emphasis is placed for the project not necessarily on the learning of skills in the context of a training course but rather the ability to learn in line with requirements. Learning content can be requested with the aid of mobile technology where necessary and be put to use in tandem with the work process at the workplace

	17
	UNITE

Unified eLearning Environment for the School
	Information Society Technologies FWP6

2006-08
	http://www.unite-ist.org/
	secondary school pupils
	mobile telephones
	One of the main objectives is conceptualisation, design, and development of a very comprehensive, highly modular eLearning and communication platform, supporting the development, management and re-use of learning objects, activities and experiences, and appropriately linking up the mobile phone technology for learning purposes. 


2.3.2. Description

17 EU funded projects aiming development of mobile learning has been discovered. Mobile technology in education is addressed to wide range of users – 7 projects (3, 6, 7, 10, 11, 13, 17) is dedicated to school pupils and students, the rest of them consider different kinds of learners: adults (2, 9), illiterates (1), adolescents from fairgrounds and circus families (4), seaport logistics industry workers (8), taxi and bus drivers (15) or other employees (16). Remarkable are references to education managers (6, 7, 11) as decision-makers in the process of introducing m-learning solutions.

The most often used mobile device is cellular telephone (1, 2, 4, 6, 8, 9, 10, 11, 15, 16, 17), the other suggested are:

· PDAs, palmtops, smartphones, handhelds: 2, 6, 8, 10, 11, 13, 15

· e-books and tablet PCs: 3

· mp4 players and iPods: 5

· laptops: 16

· all available (or: non specified) mobile device: 7, 12, 14.

Most of projects aims developing new m-learning environments (1, 2, 4, 5, 7, 8, 9, 10, 13, 14, 15, 16, 17), the minority’s main objective is reviewing or dissemination existing solutions (3, 6, 11, 12). 

2.4. Projects dedicated to mobile technology and gaming in education

2.4.1. Table

	No
	Name
	Programme and span
	Website
	Target
	Mobile device
	Mobile learning issues
	Gaming issues

	1
	ILGRECO

Implementing Learning Game Resources based on Educational Content


	Grundtvig

2006-08
	http://ilgreco.europole.org/ 
	adults
	mobile ICT platforms
	Using mobile technologies for improving educational and training methodologies;

share networked game information resources on real time over mobile networks such as GPRS, 3G and WIFI.
	Training new ways of

e-learning/game using

multiple game educational scenarios based on TCP/IP networks. Develop and implement a course methodology for using games in education and create a game portfolio based.

	2
	LARA - Language Radio Partnership
	Lingua

2006-08
	no website available
	non specified
	iPods
	Providing “bite size digital audio format language clips” (e.g. mp3 files), which can be downloaded to PCs and MP3 players (e.g. i-Pod) from a dedicated LARA website.
	Radio language games will be developed as a part of digital audio package (including also language radio programmes, internet radio website, podcast language clips for

download, simul-casting language programmes, short radio documentaries)

	3
	MGBL

Mobile Game Based Learning
	Information Society Technologies FWP5

2005-08
	http://www.mg-bl.com/ 
	young people
	mobile phones
	The aim of the project is to design, develop and trial a prototype game platform that can be used to efficiently develop games for m-learning, whereby the focus is on the support of decision making in critical situations, not only in a cognitive but also in an emotional way. These games shall firstly directly support learning via opportunities to develop knowledge and cognitive skills in an exciting and inspiring – thus in a highly emotional - way, and secondly indirectly motivate users to refer to other media (e.g. “classic” libraries, scripts, etc.) for learning purposes.


2.4.2. Description

Only three EU funding projects combining gaming and mobile technology for educational purposes have been found, among them no-one is dedicated to people with special learning needs. One of the projects (2) provides with solutions referring to language learning.

3. CONCLUSION

Among all identified UE projects no-one covers the joint areas of dyslexia, gaming and mobile technology in education, what is a proof for innovation of CallDysc project. 
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