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in learning) element of, 106-111;
wireless technology and experience-
based, 223-226. See also E-learning;
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standing symptoms/causes of learning



INDEX 307

problems, 252-253; vision of,
243-244, 245-241

MeLearning concept strategies: for future
success, 258-262; for readiness response
to “learning movement,” 282-287; for
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95 Theses (Luther), 93-94

No Child Left Behind Act (2002), 217
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See also Employees; Managers

P

PAL (Perceptive Assistant that Learns), 236

Partners: defining, 57; pain of changing,
60-62; partnership pledge by sourcing,
64-65; partnership pledge by veaaoi,
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collaboration

SBC Communications, 103

Scale content, 15

Scantron, 224

Schlafly, P,, 100

Scientific American, 204

Scientific Learning, 215

SCORM (Shareable Content Object Ref-
erence Model), 260, 277

Secret Service: analysis following simula-



INDEX 309

tion practice, 179-180; COTS (com-
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and, 51-52; defining, 47-48; individ-
ual expectations and, 52-54; the old
and new, 50t

Society for Organizational Learning, 156

Software: agent-based learning technol-
ogy, 221, 235-241; ambient learning
embedded in, 228; emotion detection,
237-238; LeapFrog’s “smart toys,”
214-215; learning using COTS (com-

mon off-the-shelf), 181-184; plotting
progression of innovation in, 211-213;
smart learning/cognitive tutor, 214-218.
See also Computer technology

SOJT (structured on-the-job training), 30

Sonalysts, 216

Sonny Bono Copyright Term Extension
Act (1998), 100, 103, 104

SpeechMiner (Utopy), 237, 238

Speed of learning, 10-11

Spielraum (play in learning), 106-111

Squire, K., 205

Standarization issues, 258—260

Stanford Center for Internet and Society,
103

Star Trees, 232

Stolen Knowledge (Brown and Duguid),
109-110

Strackbein, Mr.,.70-71

Stretch assignn.erits, 42-43

Students: ed'ucational gaming by, 181-184,
218.215-221; smart learning/cognitive
tiaior software for, 214-218; software
forinedical industry, 219-220. See also
Learners

Students with disabilities: ASL-based
products for hearing-impaired, 219;
smart technology used for, 215, 217

Supporting processes: identifying, 122-123,
126; as learning infrastructure element,
117-118; ways to maximize, 125t-126t

Sutker, S., 18, 57

Symbols/totems, 14

Syn-Patient, 220

T

Tablet PCs, 211-212, 224, 228

Tacit Knowledge, 223, 231

Tagore, R., 109

Talent searches, 13

Talkman (Vocollect), 228

Taxonomies: content object, 254-255fig,
256, 279; described, 279-280; ontolo-
gies within, 280. See also Metadata

Teachers: excluded from application de-
sign, 74-77; importance of great, 11-12.
See also Learning professionals

Teaching cultures, 43

TechLearn 2003 conference, 286

TechLearn, 97

“Techno-Economic Paradigms,” 210

Technology Revolutions and Financial Capital:
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The Dynamics of Bubbles and Golden
Ages (Perez), 210

Technology. See Learning technology

“Tele-collaboration,” 223

Test.com, 103

Texas Instruments, 224

The Third American Revolution, 48

Thomas, B., 18, 37

3Com University, 194-195

3D Buzz, 108

TiVo effect, 280281

Totems/symbols, 14

Training: benefits of, 37-38; embedded,
226-227; executive support/sponsorship
of, 43-45; learning vs., 5; McDonald’s
culture of, 168; mentoring as “secret”
of successful, 39—41; stretch assignments
as part of, 42-43; taking the next step
after, 39; via simulation, 175-178,
185-186. See also Employees; Learning

“12 Rules for the New Economy” (Kelly),
264-265

Two Sigma variation, 215, 216-217

U

UCSD m-learning, 199

Ultimus, 229

UNESCO, 213

University instructional programs, 8

Unreal Tournament (game), 108

Unreal University conference, 108

UPE (universal primary educatien), 213

U.S. Constitution, 99

U.S. military, 226-227. See ulso Secret
Service

U.S. Register of Copvrigiits, 102

Usability testing, 14-15

Utopy, 237

A%

Vandam, A., 285

Vcom3d, 219

Vendors: actions for building partnerships,
62-63; defining, 57; taking the part-
nership pledge, 64; understanding
what a partnership is not, 58-60; what
to expect out of partnerships, 57-58;
what to provide to partnerships, 58.
See also Partners

Verity, 237

Videos rave, 13

VirTra Systems, 235

Virtual Leader (SimuLearn), 221
Visualization, 231

VizServer (Insight), 232
VoiceLogistics (Voxware), 228
VPN (virtual private network), 194

W

W3C (World Wide Web Consortium), 204

Wake Forest University m-learning, 198

Wal-Mart, 97-98

Web-based learning evolution, 73, 76

WebFountain technology (IBM), 240

Websites: ClassinHand, 198; Computer
Research Association, 285; Data-
InHand, 198; Duke University
e-learning project, 198; Engelbart’s
“the unfinished revoluticn +alk, 265;
Kurzweil’s Law article; 2 10; m-learning,
197; MIT’s Teachet Eitacation Lab,
199; MOBllear::-Project, 196; Pro-
Learn Project, »20. See also Internet

Weiser, M., 204

What Videc Gomes Have to Teach Us
Aboui Cearning and Literacy (Gee), 107

Wheeor C,, 82

Wi Fiwireless fidelity), 225

WILL Interactive, 221

Wired magazine, 264

Wireless technology: experience-based
learning using, 223-226; industry pre-
dictions regarding, 191; potential for
handheld, 190-191; types of devices,
191-192; unique educational opportu-
nities using, 193-194; workers per in-
dustry sector using, 202fig—203. See
also M-learning

Workforce development: identifying
needs regarding, 120, 122; as learning
infrastructure, 117; of the next genera-
tion workforce, 149—150; ways to max-
imize, 123t

WorkSpace, 222

Wright Brothers, 260

Y

Your Turn: The Global CEO Study 2004
(IBM), 148
Z

ZigBee, 225
Zoesis, 236



