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Abstract: Internet has touched the urban and educated society in a big way. However the rural and less educated society is yet to
enjoy the benefits. In India there are large number of non Internet Mobile users (NIMUs) -7.5 NIMUs for every internet users .1t is
hence essential that applications and products are designed with care and with usability in mind. Our own nation with a 1.2 billion
population offers a business huge opportunity to develop socially relevant mobile applications for Rural India. Hence the primary
objective of the paper is to reach to the NIMUs with mobile phone technologies and applications. The paper focus on implementing
the M-learning application for NIMUs which display the animation of story and the voice will be played in the background .Beside
the animation of story, the application has choices to display the story ,record the voice while reading the story ,videos of story and
quizzes about the story , by keeping in mind the mental growth of child 5-12 age group.
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1. INTRODUCTION

According to the World Bank, “there are still precious few
widespread examples of the use of [mobile] phones for
education purposes inside or outside of classrooms in
developing countries that have been well documented, and
fewer still that have been evaluated with any sort of rigor”
[17]. The cellphone has been argued to be an appropriate
device for educational delivery in the so-called developing
world [4, 9]. It is a low-power device that can be used in
places without reliable electricity. Even though it is largely
purchased for voice communications — which semi-literate
users rely on for their social and economic needs — it is also
able to run educational software that support visuals and
voiceovers. Most of all, the cellphone is the fastest growing
technology platform in the developing world. There are 2.2
billion mobile phones in developing regions like Africa and
India, as compared to only 11 million desktops [6].

While cellphones can be deployed in schools in developing
countries, the greatest opportunity is to facilitate informal
learning in out-of-school environments so as to complement
formal schooling. In underdeveloped regions, particularly
rural areas, many schools are not only poorly equipped or

lack highly-trained teachers. Worse, school attrition can be
prevalent in underdeveloped regions. For instance, in rural
India, about 43% of school-age children cannot attend school
regularly because they have to work for the family in
agricultural fields or households [3]. Mobile learning thus
empowers poor children to balance their educational and
income earning goals, by enabling them to learn anytime,
anywhere, in places and times more convenient than
school[1].

2. RELATED WORK

Koole [13] argues there is a tremendous scope for mobile
learning and establishes a framework to assist practitioners in
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designing activities appropriate for mobile learning.Klopfer
[12] adds that mobile learning games are not only engaging,
but can also account for the user’s context and

environment to improve on the learning process. Mobile
learning has been applied to the domains of nursing education
[11], online communities [5, 6] and distance education
[8,14].Similarly, Jarkievich et al. [9] and Scanlon et al. [15]
explore the usage of mobile phones in

outside classroom settings, whereas Bell et al. [3] study the
social interactions around cellphone-based games in everyday
settings. However, all of the above studies are based in
developed world settings. A major contribution of this paper
is instead to explore the scope of mobile learning in poorer
developing regions of the India.

3. SYSTEM DESIGN

3.1) Mobile learning

Mobile learning may be defined as handheld technologies,
together with wireless and mobile phone networks, to
facilitate, support, enhance and extend the reach of teaching
and learning. Mobile learning (M-Learning) is one new
learning mode by which an individual can use the mobile
communication terminals to assist them to learn. Mobile
learning is formed in the background of knowledge exploding,
it syncretises the characteristics of modern education thought,
computer network technology, mobile communications
technology and multimedia technology. Mobile learning may
also be defined as highly situated, personal, collaborative and
long term; in other words, truly learner-centred learning. M-
Learning also provides instructors and education
administrators with more flexible teaching and managing
methods

3.2) Purpose
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Our own nation with a 1.2 billion population offers a business
huge opportunity to develop socially relevant mobile
applications for Rural India . Hence, the primary objective of
the proposed system would be to reach out to the non-Internet
mobile users with mobile phone technologies and
applications, with innovative research in Interaction Design
addressing the various factors such as culture, language, user
interfaces, modelling and software engineering, keeping
diversity and scale in mind.

The work in understanding M-Learning would bring about a
mass upheaval in contextually relevant, domain specific
learning environment and is a step towards a well designed
application or product development in this domain. Moreover,
with the help of animations, it will help in better
understanding and mental growth of child-5 Age group from
distance villages and NGO's also.

3.3) Description of the proposed system:

The system consist of menus which will help the learner to
learn about the options available.

ol

Fig. 1 Option Screen

Following are the options available

3.3.1) Learn

The option “learn” is for story animation, The animation is
Frame animation using the class “AnimationDrawable” in

Android. The frames are displayed after some microsecond
one by one.
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Fig 2 Animation of story

3.3.2) Read and record
The learner can read the story and record the story,so that she
can listen the story later on.

Fig. 3 Read and Record

3.3.3) Video
The learner can play the video which are available on mobile
SD card.
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THE HARE AND THE TORTOISE

Fig. 4 Playing Video

3.3.4) Quiz

After listening the story the learner can give the answer of
quiz . The questions are related to the story,which will help
the leaner to memorize the story.

Answer the Questions
Qr.The . was very thirsty?

_crow) _
3 M Cosrvect!
02 Recognize the animal?

D3 How many craws 7
3 e g
Fig. 5 Quizzes

4. CONCLUSION

The application is implemented which help to learn about the
story using animation for the children in rural area of India.
The primary objective of the proposed system is provide the
standalone mobile learning application which facilitates the
animation of story ,displaying of story ,recording of voice
,videos of story and quizzes that test knowledge gained from
the story. In future more stories can be added to enhance the
learning experience.
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