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EXECUTIVE SUMMARY

The internationally recognized series of Horizon
Reports is part of the New Media Consortium’s
Horizon Project, a comprehensive research venture
established in 2002 that identifies and describes
emerging technologies likely to have a large impact
over the coming five years on a variety of sectors
around the globe. This volume, the 2071 Horizon
Report, examines emerging technologies for their
potential impact on and use in teaching, learning,
and creative inquiry. It is the eighth in the annual
series of reports focused on emerging technology in
the higher education environment.

To create the report, the Horizon Project’s Advisory
Board, an international body of experts in education,
technology, business, and other fields, engaged in
a discussion based on a set of research questions
intended to surface significant trends and challenges
and to identify a broad array of potential technologies
for the report. This dialog was enriched by a wide
range of resources, current research, and practice
that drew on the expertise of the NMC community
and the communities of the members of the board.
These interactions among the Advisory Board are
the focus of the Horizon Report research, and this
report details the areas in which these experts were
in strong agreement.

Each edition of the Horizon Report introduces six
emerging technologies or practices that are likely to
enter mainstream use within three adoption horizons
over the next five years. Key trends and challenges
that will affect current practice over the same time
frame add context to these discussions. Over the
course of just a few weeks, the Advisory Board came
to a consensus about the six topics that appear
here in the 2071 Horizon Report. The examples and
readings under each topic area are meant to provide
practical models as well as access to more detailed
information. Wherever possible, an effort was made
to highlight the innovative work going on among
learning-focused institutions. The precise research
methodology employed is detailed in the closing

section of this report.

The report’s format is consistent from year to year
and edition to edition, and opens with a discussion of
the trends and challenges identified by the Advisory
Board as most important for the next five years. The
format of the main section of this edition closely reflects
the focus of the Horizon Project itself, centering on
the applications of emerging technologies in higher
education settings. Each section is introduced
with an overview that describes what the topic is,
followed by a discussion of the particular relevance
of the topic to teaching, learning, and creative inquiry.
Several concrete examples of how the technology is
being used are given. Finally, each section closes
with an annotated list of suggested readings and
additional examples that expand on the discussion
in the report, including a link to the tagged resources
collected during the research process by project
staff, the Advisory Board, and others in the global
Horizon Project community.

Key Trends

The technologies featured in every edition of the
Horizon Report are embedded within a contemporary
context that reflects the realities of the time, both in
the sphere of education and in the world at large.
To ensure this context was well understood as the
current report was produced, the Advisory Board
engaged in an extensive review of current articles,
interviews, papers, and new research to identify
and rank trends that are currently affecting the
practices of teaching, learning, and creative inquiry.
Once detailed, the list of trends was then ranked
according to how significant each was likely to be for
learning-focused institutions over the next five years.
The highest ranked of those trends had significant
agreement among the Advisory Board members,
who considered them to be key drivers of educational
technology adoptions for the period 2011 through
2015. They are listed here in the order in which the
Advisory Board ranked them.



= The abundance of resources and relationships
made easily accessible via the Internet is
increasingly challenging us to revisit our roles
as educators in sense-making, coaching, and
credentialing. This multi-year trend was again
ranked very highly, indicating its continued
influence. With personal access to the Internet
from mobile devices on the rise, the growing set
of resources available as open content, and a
variety of reference and textbooks available
electronically, students’ easy and pervasive
access to information outside of formal campus
resources continues to encourage educators to
take a careful look at the ways we can best serve
learners.

People expect to be able to work, learn, and
study whenever and wherever they want.
This highly-ranked trend, also noted last year,
continues to permeate all aspects of daily life.
Mobiles contribute to this trend, where increased
availability of the Internet feeds the expectation
of access. Feelings of frustration are common
when it is not available. Companies are starting
to respond to consumer demand for access
anywhere; in 2010, programs like Google’s Fiber
for Communities sought to expand access to
underserved communities, and several airlines
began offering wireless network access in the air
during flights.

The world of work is increasingly collaborative,
giving rise to reflection about the way student
projects are structured. This trend continues
from 2010 and is being driven by the increasingly
global and cooperative nature of business
interactions facilitated by Internet technologies.
The days of isolated desk jobs are disappearing,
giving way to models in which teams work actively
together to address issues too far-reaching or
complex for a single worker to resolve alone.
Market intelligence firm IDC notes that some
one billion people fit the definition of mobile
workers already, and projects that fully one-third
of the global workforce — 1.2 billon workers —

will perform their work from multiple locations by
2013.

= The technologies we use are increasingly
cloud-based, and our notions of IT support
are decentralized. This trend, too, was noted in
2010 and continues to influence decisions about
emerging technology adoption at educational
institutions. As we turn to mobile applications for
immediate access to many resources and tasks
that once were performed on desktop computers,
it makes sense to move data and services into
the cloud. The challenges of privacy and control
continue to affect adoption and deployment, but
work continues on resolving the issues raised by
increasingly networked information.

Critical Challenges

Any discussion of technology adoption must also
consider important constraints and challenges,
and the Advisory Board drew deeply from a careful
analysis of current events, papers, articles, and
similar sources, as well as from personal experience
in detailing a long list of challenges institutions face
in adopting any new technology. Several important
challenges are detailed below, but it was clear that
behind them all was a pervasive sense that individual
organizational constraints are likely the most
important factor in any decision to adopt — or not to
adopt — any given technology. While acknowledging
that local barriers to technology adoptions are
many and significant, the Advisory Board focused
its discussions on challenges that are common to
institutions and the educational community as a
whole.

The highest ranked challenges they identified are
listed here, in the order of their rated importance.

= Digital media literacy continues its rise in im-
portance as a key skill in every discipline and
profession. This challenge, first noted in 2008,
reflects universal agreement among those on
the Horizon Project Advisory Board. Although
there is broad consensus that digital media liter-
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acy is vitally important for today’s students, what
skills constitute digital literacy are still not well-
defined nor universally taught. Teacher prepara-
tion programs are beginning to include courses
related to digital media literacy, and universities
are beginning to fold these literacy skills into
coursework for students, but progress continues
to be slow. The challenge is exacerbated by the
fact that digital technologies morph and change
quickly at a rate that generally outpaces curricu-
lum development.

= Appropriate metrics of evaluation lag behind
the emergence of new scholarly forms of au-
thoring, publishing, and researching. Noted first
in 2010, this challenge continues. Electronic
books, blogs, multimedia pieces, networked
presentations, and other kinds of scholarly work
can be difficult to evaluate and classify accord-
ing to traditional metrics, but faculty members
are increasingly experimenting with these al-
ternate forms of expression. At the same time,
reconciling new forms of scholarly activity with
old standards continues to be difficult, creating
tension and raising questions as to where fac-
ulty energy is best directed.

Economic pressures and new models of edu-
cation are presenting unprecedented competi-
tion to traditional models of the university. The
twin challenges of providing high-quality ser-
vices and controlling costs continue to impel in-
stitutions to seek creative solutions. As a result,
innovative institutions are developing new mod-
els to serve students, such as streaming survey
courses over the network so students can at-
tend from their dorm or other locations to free
up lecture space. As these pressures continue,
other models will emerge as well.

Keeping pace with the rapid proliferation of in-
formation, software tools, and devices is chal-
lenging for students and teachers alike. New
developments in technology are exciting and
their potential for improving quality of life is en-

ticing, but it can be overwhelming to attempt to
keep up with even a few of the many new tools
that are released. User-created content is ex-
ploding, giving rise to information, ideas, and
opinions on all sorts of interesting topics, but fol-
lowing even some of the hundreds of available
authorities means sifting through a mountain of
information on a weekly or daily basis. There is
a greater need than ever for effective tools and
filters for finding, interpreting, organizing, and re-
trieving the data that is important to us.

These trends and challenges are a reflection of the
impact of technology that is occurring in almost
every aspect of our lives. They are indicative of the
changing nature of the way we communicate, access
information, connect with peers and colleagues,
learn, and even socialize. Taken together, they
provided the Advisory Board a frame through
which to consider the potential impacts of nearly 50
emerging technologies and related practices that
were analyzed and discussed for possible inclusion
in this edition of the Horizon Report. Six of those
were chosen via successive rounds of ranking; they
are summarized below and detailed in the main body
of the report.

Technologies to Watch

The six technologies featured in the 2017 Horizon
Report are placed along three adoption horizons
that indicate likely time frames for their entrance into
mainstream use for teaching, learning, or creative
inquiry. The near-term horizon assumes the likelihood
of entry into the mainstream for institutions within the
next twelve months; the mid-term horizon, within two
to three years; and the far-term, within four to five
years. It should be noted at the outset that the Horizon
Report is not a predictive tool. It is meant, rather, to
highlight emerging technologies with considerable
potential for our focus areas of teaching, learning, and
creative inquiry. Each of the six is already the focus
of attention at a number of innovative organizations
around the world, and the work we showcase here
reveals the promise of a wider impact.



On the near-term horizon — that is, within the next
12 months — are electronic books and mobiles.
Electronic books are moving closer to mainstream
adoption for educational institutions, having
appeared on the mid-term horizon last year. Mobiles
reappear as well, remaining on the near-term horizon
as they become increasingly popular throughout the
world as a primary means of accessing Internet
resources. Resistance to the use of mobiles in the
classroom continues to impede their adoption in
many schools, but a growing number of institutions
are finding ways to take advantage of a technology
that nearly all students, faculty, and staff carry.

Electronic books continue to generate strong
interest in the consumer sector and are
increasingly available on campuses as well.
Modern electronic readers support note-taking
and research activities, and are beginning
to augment these basic functions with new
capabilities — from immersive experiences
to support for social interaction — that are
changing our perception of what it means to
read.

Mobiles  enable ubiquitous access to
information, social networks, tools for learning
and productivity, and much more. Mobile devices
continue to evolve, but it is the increased access
to affordable and reliable networks that is driving
this technology now. Mobiles are capable
computing devices in their own right — and they
are increasingly a user’s first choice for Internet
access.

The second adoption horizon considers
technologies expected to gain widespread usage
within two to three years, and this year’s candidates
are augmented reality and game-based learning.
Both intersect with practices in mainstream popular
culture, both have been considered significant tools
for education for many years, and both have made
appearances on a number of campuses already.
Advances in hardware and software, as well as in
a broader acceptance of new methods in teaching,

secured the place of these innovations as the top
technologies for the mid-term horizon.

Augmented reality refers to the layering of
information over a view or representation of
the normal world, offering users the ability to
access place-based information in ways that are
compellingly intuitive. Augmented reality brings
a significant potential to supplement information
delivered via computers, mobile devices, video,
and even the printed book. Much simpler to
create and use now than in the past, augmented
reality feels at once fresh and new, yet an easy
extension of existing expectations and practices.

Game-based learning has grown in recent
years as research continues to demonstrate
its effectiveness for learning for students of all
ages. Games for education span the range from
single-player or small-group card and board
games all the way to massively multiplayer online
games and alternate reality games. Those at the
first end of the spectrum are easy to integrate
with coursework, and in many institutions they
are already an option; but the greatest potential
of games for learning lies in their ability to foster
collaboration, problem-solving, and procedural
thinking. For a variety of reasons, the realization
of this potential is still two to three years away.

Looking to the far-term horizon, four to five years
from now for widespread adoption, are gesture-
based computing and learning analytics. Both
remain largely speculative and not yet in widespread
usage on campuses, but both are also garnering
significant interest and increasing exposure.

Gesture-based computing moves the control
of computers from a mouse and keyboard to the
motions of the body via new input devices. De-
picted in science fiction movies for years, ges-
ture-based computing is now more grounded in
reality thanks to the recent arrival of interface
technologies such as Kinect, SixthSense, and
Tamper, which make interactions with computa-
tional devices far more intuitive and embodied.

m
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Learning analytics loosely joins a variety of
data-gathering tools and analytic techniques
to study student engagement, performance,
and progress in practice, with the goal of using
what is learned to revise curricula, teaching, and
assessment in real time. Building on the kinds
of information generated by Google Analytics
and other similar tools, learning analytics aims
to mobilize the power of data-mining tools
in the service of learning, and embracing
the complexity, diversity, and abundance of
information that dynamic learning environments
can generate.

Each of these technologies is described in detail
in the main body of the report, where a discussion
of what the technology is and why it is relevant to
teaching, learning, and creative inquiry may also be
found. Given the practical focus of the report, a listing
of examples of the technology in use, especially in
higher education, is a key component of each of the
six main topics. Our research indicates that all six
of these technologies, taken together, will have a
significant impact on learning-focused organizations
within the next five years.

The Horizon Project

This report is part of a longitudinal research study
of emerging technologies that began in March
2002. Since that time, under the banner of the
Horizon Project, the New Media Consortium and
its research partners have held an ongoing series
of conversations and dialogs with hundreds of
technology professionals, campus technologists,
faculty leaders from colleges and universities,
museum professionals, teachers and other school
professionals, and representatives of leading
corporations from more than thirty countries. These
conversations have been the impetus for a series
of nearly 20 annual reports focused on emerging
technologies relevant to formal and informal learning
in colleges, universities, schools, and museums.

In 2008, the NMC embarked on a new series of
regional companion editions of the Horizon Report,

with the dual goals of understanding how technology
is being absorbed using a smaller lens, and also
noting the contrasts between technology use in
one area compared to another. To date, companion
editions have been prepared that center on education
in Australia, New Zealand, and the fourteen countries
of Iberoamerica; the series will expand to include
Europe, Singapore, and Africa over the next two years.

The flagship Horizon Report, published each
January, focuses on higher education globally, and is
translated into multiple languages every year. Over
all editions, the readership of the reports is estimated
at well over 600,000 worldwide, with readers in more
than 70 countries.

The Horizon Project Navigator. This edition of
the Horizon Report kicks off the ninth year of the
series and a turning point in the NMC’s Emerging
Technologies Initiative, which is dedicated to charting
the landscape of emerging technologies for teaching,
learning, and creative inquiry. In each of the preceding
years, the Horizon Project process has focused
on the creation of a print-based publication (or its
pdf analog), one produced through a collaborative
process that leveraged the productive potential of a
wiki for posting and responding to ideas, RSS feeds
for gathering information dynamically, and tagging
for collecting and sharing references. The decision
to print the NMC report was based on the fact that
a physical report remains a powerful tool on many
campuses.

However, in its continuing interest in modeling the
advantages of new technologies, over the course of
2010, and with the generous support of the HP, the
NMC designed and produced the Horizon Project
Navigator (http:/navigator.nmc.org), an online
database that harnesses the power of technology
and social media to create an information and
resource hub that is made stronger through the
participation of its users.

The Horizon Project Navigator leverages the
affordances of social media and computation to
offer users access to the same materials — and



more — used by the Horizon Project Advisory
Board. It is a dynamic, customizable, and powerful
tool for individuals who want the ability to chart the
landscape of emerging technologies for teaching,
learning, and creative inquiry through their own set
of needs and interests. The platform provides a fully
dynamic online version of the Horizon Report created
for the emerging technology professional.

Dynamic reports can be adapted and modified to suit
the needs of individual users, and Navigator itself
provides a space within which anyone can participate
in the gathering, sifting, and sharing of ideas
related to the trends and challenges of emerging
technologies in the context of formal and informal
learning. The Horizon Project Navigator includes all
the research materials, project information, and other
ephemera that has been created from the intensive
and collaborative process used in creating each
annual Horizon Report. The 2011 Horizon Report
was the first of the series that was able to draw on
the resources of the Horizon Project Navigator in its
creation, and marks a new epoch in the history of
the project.

The Horizon Project Wiki. The Horizon Project
uses qualitative research methods to identify the
technologies selected for inclusion in each report.
The process begins with a comprehensive survey of
the literature, technology news reports, and the work
of other organizations. The 43 members of this year’s
Advisory Board engaged in a comprehensive review

and analysis of research, articles, papers, blogs,
and interviews; discussed existing applications,
and brainstormed new ones; and ultimately ranked
the items on the list of candidate technologies for
their potential relevance to teaching, learning, and
creative inquiry. This work took place entirely online
and may be reviewed on the project wiki at http:/
horizon.wiki.nmc.org.

The effort to produce the report and the findings
detailed within it began in mid-September 2010 and
concluded in early January 2011, a period of just
under four months. Most of the work on the project
took place in and is preserved on the wiki. All of the
interim materials and rankings used to create the
report can be found there, as well as the discussions
of the Advisory Board around each topic. The six
technologies and applications that emerged at the
top of the final rankings — two per adoption horizon
— are detailed in the chapters that follow.

Each of those chapters includes detailed
descriptions, links to active demonstration projects,
and a wide array of additional resources related to
the six profiled technologies. Those profiles are the
heart of the 2017 Horizon Report, and will fuel the
work of the Horizon Project throughout 2011-12. For
those wanting to know more about the processes
used to generate the Horizon Reports, many of which
are ongoing and extend the work in the reports, we
refer you to the report’s final section on the research
methodology.




ELECTRONIC BOOKS

Time-to-Adoption Horizon: One Year or Less

Now that they are firmly established in the consumer sector, electronic books are beginning to demonstrate
capabilities that challenge the very definition of reading. Audiovisual, interactive, and social elements enhance
the informational content of books and magazines. Social tools extend the reader’s experience into the larger
world, connecting readers with one another and enabling deeper, collaborative explorations of the text. The
content of electronic books and the social activities they enable, rather than the device used to access them,
are the keys to their popularity; nearly everyone carries some device that can function as an electronic reader,
and more people are engaging with electronic books than ever before.

Overview

Electronic books have continued to rise in popularity
since their appearance on the mid-term horizon in
the 2010 Horizon Report and that popularity has
won them a place on the near term horizon for 2011.
The variety of content available — and the range of
readers that cater to individual preferences — has
grown over that time to the point that electronic
books are a viable and easy alternative to printed
ones. In addition to dedicated electronic readers,
multifunction devices like the Apple iPad and the
Samsung Galaxy represent a new class of tools
that merges the utility of electronic book readers
with web browsing, a wide variety of applications,
and an expanding set of entertainment options. The
ready availability of both reading devices and digital
content makes it very easy to integrate electronic
books into everyday portable computing.

The most interesting aspect of electronic books,
however, is notthe devices they are accessed with; it is
not even the texts themselves. What makes electronic
books a potentially transformative technology is
the new kinds of reading experiences that they
make possible. Publishers are beginning to explore
richly visual interfaces that include multimedia and
collaborative elements. The social magazine format
used by Flipboard, for example, turns the browsing
of RSS-enabled web content into a serendipitous
experience, a dynamic journey that changes every
time it is opened. Magazines like Time, Wired, and
others include interactive graphs, links that extend
the reader’s experience, video, and more. Epicurious

for the iPad is a rich media cookbook complete with
reviews, tips, recommendations, and the ability to
add recipes.

As the electronic book moves further from a digital
reproduction of a printed piece, some writers are
seeing it become something far richer, allowing
journeys through worlds real and imagined,
undertaken not alone but in company with other
readers. The gestural interfaces of new electronic
devices enhance the intellectual experience of
reading with tactile interactions. Electronic books
have the potential to transform the way we interact
with reading material of all kinds, from popular titles
to scholarly works. For three compelling visions of
the future promised by the electronic book, see the
five-minute video The Future of the Book produced
by design firm IDEO (http://vimeo.com/15142335).

Standards for the creation of electronic publications
are still in development, and those that exist often
focus on the text and do not include guidelines for
the kinds of interactivity that is possible in electronic
books. As more of its media morphs into digital
forms, the publishing industry is undergoing a shift
very similar to the one that took place in the music
industry in the last decade. New business models
and methods of distribution are appearing as older
ones begin to falter. While there is no clear winner
among the many available and emerging formats,
the acceptance and widespread use of electronic
books has enabled the industry to see a potential
path through the times ahead.



Relevance for Teaching, Learning,
Research, or Creative Inquiry

Despite their obvious advantages of size and weight,
electronic books are not as established among
scholarly readers as they are among the general
public. Several obstacles have stood in the way of
general adoption among academic institutions:
scarcity of academic titles, lack of necessary
features in electronic readers to support scholarly
work, a restrictive publishing model, and digital
rights management (DRM) issues. Most of these
constraints are now vanishing. Still to be solved are
accessibility issues, as a number of institutions found
with 2010 Kindle textbook programs. Many academic
titles are now available alongside the broad selection
of consumer titles; reader technology has developed
to the point that graphs, illustrations, videos, and
interactive elements can easily be included, and
many enable bookmarking, annotation, commentary,
dictionary lookup, and other useful functions.

Publishers have at last begun to uncouple print and
electronic sales of textbooks, making it easier to
choose one or the other as desired. In some parts of
the world, DRM restrictions still impede the adoption
of electronic textbooks; titles that are released in one
country may be unobtainable in another, or available
only on certain platforms. Until electronic textbooks
are divorced from reader-dependent formats,
broad adoption will continue to be problematic for
universities. Nonetheless, the promise offered by
the technology is such that electronic books are
being explored in virtually every discipline. Clear
advantages for students (e.g., price and portability)
are other factors that make this technology worth
pursuing.

For those with smart phones, iPads, and similar
devices, subscription-based services are available
that allow students to receive textbooks and
ancillary materials on the devices they already own.
Some models offer free membership with a pay-
per-book feature; others charge on a per-course
basis. Business models are emerging that may
lower costs for students, including textbook rentals

and bulk purchases by the institution. For-profit
universities such as the University of Phoenix have
begun requiring faculty to assign electronic texts,
and in 2010, the California State University system
piloted a similar program. While this reduces student
choice, it also provides a way for the university to
secure cheaper buying options for students. Course
management systems (CMS) are another point of
entry to electronic texts; Blackboard has partnered
with McGraw-Hill and two booksellers to enable
faculty to assign, and students to buy, electronic
texts within the Blackboard system. CourseSmart,
a consortium of five publishers, has also developed
CMS integration for assigning and purchasing
electronic texts.

Scholarly journals are beginning to appear in
electronic form as well. The European-based
Directory of Open Access Journals lists some 5,500
tittes — nearly half of which are searchable online at
the article level — and a typical university research
library will have access to many more. Scholarly
journals are not yet common in the mobile space,
although electronic versions of many consumer
periodicals are already available as custom apps.
Pricing models for mobile periodicals vary widely;
paper subscribers can sometimes receive mobile
versions free, but others must pay separately per
issue — sometimes at a higher rate than for a paper
subscription.

Pricing and DRM issues aside, electronic books have
the potential to truly transform educational practice.
Currently, most electronic books and journals are
essentially copies of printed versions that can be
read on a computer or mobile device. Exciting
new examples hint at the possibilities offered by
more advanced forms of electronic books — self-
directed, interactive experiences; easy exploration;
collaborative work; multi-modal, immersive activities;
and other deeply engaging approaches to learning.
Mobile applications add easy social interaction
around electronic books that could be marshaled in
support of group study and focused teacher-student
interaction at any point in the text. Electronic texts
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can be linked to a myriad of supporting materials that
can extend and enrich them.

A sampling of applications of electronic books across
disciplines includes the following:

= Biology. Raven Biology, an electronic text from
publisher Inkling, brings the study of this science
to life with detailed illustrations and animations,
in-line keyword definitions, and interactive
quizzes embedded in each chapter.

= Business. Students in Business Computing
at RMIT University participated in an electronic
book pilot using custom course material
developed from the traditional textbook.
Students using the electronic books were able
to delve more deeply into the material, access
related information beyond what the instructor
provided, and use the device’s highlighting and
annotation tools to take notes in the digital text.

= Education. At Ball State University, a grant-
funded project provided Kindles to students in
Studies in Educational Technology. While using
the readers for their own study, the future teach-
ers also experienced firsthand how electronic
books can be used in teaching and learning.

Electronic Books in Practice

The following links provide examples of how
electronic books are being used in higher education
settings.

Amazon to Launch “Kindle Singles”

http:/Iphx.corporate-ir.net/phoenix.

zhtmI?c=176060&p=irol-newsArticle&ID=1481538
In the fall of 2010, Amazon announced the
launch of “Kindle Singles,” short texts of
between 10,000 and 50,000 words. The service
is designed to provide a market for pieces longer
than a magazine article but shorter than a novel,
such as academic articles, thought pieces, and
research papers.

Constellation

https:/Icontent.ashford.edul/horizon
Created and maintained by Ashford University,
Constellation is an electronic textbook series
developed expressly for Ashford courses by
faculty and special editorial boards. Students
may use textbooks on their computers or mobile
devices, print them, or store them locally, as
they wish.

Cooliris Releases a Wikipedia Magazine
Experience for iPad
http://www.padgadget.com/2010/07/27/cooliris-
releases-a-wikipedia-magazine-experience-for-
ipad
The Cooliris Wikipedia application draws
in content from the online encyclopedia,
transforming it into a visually rich, magazine-like
display that invites browsing and exploration.

Page2Pub

http:/lopl.rit.edu/projects/page2pub/
Rochester Institute of Technology’s Open
Publishing Lab has developed a system for
collecting different types of digital content that
can then be published to the open epub format
for use on a variety of different electronic
readers.

The Pedlar Lady of Gushing Cross
http:/lwww.moving-tales.com
This interactive, immersive retelling of a classic
story with animation, audio, and rich graphics is
designed for the iPad.

Stanford University Medical School Issues iPads
to Students, Potentially Replacing Textbooks
http://med.stanford.edulism/2010/september/
ipads-0913.html
The Stanford University School of Medicine
provides students with iPads containing course
materials and interactive study aids. Students
find that the iPad reduces the number of
textbooks they must carry between classes and
appreciate having content in a variety of forms,
including video and interactive graphics.


http://phx.corporate-ir.net/phoenix.zhtml?c=176060&p=irol-newsArticle&ID=1481538
http://phx.corporate-ir.net/phoenix.zhtml?c=176060&p=irol-newsArticle&ID=1481538
http://www.padgadget.com/2010/07/27/cooliris-releases-a-wikipedia-magazine-experience-for-ipad
http://www.padgadget.com/2010/07/27/cooliris-releases-a-wikipedia-magazine-experience-for-ipad
http://www.padgadget.com/2010/07/27/cooliris-releases-a-wikipedia-magazine-experience-for-ipad
http://med.stanford.edu/ism/2010/september/ipads-0913.html
http://med.stanford.edu/ism/2010/september/ipads-0913.html

For Further Reading

The following articles and resources are
recommended for those who wish to learn more
about electronic books.

2009 Librarian eBook Survey
http:/liwww.apo.org.aulresearch/2009-librarian-
ebook-survey
(Michael Newman, HighWire-Stanford Univer-
sity, 26 March 2010.) This comprehensive report
analyzes how electronic books are being used
in libraries in 13 countries.

Delicious: Electronic Books

http://delicious.com/tag/hz11+ebooks
Follow this link to find additional resources
tagged for this topic and this edition of the
Horizon Report, including the ones listed here.
To add to this list, simply tag resources with
“hz11” and “ebooks” when you save them to
Delicious.

Handheld E-Book Readers and Scholarship:
Report and Reader Survey
http:/lwww.humanitiesebook.org/heb-
whitepaper-3.html
(Nina Gielen, American Council of Learned
Societies (ACLS) Humanities E-Book, 18
August 2010.) This report describes an
experiment and reader survey conducted by
the ACLS Humanities E-Book in 2009-10 to
assess the effectiveness of electronic scholarly
monographs.

A Magazine Meant for Mobile

http:/liwww.nytimes.com/2010/08/11/business/

media/11lnomad.html
(Tanzina Vega, The New York Times, 10 August
2010.) This article discusses a new online
publication for mobile devices. Nomad Editions,
written by freelance journalists, will a