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Mobile computing

Mobile devices

Applications

Ubiquitous and Pervasive Computing
Wearable computing

Constraints of mobile computing

References

Build your first project



O Mobile computing systems are computing systems that may be
easily moved physically and whose computing capabilities may be
used while they are being moved.

O Mobile computing systems are distributed systems over a network
to communicate between different machines. Wireless connection
IS required to do the communication.



Mobile Computing Devices
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Examples of mobile devices are:
O laptops,

O personal digital assistants (PDAS),

O mobile phones,

O tablets and

O wearable computing such as smart watches.

By distinguishing mobile computing systems from other
computing systems we can identify the distinctions in the tasks
that they are designed to perform, the way that they are
designed, and the way in which they are operated.



O The word “Apps” is a term for software that allows users to perform
specific functions. Therefore, the word “"app” isn't limited to a single
device. There are several types of apps:

O Desktop applications run on a desktop, and don't heed web access to
function. They could be represented by icons and often come standard
with new computers.

O Examples include Paint, Notepad and iPhoto. They could also refer @
custom “application” used for a specific purpose within a corporate
environment.

O are those which download some parts of the program from the
web onto devices every time they run.

O These apps are becoming more popular these days as they don't require
installation, manual updates, or hardware upgrades.



@) Written in a combination of and
, browser-based applications run within

O They aren’t platform dependent, which means that you can run these
in a , or machine.

O There may be a few differences in the way these apps may appear
on different browsers, but they're negligible.

@) While they require an internet connection,
client based applicafions don't need a browser to run. Instead, you
can install them onto your device (computer or mobile device).

O This is similar to the client/server architecture which companies used
before the internet. The only difference is that the server is
online rather than the local network. As for data storage, you can
choose to store locally or remotely.



Web-Based Application
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O are made for mobile devices, are
downloaded on “application stores” such as and
and are accessed through an icon on your phone'’s desktop.

O Creating these can be challenging for a developer as different
mobile apps need 1o be created for ) and
and for the most part the code can't be shared

between device platforms.

O Instagram, Facebook, many and social media sites all have

O



O , by definition, are software
applications that run on portable devices such as

and . These apps are
available for download through device-specific
portals like and are

Installed onto users' devices.

O There are three types of mobile applications you
can pick from:

O
O
O






O O

Native mobile apps are programmed in the recommended language for a
specific operating system. For example, Android native applications are programmed using
Java.

These applications are compatible with the device's hardware and feafures. They're also
faster and more efficient because they work in tandem with the device they're developed
for.

In some cases, this speed can be the result of their limited need for internet connectivity.
However, native apps will need user permission to download updates.

Mobile web applications are websites that look and feel like native applications.
However, they have limited access to the device's features and require permission before
interacting with them.

Written in most of the time, they require your device’s native browser to run.

A good example of this is Google Maps. Whether you use the app or the website, you won't
see much of a difference.



O There is a third type that experts tend to add to this list:

@) These applications are available through the app
store and allow users fto inferact with the device's features.
However, they rely on being rendered in a browser that's

embedded within the app. A good example of hybrid
applications is the Neftflix app, which uses the same code to run on
both desktop and mobile devices.



Native, Hybrid or Web
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O

, or , and also known as
Is the term given to the third era of modern computing.

@) was defined by , a single large fime-
shared computer owned by an organization and used by many people
at the same time.

@) , came the era of the ", a primarily owned
and used by one person, and dedicated to them.

O , representative of the present time, Iis
charoc’rerlzed by the explosion of small networked portable computer
products in the form of Smart phones, personal digital assistants (PDAs),
and embedded computers built info many of the devices we own—
resulting in a world in which each person owns and uses many computers.



Ubiquitous computing will enable
divers wireless applications
including monitoring of pets and
houseplant, operation of
appliances, keeping track of
books and bicycles and much
more.

- Computers  available  anyfime
everywhere

- Embedding microprocessors in every
day object

-GOAL " Smart, infelligent'environment

- Vision: Small and expensive
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O , also known as or
, are small computing devices (nowadays usually
electronic) that are worn under, with, or on top of clothing.

O The definition of * " may be narrow or broad,
extending to smartphones or even ordinary wristwatches.

O Good examples of wearable devices are Google glasses and
iWatch.



O are expected to be resource-poor than the
desktops

@) IS less secure and reliable. Since mobile devices
are accompanied their user everywhere, is much more likely to be
lost or stolen.

@) connectivity can be highly variable in terms of its
performance (bandwidth and latency).
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Figure 1.1 Need for dynamic adaptation in mobile computing environments,
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O

O Install the latest version of Eclipse.

O In the window, click
O If you have a project already opened, select > >
O In the window, select and click
O In the window, complete the following:
O Enter "My First App" in the field.
O Enter "com.example.myfirstapp” in the field.
O

O Click



O Prepare a report to talk about:

“Ubiquitous and wearable computing”
Use resources from the internet (Reliable resources, such as PDFs).

Use the academic website “Google scholar” when you search about
this topic.






