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Impact of emerging media technology on future higher education:
Discussion on learning metaphor of Horizon Report in recent years
Mou Zhijia
School of Journalism and Communication Shaanxi Normal University Xian 710062 China
[Abstract ]: This paper outlines six key trends five significant challenges and six key technologies
by analyzing the core content of Horizon Report 2012 ( Higher Education Edition) . On the basis of
summarizing all media technologies from Horizon Report in recent years the paper classifies media
technologies from learning style learning theory and learning paradigm as well as visually represents the
distribution of media technologies in information learning forms and learning environment so that we can
explore the practice track of new media technologies that affect higher education.
[Key words ]: Horizon Report; core trend; significant challenge; new media technology; learning style
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Status quo of domestic research on instructional design
from the perspective of word frequency analysis
Lian Yunmei

School of Journalism and Communication Shaanxi Normal University Xian 710062 China

[Abstract ]: The author made a statistical analysis of the key words in instructional design research
literature published in six core journals in China between 1997 and 2011 with the method of word
frequency analysis. The paper analyzes change of hot research topics on instructional design from the
quantitative point of view and puts forward a few thoughts in order to provide reference for related research

on instructional design.
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