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ABSTRACT

Mobile technologies are more powerful and portable nowadays because, it embedded
with varieties of useful tools which assist peoples in handling their daily life. Mobile
learning provides unique learning experiences for learners in both formal and informal
environments, supporting various pedagogies with the unique characteristics that are
afforded by mobile technology. Mobile learning, as a growing topic of interest, brings

challenges of design for teachers and course designers alike. Current research on
mobile learning covered various aspects such as personalization, context sensitivity,
ubiquity and pedagogy. With the advance of mobile technology, the issue of mobile
learning has been widely investigated in e-learning research. Many researchers
suggested that it is important to integrate pedagogical and technical strengths of
mobile technology into learning environments. This review study focuses on the
definition of mobile learning. The study surveyed recent researches on pedagogical
strategy of designing mobile learning. Through this review study, essential steps to
create and developed effective mobile learning strategy and guidelines to create
interactive and engaging mobile learning courses were identified and discussed.
Keywords: Educational apps, Drill and Practice, I pad, LMS, Mobile Learning, Social
Networks

INTRODUCTION

The ubiquity of emerging mobile
technology devices has resulted in
debate and research on how it can
benefit teaching and learning, as
much as it benefits business,
industry, and other social activities
(Ntloedibe-Kuswani, 2008). Mobile
learning provides users with the
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opportunity to personally control
their learning as well as to creatively
own their learning processes and
easily communicate with their peers
(Wong, 2012).

Agha and Ayse (2011) pointed out
that mobile learning provides a
personalized platform of learning
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content where convenience in the
access of resources is very critical.
Wong (2012) in his study mentioned
that mobile learning is about
increasing learners’ capability to
physically move their personal
learning environment as they move.
Bruck, Motiwalla and Foerster
(2012)  explained that mobile
learning could better cater for the
learners” need for learning in
situations of limited time or real
time. As a mobile device is generally
owned and always carried by a
student, a one-to-one relationship is
created which could provide the
ability to learn anywhere, anytime
and at any pace.

However, research has consistently
shown that designing a mobile
learning application to support
pedagogical purposes is a very
challenging task mainly due to the
different value systems of users
from various backgrounds and
experience (Huang, Zhang, Li and
Yang, 2012b). Despite the flexibility
and affordability of mobile learning,
it is still lacks standardization with
respect to specific requirements for
educational practices (Filho and
Barbosa, 2014). As indicated by
Churchill  (2011),
research on technology in teaching

contemporary

and learning pays insufficient
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attention to the pedagogical design
of educationally useful of mobile
applications and their roles in
learning experiences. One of the
pedagogical challenges is how to
connect the theories and case
studies to students” experience in a
mobile learning environment.

Mobile learning is diverse from
traditional electronic learning, thus
the conventional pedagogical theory
should be revised to fit the
characteristics of mobile
environment (Jeng, Wu, Huang, Tan
and Yang, 2010). The enhanced
pedagogical learning process is
utilized to facilitate the learning in
mobile learning activities. For
example, blog articles were applied
to construct a learning map called
blog-based dynamic learning map
(Wang, Huang, Jeng and Wang,
2008). It is designed to provide
informative and structured blog
articles to assist students’ learning.
Therefore, a collaborative learning
process can be facilitated by
utilizing a mobile blogging system
(Huang, Jeng and Huang, 2009). In
the mobile collaborative learning
process, the blogging system is
employed as a data collector and an
information sharing platform for
mobile learners. Chen, Chang and
Wang (2008) designed mobile
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application system for modelling,
coaching and scaffolding the
authentic activities and faded the
support during the mobile learning
process. They facilitate collaboration
and support some of the social
practices associated with learning.
Therefore, the traditional
pedagogical theory «can take
advantage of mobile technology and
bring more
process to mobile learners. The
combination  of
contextual,  constructionist and
constructivist principles should be
derived from augmented
pedagogical learning process (Jeng
et al., 2010).

efficient learning

collaborative,

Mobile devices will continue to
evolve and it will be necessary to
remain current with instructional
design applications. While there is a
considerable amount of research on
the effectiveness of mobile learning,
research in instructional design of
educational apps for mobile
learning delivery remains in its
infancy (Park 2011). To maximize
the use of mobile technologies for
learning
designers must first and foremost
understand how to most effectively
design mobile apps and how
instructional design for mobile
learning delivery differs from other

delivery, instructional
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delivery methods (Shroff, Keyes and
Linger, 2015).

An examination of instructional
design processes and instructional
strategies necessitates a conceptual
framework rich in instructional
design and pedagogy (Richey,
Klein, and Tracey, 2011). The
instructional design process is the
comprehensive method of how
instruction is designed, developed,
and implemented (Reigeluth and
Carr-Chellman, 2009). Guided by
learning theory and instructional
theory, instructional designers are
tasked with
pedagogically sound instruction
that leads to learner achievement of
learning outcomes (Reigeluth and
Carr- Chellman, 2009).

designing

In order to obtain all of mobile
learning’s potential benefits,
instructional design development
models are needed to guide
designers and instructors unfamiliar
with the pedagogical applications of
mobile learning (Herrington and
Herrington, 2007). The advent of
technology has provided a new
avenue for instructional design and
mobile delivery. The use of mobile
applications acts as a natural
mechanism to support formative

assessment  during  instruction,
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providing both the instructor and
students with feedback on how well
the class is grasping the concepts
under study, promoting more active
learning and highlighting the
reasoning processes that students
use to solve problems (Shroff, Keyes
and Linger, 2015). Research has
shown that that the wuse of
educational mobile applications
creates successful learning
environments from four
perspectives: (1) challenging and
supporting learners’ higher level
thinking; (2) promoting learners’
deep and flexible understanding on
the basis of introductory knowledge
acquisition; (3) enhancing learners’
conversations and collaborations; (4)
facilitating learners’ self-regulation
during learning (Gulikers,
Bastiaens, and Martens, 2005). As
such, the use of apps provides “real
world” learning activities, problem-
based learning, embedded
interactive applications, flexibility
and control of learning and an
increased sense of learning and
academic success.

CLASSIFICATION OF MOBILE
LEARNING APPLICATIONS

Goodwin and Highfield (2013)
categorised educational apps as
manipulable,  and
constructive apps. Also, based on

instructive,
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the categorisation of Goodwin and
Highfield (2013), Cherner, Dix and
Lee (2014) categorised educational
apps as skill-based, content-based
and function-based apps.

Instructive or Skill-Based Apps

Instructive apps proposed by
Goodwin and Highfield (2013) or
skill-based apps proposed by
Cherner, Dix and Lee (2014),
promote rote memorization of
content through recall and drill-and
practice  activities that deliver
instruction and students are able to
select an answer as a response
(Goodwin and Highfield, 2013;
Cherner, Dix, and Lee, 2014). These
apps provide routine exercises to
reinforce rudimentary skills within
a structured format, thereby
requiring students to practice a skill
repeatedly in order to increase their
accuracy (Cherner, Dix, and Lee,
2014). Hence, most of the problems
provided on these apps are
somewhat similar and repetitive in
nature as they are meant to expand
students” knowledge in a specific
subject area (Handal, Boris, Chris
Campbell, Michael Cavanagh and
Kashmira Dave, 2014). When using
these types of instructive or skill-
based apps, instructors should be
cognizant of the fact that the rigor
(objectivity, precision, consistency
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seem more appropriate) of these
apps ranks low on Anderson,
Krathwohl and Bloom’s (2001)
taxonomy of educational objectives
because learners are typically
recalling and remembering
previously learned knowledge to
answer questions. Remembering is
to promote the retention of the
presented material, ie., the
individual learner is able to retrieve
applicable knowledge from long-
term memory. The related cognitive
processes are recognizing and
recalling. However, the feedback
these apps provide students about
their performance is instant, which
allows students to readily track their
learning by presenting them with
information regarding their
performance after answering a
question or a series of questions
(Walker, 2011). Although low on
rigor, the significance of these apps
ranks high because students are able
to apply the subject area knowledge
these apps develop as they engage
in more challenging learning tasks
(Yarmey, 2011).

Manipulable or Content-Based Apps

Manipulable apps proposed by
Goodwin and Highfield (2013) or
content-based apps proposed by
Cherner, Dix and Lee (2014), offer
students digital manipulatives for
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guided discovery, thus enabling
them to make choices about the
topic/concepts they are learning and
by virtue of which they are able to
demonstrate this learning using a
pre-constructed context, template,
or structure (Cherner, Dix, and Lee,
2014; Goodwin and Highfield, 2013).
A common
manipulable or content-based apps
is that they do not assess students or
require them to complete a learning
task; instead, these apps are
intended for students to read texts
and view images and videos related
to specific topics, analogous to
moving from exhibit to exhibit in a
museum. As digital manipulatives,
the tasks fall within pre-determined
and scripted parameters, but still
provide students some degree of
freedom to explore (Hirsh-Pasek et
al., 2015). These apps also rank high
on Anderson, Krathwohl and
Bloom’s  (2001)
educational  objectives
learners are typically applying and
analyzing in a given situation to
perform  exercises or  solve
problems. Another feature of
manipulable apps is that they give
students access to vast amounts of
information, data, or knowledge by
conducting searches or through
exploring pre-programmed content.

characteristic  of

taxonomy  of
because
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Constructive or Function-Based Apps
Constructive apps proposed by
Goodwin and Highfield (2013) or
function-based apps proposed by
Cherner, Dix and Lee (2014), assist
students in transforming learned
information into usable forms,
presenting students with templates,
open-ended contexts or structures,
thereby subsequently enabling them
to create learning artifacts (e.g.,
videos, text or images) (Cherner,
Dix, and Lee, 2014; Goodwin and
Highfield, 2013). Since students use
constructive or function-based apps
to create these learning artifacts,
these apps rate on the upper two
hierarchical levels (e.g., creating and
evaluating/evaluating and
synthesizing) on Anderson,
Krathwohl and Bloom’s (2001)
taxonomy of educational objectives.
Creating promotes transfer and is
placing elements together to form a
coherent whole i.e., the learner is
mentally reorganizing some
elements or parts into a pattern or
structure not clearly presented
before. Evaluating also promotes
transfer and involves making
judgments based on criteria and/or
standards. Moreover, constructive
apps do not emphasize assessments
nor are they comprised of academic
content; rather, students often
utilize these apps to specifically
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create learning artifacts, which may
include multimedia presentations
visual representations or textual
descriptions of their learning
(Beutner and Pechuel, 2014). Hence,
constructive-based apps use the
literacy and
students learned from instructive
apps to display the knowledge they
learned from manipulable apps
(Zosh, Jennifer and Hirsh-Pasek,
Roberta, Golinkoff, Michael Robb
and Jordy Kaufman 2013).

numeracy  skills

8 STEPS TO CREATE AND
DEVELOP AN EFFECTIVE
MOBILE LEARNING STRATEGY
Christopher (2014) identified eight
steps to be follows in developing
mobile learning strategy:

(i) Identify your target
audience and the
primary objectives of
your Mobile Learning
Course: The first step
in  developing a
successful mobile
training strategy is to
identify who  will
actually be accessing
the information. In
other words, who is
your target audience
and, most importantly,
what do they hope to
achieve by taking the
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mobile training
course? You must
keep in mind that, for
the most part, learners
who participate in
mobile training
courses are pressed for
time. Therefore, you
will need to design
mobile training
courses that help them
to develop the skill
sets or offer the
information that they
need quickly,
conveniently, and
without wasting time
on irrelevant course
content. That is why
you will need to
identify their primary
learning objectives
even before begin the
design process. Also,
you must consider the
background of your
audience and their
learning needs. For
example, what is their
level of education and
work experience?
Should you include
industry-specific

jargon, or are they
beginners in the field?
What previous
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(if)

knowledge about the
topic do they already
possess? Do they
respond more
favorably to visual
learning tools or audio
elements? What is
their learning
environment (i.e. on-
the-job, at home, or at
school)?

Determine how your
mobile training
content  will  be
distributed: Are you
going to make your
content available on all
platforms, such as iOS
and Android? Are you
going to  include
graphics that can be
accessed on all
devices? Ideally, you
must support as many
devices as possible, so
that you give all
learners the
opportunity to benefit
from your Mobile
Learning course or
modules. You should
also  consider the
screen sizes of mobile
devices. For example,
if you design your
mobile training course
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with an iPad screen in
mind, then be sure to
verify that a learner
using an iPhone will
be able to read your
text or view your
smaller graphics. The
delivery method of
your mobile training
content is yet another
significant

consideration. While
some Mobile Learning
developers might
focus on web delivery
when they are creating
their mobile training
strategy, others might
center their Mobile

Learning course
design on native apps,
which can be

downloaded from the
app store. So, you
must decide which
delivery options are
best suited for your
content, subject
matter, and audience.
Create high quality
and mobile-friendly
content: This is one of
the most important
aspects of a mobile
training

given that

strategy,
Mobile
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Learning content you
are currently using
may not be ideal for
mobile
purposes. For
example, some of the
Mobile
courses you already

training

Learning

have in your LMS may
be too long or too
complex for mobile
training applications.
Ultimately, you must
consider short, bite-
sized mobile training
courses that can be
effectively completed
on-the-go, and
elements that are easy
to use on a mobile
device. For instance,
create mobile training
courses that require
the learner to speak
rather than type, or
modules that can be
navigated on a smaller
mobile device.

Boost user
engagement through
emotional
involvement:  Given
that learners may be
on-the-go when they
are accessing your

mobile training


http://elearningindustry.com/7-micro-elearning-techniques-to-improve-performance
http://elearningindustry.com/7-micro-elearning-techniques-to-improve-performance
http://elearningindustry.com/7-micro-elearning-techniques-to-improve-performance

Pedagogical Issues in Designing Mobile Learning Application: A Review Study

courses or modules,
you need to ensure
that your content is
engaging and draws
the learner in from the
very start. Emotional
involvement is the key
to keeps them
interested and
motivated to learn,
such as games that
offer rewards or real
life examples that help
the learner relate to
the content being
offered. If you are able

to capture this
emotional aspect of
the learning

experience, then users
will be getting much
more out of your

mobile training
deliverable.

Integrate Social
Learning strategies:

Much of the mobile
training experience is
asynchronous,

meaning that students
learn on their own.
However, you can
easily transform it into
an interactive and
engaging social
learning course by
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(vi)

integrating social
media into  your
strategy. Social
networks,

collaborative learning
tools, and  group
projects completed
remotely  are  all
examples of social
learning elements that
can make your mobile
training course even
more effective.

Ensure the security of
your mobile training
platform: One of the
primary concerns of
mobile training is
security, given that
smart phones and
other mobile devices
have the capacity to
download
information. As such,
it's  important  to
ensure that your
mobile training
platform has some sort
of  encryption  or
password protection,
or a security measures
in place in the event
that the system is
hacked. Be sure that
all personal
information is
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encoded or -carefully
guarded, so that you
don't have to deal with
security
down the road.

Test, revise, and
launch:  Before you
officially launch your
mobile training course,
it's essential to test and
revise. Try to identify
areas that may need to
be fine-tuned or catch
any glitches before
allowing learners to
log on. While many
Mobile
course developers may
not allocate many
hours to testing, it's
vital that you do
allocate a fair amount
of time to ensure that
your finished product
is ready for public
consumption. This will
not only allow you to

concerns

Learning

uphold your
professional name and
brand, but enable

learners to get the
most out of their
learning
Try  accessing  the
mobile training course
on a

experience.

variety  of
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different devices and
browsers to ensure
that everything is in
proper working order,
both functionally and
aesthetically.  When
tirst launching your
mobile training course,
get a core group of
learners to give it a try
beforehand and ask
them to provide their
honest opinion about
what  they  have
learned and how they
value their overall
educational

experience.

Continually assess the
effectiveness of your
mobile training
strategy: As is the
case with all things in
the world of
Instructional ~ Design
and Mobile Learning,
a mobile training
strategy should always
be a work in progress.
Don't  hesitate  to
survey your learners
to get
feedback or assess

invaluable

how effective your
mobile courses are via
other methods (such
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as on-thesjob  skill
assessments), in order
to gauge your
strategy’s weaknesses
and  strengths. A
successful mobile
training strategy is one
that is  constantly
being improved upon
and polished. So, if
you find that
something simply isn't
working, take action to
fix it, and then carry
out another round of
teedback to determine
whether or not the
issue has been
resolved. Ensure that
the primary objectives
are still the focal point
and that your
audience is getting the
most out of the mobile
training strategy that
you've worked so hard
to develop

5 Guidelines to Create Interactive
and Engaging Mobile Learning
Courses
Darshan (2017) identified five
guidelines to create interactive and
engaging mobile learning courses:
Q) Consider different
screen sizes: Screen
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(i)

size is not a crucial
issue with computer
screens as designers
have plenty of real
estate to work on. You
can develop the course
for a standard screen
size; even if the screen
sizes of  desktops
differ, the ratio
remains the same most
of the time. Mobile

devices, however,
differ in both screen
size and ratio

(smartphones, tablets,
iPads).  Considering
these differences, you
need to choose an
authoring tool that
offers responsive
output so that the
course automatically
adjusts to the screen
size of the mobile
device it is accessed

on.
Chunck content:
Unlike computer

screens, the screen size
of mobile devices
ranges from 3 inches
to 12 inches. It
becomes very difficult
to accommodate
content on such small
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screens. For  better
readability of content,
split it into small
chunks or pieces.
However, ensure you
do not inadvertently
exclude important
information or change
the meaning. In a few
cases, the entire
content  may  be
important or it may be
difficult to chunk
content to fit smaller
screens. In  such
situations, substitute
heavy text with a
representational image
or animation with
explanation in the
audio.

Keep design simple:
You cannot  just
reformat  your e-
learning courses to be
mobile-compatible as
the small screen size of
mobile
eliminates room for
complex designs; in a
restricted space, you
also have to
accommodate

devices

navigational features.
Hence, you will be left
with minimum space
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to accommodate your

content and
communicate the
message  effectively.

Keep the  design
simple so that the
screen does not appear
cluttered;, a simple
design  helps  you
ensure  content  is
readable.
Design
navigational buttons:

convenient

Small navigational
buttons in mobiles will
not be comfortable as
learners will have to
be very precise in
clicking  them. If
learners  have  to
concentrate on such
things apart from the
learning content, it
will not be a great
mobile learning
experience. Ensure
navigational  buttons
are of a convenient
size so that learners
will be able to click
them easily, without
having to concentrate
much. Design
navigational features
in a way that helps
learners operate them
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with one hand. Be it
any screen size, one-

hand wuse should be

comfortable.
(v) Use different delivery
formats: Mobile

learning need not
always be in the form
of online courses that
are typically hosted on
an LMS. They can be
in different formats
that are easily
accessible on mobile
devices, such as
videos, info-graphics,
eBooks, apps, or
podcasts. As mobile
device owners mostly
use these formats in
their day-to-day use,
your mobile training
material in  these
formats will go well
with learners. While
these tips will help
you approach mobile
learning from a fresh
perspective, this is by
no means a full list of
tips  for  creating
mobile learning
courses. You need to
check out
things such as how
mobile learning can be

various
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combined with your
existing training
learning
design strategies that
are unique to mobile

learning, and other

programs,

factors.

PEDAGOGICAL PERSPECTIVES
OF MOBILE LEARNING

There are various kinds of activities
that can be enabled through the use
of mobile devices under the
categorization of relevant theories
from the study of learning and, in
particular, learning with technology.
Therefore, when structured the
classification of activities around the
main theories and areas of learning
relevant to learning with mobile
technologies, Shroff, Keyes and
Linger (2015) explained the
following theories:

(i) Behaviourist Theory:
activities that promote
learning as a change in
observable actions.

(if) Constructivist Theory:
activities in  which
learners actively

construct new ideas or
concepts based on
both their previous
and current
knowledge.
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(iii)Social Learning
Theory: activities that
promote learning

within an authentic
context and culture.

Behaviourist Learning Theories
and Mobile Learning

Behaviourism is an approach to
learning based on the ability to
perform an observable behaviour
(Schunk and Zimmerman, 2012).
The Behavioural learning theory is
rooted in an approach to learning
that focuses on stimulus and
response (Richey, Klein, and Tracey,
2011). Richey et al., (2011) presented
three core behavioural learning
theories including connectionism,
classical conditioning, and operant
conditioning. Many of the initial
behaviourist theories
provided a
instruction and instructional design.
Systematic  instructional design,
learner practice, and feedback are
also based on early behaviourist
learning theories (Richey et al,
2011). These foundational
behaviourist learning theories also
impact instructional design for
mobile

learning
framework for

delivery in learning

environments.

Behaviourist learning theories in
mobile learning delivery primarily
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focus on the dissemination of
information, drill and practice, or
receiving and providing immediate
feedback (Keskin and Metcalf, 2011).
Mobile devices allow for the use of
response applications that provide
both the student and instructor
immediate feedback on student
learning. Palalas (2011) proposed
that behaviourist-based learning
activities are well suited for English
language learning delivery on
mobile devices; specifically, when
learners are continually practicing
or reinforcing a skill individually.
For example, (1) students are able to
send frequent vocabulary messages
and revision material via their
mobile devices using an instant
messaging app,(2) the mobile app is
designed to enable students to
access multiple choice questions,
answers and exercises, (3) the
mobile app is also designed to allow
students to listen, review and
practice speaking, and provides
tools for phrase translation, quizzes
and live coaching, and (4) the
mobile app is used to present
content specific questions, collect
student responses promptly and
anonymously,
aggregate display, to illustrate
variations in the group’s ideas.
Hence, the use of mobile apps to
present teaching materials/content

and gather an
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specific questions (stimulus), obtain
responses from learners (response),
and provide appropriate feedback
(reinforcement) — provide ‘drill and
feedback’ activities —, fits within the
behaviourist learning paradigm
(Shroff, Keyes and Linger, 2015).

Constructivist Learning Theories
and Mobile Learning

Constructivism is an approach to
learning based on the creation or
construction of knowledge (Schunk
and Zimmerman 2012). The basic
tenets of constructivism include
individualized knowledge
construction, self-regulated
learning, and internalized meaning
making (Peng, Hsinyi, Yi-Ju Su,
Chien and Tsai, 2009). Piaget’s
theory of constructivism posits that
knowledge is constructed from
interaction with the environment
(Harlow, Cummings and
Aberasturi, 2007). Throughout the
past decade, there has been much
debate over the effectiveness of the
constructivist approach to learning.
Some argue that the constructivist
approaches such as inquiry-based
learning are not well suited for the
classroom  because they lack
structure and scaffolding (Sweller,
Kirschner and  Clark, 2007).
However, supporters of the
constructivist model argue that
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constructivist-learning approaches
facilitate the type of learning that
will be required in and beyond the
21st century (Kwan, 2008). Through
constructivist learning experiences,
students are able to view their
learning  as
applicable to a greater context
outside of the classroom.

purposeful  and

Combined with the individual and
personal nature of hand-held
computing devices, mobile learning
is distinctively appropriate for
constructivist learning scenarios. An
example of this could be on-demand
information and knowledge access
learner’s authentic
environment, enabled via a mobile
device that learners make use of to

in a

augment their everyday experiences
and eventually construct their own
understandings  and
(Patten, Sdnchez, and Tangney,
2006). Constructivist instructional
principles reflect the foundational
tenets of constructivism,
characterized by authentic, active,
and social learning (Reigeluth and
Carr-Chellman, 2009).

meanings

Constructivist learning theories
heavily influence mobile learning
and translate into instructional
design application for mobile
delivery (Ally, 2004). The
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instructional design for mobile
learning delivery necessitates the
application of constructivist theory
in design in order to create rich
learning experiences for the mobile
learning environment and affords
student-centered,
learning that promotes a self-

individualized

regulated approach to learning
(Karagiorgi and Symeou, 2005).

Social Learning Theories and
Mobile Learning

The  Social Learning  Theory
integrated the Behavioural and
Cognitive Theories of learning in
order to provide a comprehensive
model that could account for the
wide range of learning experiences
that take place in the real world. The
Social Learning Theory is based on
the premise that learning takes place
through social interaction (Wenger,
2010). The impact of the social
environment on the learner's
behaviour is based on reinforcement
(Richey et al, 2011). The Social
Learning Theory draws heavily on
the concept of learning by observing
behaviour. Moreover, instructors
can shape the classroom behaviour
of students by  modelling
appropriate behaviour. By
emphasizing the instructor’s role as
their model and encouraging
students to assume the position of
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observer, the instructor is able to
make knowledge and practices
explicit to students, thereby
augmenting their learning
outcomes.

Research on the role of technology
in transforming learning revealed
that  considerable
education over the last several
decades has been defined by
discussion of content as opposed to
the model and process of learning

change in

design and delivery in a technology-
permeated world. Siemens and
Tittenberger  (2009)  suggested
different types of technologies,
demonstrating the methods by
which they could be wused in
teaching and learning. Although the
views of various social theorists
differ, there is a general agreement
that dialogue, interaction and
collaboration are essential elements
for learning (Rambe, 2012). A key
example of this new learning trend
is social learning,.

Social learning means learning in
social structures and networks via
the Internet. For example, social
networking apps help to mediate
learning by increasing collaboration
and interaction among learners
(Park, 2011).
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CONCLUSION

Mobile learning can be seen as a
combination of mobile technology
and its affordances that create a
unique learning environment and
opportunities for learning that can
span across time and place (Stanton
and Ophoff, 2013). Mobile
technology is growing at a rapid
rate around the world, and
becoming ever more accessible.
Technology is emerging and closing
the gap towards being a viable tool
for mobile learning. It's a social
platform that creates environments
for communication, understanding,
and transfer of information (Stanton
and Ophoff, 2013). Its ability to cater
for varying learning styles through
various features, its link to
communication and its social
context make it a very attractive tool
for learning. The main
characteristics that have been
identified with mobile technology
are nomadic, ubiquity, context
sensitivity, personalisation, and
interaction (Stanton and Ophoff,
2013). Mobile apps offer many
opportunities  for
reform; however, instructors and
app creators need to pay special
attention to design, along with
content and functionality, to enable
its full potential (Keyes, Shroff and
Linger, 2015).

educational
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It is important to note that mobile
learning exists within a specific
pedagogy and that designers must
understanding the contexts very
well so as develop mobile learning
application which favour various
learning styles and which can be
deliver through different delivery
methods. Learning is knowledge
that is through
communication and mobile learning
has the ability to support varying
learning styles. Today’s learning
environments have the
technological means to support
interaction  styles  that are
fundamentally different from those
encountered in the instructor-
centred paradigm (Keyes, Shroff
and Linger, 2015).

transferred

This reviewed study introduced a
definition of mobile learning,
outlined  the  categories  of
educational apps, discussed the
various steps to create and develop
an effective learning
strategy, and explained guidelines
to create interactive and engaging
mobile learning courses. Though,
there are various kinds of activities
that can be enabled through the use
of mobile devices under the
categorization of relevant theories
from the study of learning and, in

mobile
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particular, learning with technology.
This study explained three learning
theories (i.e. Behaviourist Theory,
Constructivist Theory and Social
Learning Theory) as it relevant to
learning with mobile technologies
based on the suggestion of Shroff,
Keyes and Linger (2015).
Specifically, this study try to unify
learning  theories  to
facilitate an understanding of the
pedagogical issues in designing
mobile learning application that
could encourage future academic
endeavours.

existing

Nevertheless, a more important
thing about mobile learning
application is to understand issues
surrounding the designing of

customized mobile learning
applications that embedded
different = pedagogical learning

strategies. Mobile technology does
not aim to complicate learning
process but facilitate
learners’ learning process (Jeng et
al., 2010). To create new innovative
learning opportunities, one needs to
take into account the usability and
the rationality (Jeng et al., 2010). I
believe that if developers of mobile
learning application carefully study
this write up, it will guide them in
designing an appropriate
educational apps for mobile

mobile
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learning that suit specific learners
with different learning styles.
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