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Introducing CONNIE 
CONNIE (Connecting Of New Neurons In Exploration) is mLearn 2018’s is our conference gaming bot, sponsored by 
Pioneer Pulse Learning (https://pioneerpulse.com/)  

CONNIE not only invites you to the conference via various platforms, but will also invite you to speak to it. It will ask 
you your name and at some stage your phone number for direct personal contact. Several interactive activities will be 
part of the pre-conference networking experience, during the conference and thereafter.  

For you to benefit from the connection with other ‘neurons as part of a collective brain’ your participation will be 
needed. The ultimate aim is working together on a future global research project to contribute to the learning 
landscape.  

Disclaimer: Please note, that your personal details will only be used for the conference. Participation is completely 
voluntary. 

Meet CONNIE 
Learn more about CONNIE, and get started on your journey of connecting neurons at mLearn 2018, by watching our 
introductory video mLearn 2018: The Journey Begins at https://youtu.be/hx0q-rqAlEs  

 

Connect with CONNIE 
On your mobile device, go to https://goo.gl/zRr2o2 to connect with CONNIE, and begin your journey! 

  

https://pioneerpulse.com/
https://youtu.be/hx0q-rqAlEs
https://goo.gl/zRr2o2
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Keynote Speakers 
Opening Keynote: Monday, November 12, 2018 

Dr. Thomas Jandris 
Dean, College of Innovation and Professional Programs 
Concordia University, Chicago, IL, USA 

Dr. Jandris researches data, driven decision-making processes, education finance and 
leadership. He also teaches leadership, finance, education law, entrepreneurship and 
microenterprise development. Among his areas of expertise are educational policy and 
reform. 

As the dean of the large and rapidly growing College of Graduate and Innovative 
Programs at Concordia, Dr. Jandris leads several graduate programs that are among the 

largest in the country, serving approximately 5,000 graduate students in sixty-four programs. He was also the 
founding dean of the College of Business at Concordia-Chicago. Most recently, the University of Minnesota, where 
Jandris serves on the board of the College of Education and Human Development, named its “Thomas P. Jandris 
Center for Innovation in Higher Education” after him. 

Several years ago, Dr. Jandris established Progress Education Corporation to offer staff development, school 
improvement planning, policy consulting and a line of proprietary technology-based learning management tools to 
schools, districts and states. Previously he served as president of EDmin, Inc., a company that develops technology 
solutions to empower performance management in public education. Other private sector education experience 
include founding and managing Fox River Learning and serving as CEO of HOSTS Corporation. 

Prior to EDmin, Dr. Jandris served as the lead consultant to the governor of Michigan and the Detroit mayor’s office 
during the reform takeover of the Detroit Public Schools. At the request of then Florida Gov. Jeb Bush and 
Commissioner of Education Tom Gallagher, Dr. Jandris helped draft the enabling legislation to implement a 
constitutional amendment to restructure the governance of Florida’s educational system. Additional work is focused 
on designing and planning comprehensive performance management systems for urban school districts. 

He previously served as director of state services for the Education Commission of the States, directing policy 
consultants and technical advisors for the nation’s governors, legislators and education leaders. He also was chief 
architect and leader of the commission’s Urban Coalition and Corporate Partners Programs and directed a three-year 
national study of the governance of America’s schools. 

Prior to his tenure at ECS, Dr. Jandris had extensive careers in both education and the private sector. He was a 
teacher, principal and director of secondary education at a large urban school district. He founded and grew a highly 
successful human resources consulting company. A former U.S. Olympic team member and syndicated columnist, 
he also is a licensed psychologist who continues to teach at the graduate level. He had been a member of 
Concordia’s faculty since 2006. 

Dr. Jandris is a licensed psychologist who continues to teach and advise at the graduate level. He is in demand as a 
speaker and consultant around the world on topics relating to “Disruptive Innovation in Higher Education,” the topic 
that currently consumes most of his research and scholarship. 

Dr. Jandris’ full profile can be found at https://www.cuchicago.edu/faculty/gip/thomas-jandris/   

https://www.cuchicago.edu/faculty/gip/thomas-jandris/
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Keynote Presentation: Tuesday, November 13, 2018 

Dr. Helen Crompton 
Assistant Professor, Teaching and Learning 
Old Dominion University, Norfolk, VA, USA 

Dr Helen Crompton is a Professor of Instructional Technology at Old Dominion 
University Virginia USA. She is a highly experienced researcher, educator, author and 
presenter in the field of educational technology. She draws from over 20 years in 
education and a PhD in educational technology and mathematics education from the 
University of North Carolina at Chapel Hill. Dr Crompton has won numerous awards in 
the USA and her home country England for her work in technology integration, 

including the SCHEV award for the Outstanding professor of Virginia and she has been recognized by awards from 2 
US Presidents for her service to the mobile learning academic community. Dr Crompton works to provide inclusive 
learning with mobile devices. Her recent work has been with the refugee population and learners with physical 
disabilities.  She also consults for the International Society for Technology in Education (ISTE) in designing courses 
and coaching teachers, administrators, and technology coaches. She recently developed the General Motors and 
ISTE Artificial Intelligence course. Dr. Crompton has published over 100 articles on technology integration. 

Dr. Crompton’s CV and further information can be found at http://ww2.odu.edu/~crompton/  

Keynote Presentation Abstract: mLearning Frameworks to Build an Effective, Sustainable Pedagogical 
Infrastructure 
Mobile devices have greatly disrupted the geographically bounded, temporally restrained, traditional practices. Digital 
devices are inanimate tools that come to life with transformative pedagogies to provide meaningful, contextualize 
learning to our pupils. Transformative pedagogies require the intersection of essential conditions that involve 
educator dispositions and local to global resources, policies and infrastructure. Building on prior frameworks, 
Crompton will present new frameworks for thinking about the many essential conditions that facilitate a positive 
mLearning milieu. 

 

  

http://ww2.odu.edu/%7Ecrompton/
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Closing Keynote Presentation: Wednesday, November 14, 2018 

Dr. Rob Power 
President, IAmLearn 
British Columbia Institute of Technology, Surrey, BC, Canada 

Rob Power is an Instructional Development Consultant with the British Columbia 
Institute of Technology in British Columbia. He also teaches graduate-level educational 
technology courses in distributed learning contexts for Athabasca University, Cape 
Breton University, Mount Royal University, the University of Manitoba, and the 
University of Ontario Institute of Technology. During his professional career, Rob has 
taught information and communications technology at the K12 and post-secondary 

levels, and has worked as an instructional developer in the higher and continuing education sectors. Since 2013, Rob 
has taken a leading role with the International Association for Mobile Learning (IAmLearn), and has served as the 
Chair of the 12th World Conference on Mobile and Contextual Learning (mLearn 2013). Rob was elected President 
of the Executive Committee of IAmLearn at mLearn 2017 in Larnaca, Cyprus. 

Dr. Power’s CV and further information can be found at: http://www.powerlearningsolutions.com/  

Keynote Presentation Abstract: Future Directions for IAmLearn and Mobilized Learning: A Call to Action 
We are reaching a point where virtually anything that we need a digital tool to do -- anything that we can dream up for 
a mobilized learning scenario -- we can do with devices that everyone carries around with them every day. 
Enthusiasm for the potential applications of current and emerging technologies abounds. But, so too does trepidation 
about the potential negative impacts of ubiquitous access to connected devices. There have been numerous 
examples of public outcry against the presence of mobile technologies in classrooms. As leading mobilized learning 
researchers and practitioners, IAmLearn's members and mLearn Conference participants will be called to mobilize 
their efforts to make sure that decisions about technology integration are informed by our work, rather than by an 
incomplete understanding of the benefits of, and what appropriate integration looks like. IAmLearn's members and 
conference participants will be called to mobilize their efforts to increase the confidence of educators, policy-makers, 
and the public, in the efficacy of mobilized learning approaches. Part of that call-to-action includes the mobilization of 
more connected collaboration on research, practice, and knowledge-sharing efforts across IAmLearn's membership. 
In the lead-up to, and during mLearn 2018, an initiative was launched called C.O.N.N.I.E. (Connecting Of New 
Neurons In Exploration). A number of special-interest table "conversations" are also scheduled throughout the 
mLearn 2018 conference programme. The themes emerging from C.O.N.N.I.E.'s interactions, and the conversations 
taking place amongst conference delegates, will be drawn upon as a starting point to mobilize our efforts for greater 
collaboration as one of the legacies of mLearn 2018.  

http://www.powerlearningsolutions.com/
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Programme at a Glance 

Sunday, November 11, 2018 
11:30 – 12:45: Brunch and Registration 

13:00 – 14:00: Pre-Conference Workshop 1 

• TreasARhunt (Dr. Rob Power) 

14:00 – 15:00: Pre-Conference Workshop 2 

• Gaming App for Multidisciplinary Learning (Dr. Helga Hambrock) 

15:00 – 15:30: Shuttle Pick-Up to Hotels (Carlton Inn and CUC Campus) 

15:30 – 16:00: Uber to City (from Hotels) 

16:00 – 18:00: Meet-and-Greet (Signature Room, Chicago City) 

17:00 – 18:00: Uber to Hotels 

Monday, November 12, 2018 
08:00 – 09:00: Continental Breakfast 

09:00 – 10:00: Opening Keynote (Dr. Tom Jandriss) 

10:00 – 11:00: Paper / Presentation Session #1 

11:00 – 12:00: Paper / Presentation Session #2 

12:00 – 13:00: Pick up Lunch / Table Discussions 

13:00 – 13:30: Uber to City 

13:30 – 16:00: Chicago City Visit 

16:00 – 18:00: Uber from City 

Tuesday, November 13, 2018 
08:00 – 09:00: Continental Breakfast 

09:00 – 10:00: Keynote Presentation (Dr. Helen Crompton) 

10:00 – 10:30: Virtual Paper / Presentation Session #3 

10:30 – 11:30: Paper / Presentation Session #4 

11:30 – 12:30: Paper / Presentation Session #5 

12:30 – 13:30: Lunch / Table Discussions 

13:30 – 14:30: Paper / Presentation Session #6 

14:30 – 15:30: Workshop Presentations:  
• TreasARhunt 
• Gaming App for Multidisciplinary Learning 

15:30 – 16:30: Afternoon Coffee and Poster and Table Presentations (Session #7) 

16:30 – 17:30: Paper / Presentation Session #8 
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17:30 – 18:00: Paper / Presentation Session #9 

18:00 – 19:00: Shuttle Service to Gala Evening 

19:00 – 22:00: Gala Evening (Francesca Oak Park) 

Wednesday, November 14, 2018 
08:00 – 10:00 – Breakfast and Closing Keynote Presentation (Dr. Rob Power) 

10:00 – 11:00 – IamLearn Annual General Meeting 

11:00 – 12:00: Paper / Presentation Session #10 

12:00 – 12:30: Pulling it Together: Gaming for Learning 

12:30 – 13:00: Pulling it Together: TreasARhunt 

13:00 – 14:00: Lunch and Table Discussions 

14:00 – 15:00: Awards and Handover 

15:00 – 16:00: Closing and Coffee 

16:00 – 18:00: Departure 
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Detailed Programme 

Sunday, November 11, 2018 
11:30 – 12:45: Brunch and Registration (CUC Campus – Rugland Room) 

13:00 – 14:00: Pre-Conference Workshop 1 

• TreasARhunt (Dr. Rob Power) (CUC Campus - Rugland Room) 

14:00 – 15:00: Pre-Conference Workshop 2 

• Gaming App for Multidisciplinary Learning (Dr. Helga Hambrock) (CUC Campus - Rugland Room) 

15:00 – 15:30: Shuttle Pick-Up to Hotels (Carlton Inn, Write Inn, and CUC Campus) 

15:30 – 16:00: Uber to City (from Hotels) 

16:00 – 18:00: Meet-and-Greet (Signature Room, Chicago City) 

17:00 – 18:00: Uber to Hotels 

Monday, November 12, 2018 
08:00 – 09:00: Continental Breakfast (CUC Campus - River F Room) 

09:00 – 10:00: Opening Keynote (Dr. Tom Jandriss) (CUC Campus - River F Room) 

10:00 – 11:00: Paper / Presentation Session #1 

• Dr. Mohamed Ally and Norine Wark. Online Student Use of Mobile Devices for Learning. Athabasca 
University, Canada (CUC Campus – Rugland Room) 

• Alexander Joppie and Erin Kasprzak. The DePaul Mobile Learning Initiative: Promoting Mobile Learning 
within a University (Without a Dev Team). DePaul University, Chicago (CUC Campus – Alumni Room) 

11:00 – 12:00: Paper / Presentation Session #2 

• Esther Tan, Ellen Rusman, Dr. Olga Firssova, Dr. Stefaan Ternier, Dr. Marcus Specht, Dr. Roland 
Klemke and Dr. Hyo-Jeong So. Mobile Inquiry-based Learning: Relationship among levels of inquiry, 
learners’ autonomy and environmental interaction- Netherlands (CUC Campus – Rugland Room) 

12:00 – 13:00: Lunch and Table Discussions (CUC Campus - River F Room) 

13:00 – 13:30: Uber to City 

13:30 – 16:00: Chicago City Visit 

16:00 – 18:00: Uber from City 

Tuesday, November 13, 2018 
08:00 – 19:00: Continental Breakfast (CUC Campus - River F Room) 

09:00 – 10:00: Keynote Presentation (Dr. Helen Crompton) (CUC Campus - River F Room) 

10:00 – 10:30: Paper / Presentation Session #3 

• Virtual Presentation – Inês Cortes Da Silva. Using Personal Mobile Devices in Education: perceptions 
of teachers in a Brazilian public school. São Cristóvão, Sergipe, Brazil (CUC Campus – Rugland Room) 
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• Virtual Presentation – Abdulrahman Alshabeb and Riam Alamqrn. A Study of EFL Saudi Students' Use 
of Mobile Social Media Applications for Learning. Riyadh, Saudi Arabia (CUC Campus – Alumni Room) 

10:30 – 11:30: Paper / Presentation Session #4 

• Dr. Frelet De Villiers. The application of gamification in developing an innovative mobile app for music 
tuition. Bloemfontein University, South Africa. (CUC Campus – Rugland Room) 

• Margaret Aker. Literacy Collaborative Cloud: Living the Dream. CUC, Chicago, USA. (CUC Campus – 
Alumni Room) 

11:30 – 12:30: Paper / Presentation Session #5 

• Dr. Christian Glahn and Dr. Riccardo Mazza. Integrating Native Mobile Apps into Institutional 
Educational-technology Ecosystem. HTW Chur and University of Switzerland, Switzerland. (CUC 
Campus – Rugland Room)  

12:30 – 13:30: Lunch / Table Discussions (CUC Campus - River F Room) 

13:30 – 14:30: Paper / Presentation Session #6 

• Ellen Rusman, Esther Tan and Dr. Olga Firssova. Dreams, realism and critics of stakeholders on 
implementing Seamless Learning Scenario’s in Dutch Secondary education. Netherlands (CUC 
Campus – Rugland Room) 

• Dr. Lisa Law and Hafiz Muhammad. Can TAs Learn Better by Flipping a Classroom with SPOC? Hong 
Kong (CUC Campus – Alumni Room) 

14:30 – 15:30: Workshop Presentations: 

• TreasARhunt (CUC Campus – Rugland Room) 
• Gaming App for Multidisciplinary Learning (CUC Campus – Alumni Room) 

15:30 – 16:30: Afternoon Coffee and Table Presentations (Session #7) 

• Poster Presentation – Dr. Kathryn Wozniak. Social media and collaboration tools for learning: An 
exploratory survey. CUC-Chicago (CUC Campus - River F Room) 

• Table Presentation – Dr. Frelet De Villiers. PianoBoost: The interactive, innovative mobile app for music 
tuition. University of Bloemfontein, South Africa. (CUC Campus - River F Room) 

• Poster Presentation – Dominic Pates. Towards wireless collaboration. University of London, UK (CUC 
Campus - River F Room) 

16:30 – 17:30: Paper / Presentation Session #8  

• Dr. Dean Cristol and Dr. Belinda Gimbert. Teachers as Digital Citizens: Factors Influencing Teachers’ 
levels of Digital Citizenship. Ohio University, USA (CUC Campus – Rugland Room) 

• Virtual Presentation – Georgina Orsborn and Dr. Elizabeth Asbury. Teaching sensitive topics in an 
online environment: A pilot of Cultural Safety mobilized learning. Porirua, New Zealand (CUC Campus 
– Alumni Room) 

17:30 – 18:00: Paper / Presentation Session #9 

• Virtual Presentation – K.L. Ryan Man, Sathya J. Naidu and Dr. Ho Chi Eric Chow. Enhancing 
Economics Learning using Classroom Experiments on Mobile Applications in Higher Education. Hong 
Kong University, Hong Kong. (CUC Campus – Alumni Room) 

18:00 – 19:00: Shuttle Service to Gala Evening 
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19:00 – 22:00: Gala Evening (Francesca Oak Park) 

Wednesday, November 14, 2018 
08:00 – 09:00: Continental Breakfast (CUC Campus - River F Room) 

09:00 – 10:00: Closing Keynote Presentation (Dr. Rob Power) (CUC Campus - River F Room) 

10:00 – 11:00: IamLearn Annual General Meeting 

11:00 – 12:00: Paper / Presentation Session #10 

• Shamsul Arrieya Ariffin. An Investigation of Student Experience of STEM Mobile Learning in a Local 
Malaysian University. Malaysia (CUC Campus - River F Room) 

• Dr. Neida Hernandez-Santamaria. Mobile/Online Course Development Simplified: “Is this the latest 
version?” CUC-Chicago (CUC Campus – Rugland Room) 

• Dr. Maria Aristeidou and Dr. Christothea Herodotou. Tomorrow’s World nQuire: young people’s 
requirements for engaging with inquiry-led, civic engagement technologies. Open University. UK (CUC 
Campus – Rugland Room) 

12:00 – 12:30: Pulling it Together: Gaming for Learning (CUC Campus – Rugland Room) 

12:30 – 13:00: Pulling it Together: TreasARhunt (CUC Campus – Rugland Room) 

13:00 – 14:00: Lunch and Table Discussions (CUC Campus - River F Room) 

14:00 – 15:00: Awards and Handover (CUC Campus - River F Room) 

15:00 – 16:00: Closing and Coffee  

16:00 – 18:00: Departure 
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Conference Presentation Abstracts 
Workshop Presentations 

treasARhunt 
Dr. Rob Power 

British Columbia Institute of Technology 
Surrey, BC, Canada 

robpower@hotmail.com  
 

ABSTRACT 
Augmented Reality (AR) is one of the fastest emerging innovations impacting the potential uses of mobile 
technologies for teaching and learning (Ali, 2017; Scott, 2017). AR allows learners to interact with their surrounding 
environment by augmenting the environment with access to digital resources. AR can be used to enhance field trips 
or location-based learning experiences (Ali, 2017; Ozmdamli & Hursen, 2017; Richardson, Sammons & Delparte, 
2017; VirtualiTeach, 2017; Yoder, 2016). This workshop session will show educators how to use free tools to create 
an AR “treasure map.” The treasARmap “formula” can be used to provide learners with questions, clues, problems, 
and location or task-specific resources to guide them through a unique, gamified learning journey. Participants in this 
workshop will learn how to use free poster or infographic making tools, such as Canva 2018), to first create their 
treasure map. Then, they will learn how to augment that map with interactive AR layers using a free Aurasma Studio 
account (Aurasma, 2017a, b). Finally, participants will learn how their students can access their treasARmap using 
the free HP Reveal (2018) AR app (available for the Android and iOS mobile platforms). 

Author Keywords 
AR, augmented reality, field trips, gamified learning, treasure hunt, treasure map 

RATIONALE 
This workshop session will provide participants with hands-on experience using free tools to create Augmented 
Reality resources for use as mobile learning experiences.  

TARGET AUDIENCE 
The target audience for this workshop session includes teachers, higher education instructors, and anyone interested 
in creating and using Augmented Reality objects to enhance formal and informal teaching and learning.  

 

Building an interdisciplinary Gaming App for the classroom 
Dr. Helga Hambrock 

Concordia University Chicago 
Chicago, IL, USA 

hambrockhb@gmail.com 
 

ABSTRACT 
The question about validity and relevance of gaming for the classroom may still be debated in schools and educational 
institutions.  

Although many schools are using some kind of rewards system for students who are excelling, very few have 
considered to include gaming apps including gaming principles in their classrooms.  

This workshop consists of three parts. Firstly to discuss and explore the value of gamification for the classroom and 
secondly a hands-on session where attendees will be planning and collecting the information and thirdly developing 
and testing of the gaming app.   

mailto:robpower@hotmail.com
mailto:hambrockhb@gmail.com
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WORKSHOP OUTCOMES 
At the end of the workshop the attendee will be able to: 

a. understand gamification principles 
b. apply game designing strategies from planning to evaluation 

WORKSHOP PROGRAM 
Part 1 
Introduction to gamification. This session will include a discussion of the following topics:  

1. Exploring the principles of gamification - where it all began and what gamification is 
2. Myths and Truths - What to believe or not believe about gamification  
3. The Gamer Profile - different strategies for different players 
4. The gaming strategy - when to choose which approach 
5. Presenting gaming app examples 

Part 2 
The second part includes the first part of the practical application 
 

1. Including an overview of the game design  
2. Storyboarding and planning the game - group work 
3. Information collection 

Participants will be divided into the following Groups:  
A. History 
B. Geography 
C. Architecture  
D. Mathematics 
E. Social issues 
F. Physics 
G. Business 
H. Sport 
I. Art and Music 
J. Hall of Fame -Entertainment 

A visit to the town of Chicago will be part of the information collection session in their groups. The Gaming App 
developers will be using their time in the city of Chicago to collect information which will be integrated into the app.  

Part 3: 
Building and testing the App 
The planned Gaming App will be build during the final session and will be tested by the developers by: 

1. Compiling of multiple choice questions 
2. Loading of Information 
3. Adding levels and badges 
4. Testing 
5. Presentation of Games to the delegates.  
6. Tweaking 

Feedback 
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Paper / Presentation Session #1 
Monday, November 12, 2018 

Online Student Use of Mobile Devices for Learning 
Dr. Mohamed Ally 

Centre for Distance Education  
Athabasca University 
Athabasca, Alberta 

mohameda@athabascau.ca  

Norine Wark 
Centre for Distance Education 

Athabasca University 
Athabasca, Alberta 

norinewark@gmail.com  
 

ABSTRACT 
Mobile technology is becoming prevalent in today’s society. Yet despite the widespread use of Internet-accessible 
mobile devices, very little research has been undertaken to examine the value that mobile technology may have 
(Cheung & Hew, 2009), especially within the milieu of higher education. With ever-expanding technological 
capabilities and rapidly increasing student use of sophisticated mobile devices, such as smartphones and tablets 
(Chaffey, 2017; Chang, Lai, & Hwang, 2018; Guri-Rosenblit, 2009; Peng et al, 2009), it is imperative that educators 
consider the impact that these devices may have—particularly when it comes to the affordances such devices provide 
for mobile learning in the digital classroom (Demmans Epp, Watanabe, & Swann, 2017). This paper reports on the 
demographic and descriptive findings from a three-year study on online graduate-level students’ perceptions and 
experiences with mobile devices that provides some insight into the relationship between graduate level learners, their 
online learning contexts, and their use of mobile devices for learning. The results indicate that: (1) the use of mobile 
devices for learning is common among these students, and (2) these devices and how they are being used are rapidly 
evolving to provide nearly seamless continuity of formal learning for the increasingly mobile learner.  

Author Keywords 
Affordances, higher education, mobile devices, mobile learning, multi-platform, online learning, seamless integration 
 

The DePaul Mobile Learning Initiative: Promoting Mobile Learning within a 
University (Without a Dev Team) 

Alexander Joppie 
DePaul University 

Chicago, USA 
ajoppie@depaul.edu   

Erin Kasprzak   
DePaul University 

Chicago, USA   
erin.kasprzak@depaul.edu   

 

ABSTRACT 
Being part of an urban university provides unique potential to reach students through their mobile devices. There are 
three reasons for this: 1) students are more likely to spend time on public transportation and in other settings where 
the only connected device available to them is their phones, 2) the urban environment provides fantastic resources for 
experiential learning, which can be structured via mobile devices, and 3) given the utility of assistance in navigating 
the city, students in an urban environment are more likely to already own a smartphone than those on remote campuses. 

In recognition of this, the instructional-technology consultants at DePaul formulated a working group to encourage 
and support instructors in realizing this potential, but without the luxury of a development team capable of creating 
custom apps tailored to the exact needs of the assignment. Instead, the Mobile Learning Initiative (MoLI) researches, 
vets, promotes, and provides limited support for publicly available mobile apps, and designs workflows for both 
instructors and students for how to use these to further the class’s educational goals. 

MoLI identified three major categories for mobile-learning activities to be integrated at the classroom level: 

mailto:mohameda@athabascau.ca
mailto:norinewark@gmail.com
mailto:ajoppie@depaul.edu
mailto:erin.kasprzak@depaul.edu
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1. Classroom-based activities, using tools like classroom-response systems and other student-to-class sharing 
tools 

2. Study aids, using tools such as flashcard apps, and learning-management course content which has been 
developed to be responsive and mobile-friendly 

3. Location-based activities, which take students out into the city, using tools like collaborative mapping apps, 
scavenger-hunt apps, and note-capture apps for fieldwork. 

The MoLI team developed several example learning activities and promoted them through existing faculty-
development programs to recruit early adopters willing to experiment. The results of these activities were evaluated 
both informally and formally and used to modify or hone future activities. 

MoLI prefers to recommend a single app for a given use case to spare faculty the cognitive load of having to 
differentiate between several possibilities. To arrive at this recommendation, we follow these steps (with the process 
scaling based on the scope of the activity, from a one-off experiment to a recommendation for university-wide 
adoption): 

• Survey the field of apps 
• Establish minimum criteria 
• Determine feature differentiation of apps that meet criteria 
• Perform user research to determine their needs and preferences 
• Determine finalists 
• Usability testing 
• Make a recommendation 

This presentation will discuss: 

• How the DePaul Mobile Learning Initiative (MoLI) formed as an interdepartmental staff-driven initiative, 
getting buy-in from administrators and faculty 

• Our methodology for developing mobile-learning use cases and promoting them among faculty 
• A taxonomy of different types of mobile-learning activities for higher education, and off-the-shelf apps to 

facilitate them 
• Evaluation criteria in recommending off-the-shelf apps for university-wide adoption 
• The declining need for discreet mobile-learning units, as mobile compatibility becomes more of a basic 

requirement of educational technology 

Author Keywords 
higher education, faculty training, mobile learning, support, app evaluation, urban mobile learning 
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Paper / Presentation Session #2 
Monday, November 12, 2018 

Mobile Inquiry-based Learning: Relationship among levels of inquiry, learners’ 
autonomy and environmental interaction 

Esther Tan1, Ellen Rusman1, Dr. Olga Firssova1, Dr. Stefaan Ternier1,   
Dr. Marcus Specht2, Dr. Roland Klemke1, Dr. Hyo-Jeong So3  

1Welten Institute, Open University of the Netherlands, Valkenburgerweg 177, 6419 AT Heerlen  
2Delft University of Technology, Mekelweg 5, 2628 CD Delft, Netherlands  

3Ewha Womans University, 52 Ewhayeodae-gil, Bukahyeon-dong, Seodaemun-gu, Seoul 
(1Esther.Tan, Ellen.Rusman, Olga.Firssova, Stefaan.Ternier, Roland. Klemke)@ou.nl  

2m.m.specht@tudelft.nl   
3hyojeongso@ewha.ac.kr   

  

ABSTRACT  
This paper aims to further unpack the notion of mobile inquiry-based learning with a focus on the relationship between 
levels of inquiry, learners’ autonomy and environmental interaction in outdoor learning. Specifically, it provides a 
literature review and a retrospective analysis of the empirical studies on mobile inquiry-based learning at two 
institutions in two countries. ,The goal of this paper is two-fold: i) To review the effect of the different levels of 
inquiry, task types and technological mediation on learners’ autonomy and learners’ interaction with the environment 
in mobile learning and ii) To revisit the notion of environment interaction in outdoor learning spaces (open and 
enclosed spaces). An initial retrospective analysis of our empirical studies on mobile inquiry-based learning reiterated 
two core findings: 1. Different levels of inquiry not only shaped learners’ interaction with the physical affordances of 
the rich real world platform but also learners’ environmental interaction in enclosed- and open-outdoor learning 
spaces; 2. Technological mediation plays a crucial role in enabling learners to overcome the constraints of time, space 
and location interaction. In this after-action review, we identify and discuss the intricate relationship between levels 
of inquiry, the constituting contextual elements of the outdoor learning environment, learners’ autonomy and learners’ 
interaction with the outdoor environment. How learners leverage the physical, material and social resources in the 
outdoor learning context to construct and to negotiate meaning (individually or with learning peers) hinges on various 
dimensions of the specific learning environment: the cognitive, the geographical and the psychological space.   

Author Keywords  
Outdoor learning, learner autonomy, teacher agency, environmental interaction, inquiry-based learning, technology 
mediation 
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Brazilian public school 

Virtual Presentation 
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Brazil 
inahitz@gmail.com   

  
ABSTRACT 

Despite the increasing government initiatives of the last decade to provide Brazilian public schools with the necessary 
infrastructure aiming at expanding the reach of digital technologies, there are many educational institutions in which 
these devices are absent. Still, tablets, smartphones and laptops have become part of the routine in some schools 
throughout Brazil due to the capability these devices hold of aggregating different digital resources, which can assist 
digital social practices (LUCENA, 2016). The general objective of this study, inserted and based on the field of Mobile 
Learning, Digital Information and Communication Technologies in Education and Digital Cultures, was to understand 
the representations of these devices in the view of teachers of a public middle school in the south region of the state 
of Sergipe (in the Northeast region of Brazil), aiming to reflect on possible ways to associate the use of these 
technologies to the processes of Teaching and Learning. The specific objectives were: to reflect upon the social 
implications of the expansion of mobile technology and communication in Brazil, to discuss governmental efforts on 
technology development in Brazilian public education of the last decade and to present the perceptions of teachers on 
the use of these technologies. The answers were collected through a digital questionnaire drafted and sent via Google 
Forms to 12 middle school teachers from a public middle school. They represent 48% of the total of teachers working 
in that institution. The results show that the participants not only see digital mobile devices as tools to assist their 
pedagogical practices, but feel it is counterproductive to ignore or forbid the circulation of smartphones in their school 
(which is a reality in many private and public schools in Brazil). In their view, a perspective of critical use of that 
outweighs prohibitions, neutrality or celebrations regarding technologies (BUZATO, 2006) is a better way to address 
this matter in their school. They acknowledge the importance of widening their understanding on this matter as they 
also understand there is a need for more actions from school administration to expand teacher education about 
pedagogical uses of these technologies. 

Author Keywords 
students, teachers, mobile devices, Brazilian public schools 
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A Study of EFL Saudi Students' Use of  
Mobile Social Media Applications for Learning 

Virtual Presentation 
Abdulrahman M. Alshabeb  

Department of English, College of 
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Al Imam Mohammed Ibn Saud Islamic 
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Riam Almaqrn  
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Riam.Almaqrn@nottingham.ac.uk   

 

ABSTRACT 
This research is an attempt to address the gaps in the information and literature on m-learning approaches in Saudi 
Arabia, with a focus on EFL (English as Foreign Language) students studying at university level. It has analysed the 
attitudes of learners towards the use of social media to improve language learning both inside and outside the 
classroom setting. 102 students of both genders completed a questionnaire and five students engaged in semi-
structured interviews. The aim was to discover whether the students are currently using social media applications to 
enhance their language skills, and what the students’ attitudes are towards the use of social media via mobile devices 
inside and outside the classroom. Prior to designing the research instruments, the literature was reviewed, including 
examining the attitudes of learners in different countries towards mobile technologies, and to decide on the best 
approach to take in examining attitudes towards new forms of learning. Based on the findings from the literature, 
appropriate questions were devised, and these reveal an overall positive response towards from the student participants 
towards using social media and mobile technologies to facilitate learning English. The results of this research are 
positive, and it is important that Saudi Arabia keeps up to date with advancements in technology to ensure the best 
learning experience for learners and maximise their potential. 

Author Keywords 
Mobile Assisted Learning Language (MALL), Social Media Assisted Leaning Language (SMALL), English as a 
Foreign Language (EFL). 
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The application of gamification in developing 
an innovative mobile app for music tuition 
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Bloemfontein, South Africa 

devilliersamf@ufs.ac.za  
 

ABSTRACT  

The ascent of technology as well as the use of computer based learning in the teaching and learning environment plays 
an important role in the consideration of the use of technology as an aid in music tuition. My development of an 
interactive application for music tuition (PianoBoost), is the result of a need to address the issue of learners not 
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knowing the basic concepts of music notation. Concepts such as identifying single notes and note patterns as well as 
the transition of written music to the performance thereof are challenging for beginner learners of any age. Research 
was done on important aspects in the designing of an app, and terms such as gamification, computer based learning 
and blended learning stood out as central to this investigation. The Four Pillars of learning of Hirsh-Pasek and his 
colleagues, and the game mechanics of Lee and Hammer were used as guide lines to develop this app to use as an aid 
to traditional music tuition. Innovative aspects of the PianoBoost app that distinguishes it from other existing music 
apps are that it has instant note recognition, the learner gets real-time feedback, a real piano is used as well as the 
indication of the correct notes. This app can help students learn music notation on their own so that precious time in 
the teaching environment can be utilized for other pedagogical purposes. The app was launched on Google Play in 
January 2017 with positive feedback from pedagogues and students alike.  
  
Author Keywords  
Gamification, blended learning, app development, technology and education, threshold concept 

 

A Literacy Collaborative Cloud: Living the Dream 
Margaret Aker 

Concordia University Chicago 
7900 Augusta St., River Forest, IL 60305 

crf_akerm@cuchicago.edu  
ABSTRACT     
The derivation of this mixed methods study was a group of graduate students nearing the completion of their graduate 
program in literacy who still had many questions concerning the profession due to the rapid changes affecting the 
field; more time was needed to answer the queries. The genesis of this study was a response to this insight. The purpose 
of the study was to ascertain collaborative opportunities for graduate students and recent alumni and then to discover 
if they would be interested in them.  It was deduced creating a literacy collaborative cloud may help solve the problem 
by enabling literacy professionals a platform to continue working together to answer the questions ultimately to the 
benefit of their students, themselves, and the profession.  A mixed method sequential explanatory study was conducted 
consisting of a survey (n=45) which then informed the semi-structured interviews (n=3).  The data was triangulated 
(Denzin, 1970; Webb, Campbell, Schwartz, & Sechrest, 1966) to enhance the credibility of the study. The findings 
concluded recent graduate students and alumni feel they would benefit from the creation of the Literacy Collaborative 
Cloud bridging the gap between graduate school and the workplace.  Indeed, many students were ecstatic; one stating 
if they had access to a social media collaborative platform they would be “living the dream” (Student Y2). Driven by 
mobile social media, the implications for the development of collaborative clouds bridging the gap between graduate 
school and workplaces could significantly change the dynamics of the future.  

According to Seneca the Younger, “Sciant quae optima sunt esse communia,” [The best ideas are common property] 
(as cited in Gummere, 1920 pp. 72-73). 

Keywords 
Collaboration, Literacy, Mobile learning, Online learning, Professional development  
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Lugano, Switzerland 
riccardo.mazza@usi.ch  

 
 
ABSTRACT  
Identity management gains increasing relevance for mobile learning as mobile learning needs to be integrated into 
more complex learning scenarios. This paper discusses the different authorization strategies for mobile learning apps 
and an architecture for abstracting the relation between device-level and organisational trust domains. This architecture 
provides the foundation for authorization strategies that allow secure and transparent integration of native mobile 
learning apps into more complex learning environments. This paper discusses the implementation of a trust agent that 
creates a transparent layer that simplifies the user experience and reduces application complexity.  
Author Keywords  
Identity management, trust domains, authorization, authentication, mobile learning infrastructures  
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ABSTRACT 
In order to move the adoption of mobile Seamless learning to a broader and more sustainable level in secondary 
education, it is important to gain insight into perspectives of various stakeholders (e.g. managers, teachers) that 
influence acceptance and adoption processes. Apparently, stakeholders perceive specific benefits as well as barriers 
in adopting seamless learning scenario’s in their daily educational practices, as Pegrum et al. (2013) concluded after 
studying adoption in Australian primary schools. We wanted to see whether these perceived benefits and barriers were 
comparable for Dutch secondary schools. Therefore, we organized a workshop with various stakeholders (teachers, 
school management, policy makers) in Dutch secondary education to obtain insight in the factors they considered 
important in order to adopt seamless learning scenarios on a broader and lasting scale. In the workshop we used the 
Disney-model for brainstorming, reacting to a statement as either a ‘Dreamer’, ‘Realist’ or ‘Critic’, to gain a broader 
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insight in the problem domain. The workshop was organised in two rounds with 26 participants in total. Associations 
were written on post-its and analysed bottom-up, thus resulting in factors affecting adoption of seamless learning 
scenario’s in daily educational practice. Results provide insight in how a broad group of stakeholders perceives both 
the benefits, realistic arrangements as well as the barriers to broad and sustainable adoption of mobile seamless 
learning in Dutch secondary schools.  

Author Keywords 
Seamless learning; mobile learning; sustainability; implementation; school organisation; adoption 
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ABSTRACT  
This pilot study investigates whether the introduction of a new pedagogical approach, flipping a classroom with Small 
Private Online Course (SPOC) together with student-centred blended learning activities through mobile learning 
technologies, can enhance the learning performance of 51 (N=51) teaching assistants (TAs) in a course of training 
teaching assistants. Records of participants’ participation in various pre-designed online activities like article and 
video reading, quiz, graded test, interactive discussion & feedback comment were analysed against their classroom 
participation performance and their final grades (i.e. learning performance). In-class activities were designed with 
the purpose to engage participants’ in-class interaction by using various mobile applications, outside classroom 
augmented reality mobile learning trails together with worksheet, discussion, etc. for reinforcement and timely 
clarification of participants’ online learning concepts.   
Data collected in this study were validated by a mix-method approach involving both quantitative statistics and 
qualitative analysis. Quantitative findings demonstrated a strong correlation between online/classroom participation 
and the overall grade and suggested that flipping the classroom with SPOC together with innovative in-class mobile 
related activities did enhance the learning performance of participants. Qualitative findings (N=38) with the thematic 
focus through the written feedback, however, showed that a small number of participants did not enjoy this approach 
of teaching due to the extra time they spent on the online learning materials and thus preferred more face-to-face 
teaching for conceptual matters.   
Further investigation can be carried out by comparing classes with different combination of participants to see the 
consistency of data collection and the impact of using mobile learning technologies to enhance participants’ online 
learning performance.    
Author Keywords flipped classroom; small private online course (SPOC); blended learning; mobile learning 
technology    
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Afternoon Coffee and Table and Poster Presentations (Session #7) 
Monday, November 12, 2018 

Social media and collaboration tools for learning:  
An exploratory survey 

Poster Presentation 
Dr. Kathryn Wozniak 

Concordia University Chicago 
7400 Augusta St., River Forest, IL 60305 

Kathryn.wozniak@cuchicago.edu  
ABSTRACT 
To gauge the general beliefs and opinions of a professional audience around social media and collaboration tools for 
learning and teaching, an exploratory study was conducted. An eight-question survey was distributed on LinkedIn to 
nine groups associated with training and education. More specifically, the goal of this survey was to get a sense of 
these individuals’ perceptions about social media and collaboration tools for learning, teaching, or training. Ninety-
two individuals responded.  

The following were items on the survey: (1) Social media tools such as LinkedIn, Twitter, and Facebook can support 
learning, training, and/or teaching if used appropriately. (Scale: Strongly Agree to Strongly Disagree). (2) I have used 
social media tools for the purposes of learning, teaching, or training in the past year. (True or False) (3) I have learned 
something new while using social media tools in the past year. (True or False). (4) Collaboration tools such as Google 
Drive, GoToMeeting, and Skype can support learning, training, and/or teaching if used appropriately. (Scale: Strongly 
Agree to Strongly Disagree). (5) I have used collaboration tools for the purposes of learning, teaching, or training in 
the past year. (True or False). (6) I have learned something new while using collaboration tools in the past year. (True 
or False). 

The results show that respondents stated they use and support collaboration tools for learning more than social media 
tools for learning. However, a number of respondents see promise for social media in learning and would like to learn 
best practices for how to incorporate them. 

Author Keywords 
Social media, collaboration tools, learning, training 

PianoBoost: The interactive, innovative mobile app for music tuition 
PRODUCT/SERVICE/DEMONSTRATION 

  
Dr. Frelét de Villiers 

University of the Free State 
Odeion School of Music, Nelson Mandela Drive, 

Bloemfontein, South Africa 
devilliersamf@ufs.ac.za  

 
ABSTRACT  
My development of an interactive application for music tuition (PianoBoost), is the result of a need to address the 
issue of learners not knowing the basic concepts of music notation. Concepts such as identifying single notes and note 
patterns as well as the transition of written music to the performance thereof are challenging for beginner learners of 
any age. Research was done on important aspects in the designing of an app, and terms such as gamification, computer 
based learning and blended learning stood out as central to this investigation. The Four Pillars of learning of Hirsh-
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Pasek and his colleagues, and the game mechanics of Lee and Hammer were used as guide lines to develop this app 
to use as an aid to traditional music tuition. Innovative aspects of the PianoBoost app that distinguishes it from other 
existing music apps are that it has instant note recognition, the learner gets real-time feedback, the correct notes are 
indicated and either a real piano or a keyboard may be used. This app can help students learn music notation on their 
own so that precious time in the teaching environment can be utilized for other pedagogical purposes. The app was 
launched on Google Play in January 2017 with positive feedback from pedagogues and students alike.  
  
Author Keywords  
Gamification, blended learning, app development, technology and education, threshold concept  
  
RATIONALE  
The framework underpinning the design of the app is the Four Pillars of learning suggested by Hirsh-Pasek et al. 
(2015) namely active involvement, engagement, meaningful experiences, and social interactivity. It is also based on 
Lee and Hammer’s (2011) suggestions that points, levels, challenges/achievements/goals, and a high-score table, need 
to be included in the development of an app.   Gamification may play a major role in the music education situation in 
the sense that core aspects like problem solving (Zichermann & Cunningham, 2011), ‘sense of engagement, immediate 
feedback, feeling of accomplishment, and success of striving against a challenge and overcoming it’ (Kapp, 2012, p. 
xxii), can be incorporated. All these aspects form part of the PianoBoost app. Without noticing, the children learn new 
concepts as part of the game while having fun as suggested by Isikoglu (2003, p. 27) and Yelland (2011).  
  
Blended learning is applicable because the PianoBoost app fits into Graham’s (2006) description of blended learning 
as a ‘…convergence between face-to-face and technology mediated learning environments’. The learner receives 
information in the class and can reinforce it at home by utilizing the app, because blended learning does not require 
the learner and the teacher to be in the same space at the same time (Graham, 2006, p. 270).   
  
From the short discussion, it became clear that I have incorporated blended learning, gamification, as well as the 
characteristics of a good app in the development of PianoBoost. Through the creation of this app, I wanted to establish 
that the use of technology in the music lesson, can add value to existing teaching methods. The educational value of 
this app can be summarized as follows: learners are having fun while learning, immediate feedback provides instant 
answers, they compete against themselves, and a scoreboard at the end of the level gives immediate gratification.   
  
TARGET AUDIENCE  
The target audience is anyone who is in the teaching and learning environment and not only music educators. For 
someone involved in music education it can be of value to see what is available so that they can use it in their own 
teaching environment. For other educators it may be of value to see that anything is possible and that you do not 
necessarily have to be an expert in the world of technology to develop an app like this.  

Towards Wireless Collaboration 
Poster Presentation 

Dominic Pates 
City, University of London 

Northampton Square 
London, EC1V 0HB 

Dominic.Pates.1@city.ac.uk   
 

ABSTRACT 
While mobile computing technologies have long been impacting on learning (Traxler, 2008), usage in higher 
educational learning spaces is typically a highly personal experience, such as with individuals taking notes on laptops 
in a lecture theatre. Learning, however, is as much a social experience as a personal one (Bruning et al., 1999). This 
invokes a paradox that could be best summarised as ‘mobile is usually personal, whereas learning is often or mostly 
social’. The emergence of a focus on how the application of mobile technologies can enhance collaborative learning 
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is a recent movement with the field of mobile learning (Jaldemark et al., 2018), and is a development which might 
look to address this paradox. 

City, University of London (City), has seen increasing demand for its learning spaces to support the use of mobile 
devices in teaching and learning, particularly the ability to share any content from such devices to a whole class on a 
common room display. City’s Learning Enhancement and Development (LEaD) department has been actively 
investigating how to address this particular challenge via an ongoing long-term project, started in 2014 and dubbed 
‘wireless collaboration’. The implication of wireless collaboration is that mobile devices can be used as key tools for 
active and collaborative learning rather than just as devices from which ‘wireless projection’ is possible. The vision 
of this project is to enable staff and students to be able to more fully harness the affordances of mobile devices in 
learning spaces for the purposes of enhancing teaching and learning. This would ultimately entail the installation of 
wireless collaboration hardware in all learning spaces, and an accompanying programme of staff development and 
student guidance. 

The project has been driven forward via a series of small cross-divisional partnerships and has so far reached dozens 
of staff. Investigations thus far have included several research and evaluation stages, and a pilot project enacted and 
then embedded in a Civil Engineering lab. Early outcomes include meeting a formative staff request for wireless 
projection that complied with core criteria of enabling platform-agnostic connectivity and full mirroring of any device 
content, some evidence of enhancing teaching from initial evaluation data, and early-stage dissemination activities. 
This poster looks back at the work done so far, draws on lessons learned during that journey, and looks forward to the 
next stages of bringing wireless collaboration to City. It is hoped that the poster encourages others to consider how 
their learning spaces can be enhanced to better facilitate active or collaborative mobile learning. 

Author Keywords 
Learning spaces, higher education, universities, BYOD, active learning, collaborative learning, mobile devices, 
wireless collaboration, wireless projection 
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ABSTRACT 
The purpose of this study is to identify factors that influence teachers’ levels of digital citizenship, defined in terms 
of individuals’ thinking, skills, and behaviors regarding Internet use. Variables included: (1) teachers’ individual 
backgrounds (age, gender, years of work experience, and years of teaching experience, subject, and teaching level); 
(2) Internet use (where to obtain information, the main purpose of using the Internet, and use of social media for 
teaching); and (3) psychological characteristics (Internet self-efficacy and Internet anxiety). The study unfolded in 
four phases. A literature review identified a need to study classroom teachers’ self-perceptions as digital citizens 
relating to the Internet. Next, 348 teachers were recruited from high need, hard to staff U.S. school districts to 
complete a validated survey. A series of descriptive, correlation, and multiple regression analysis revealed three 
findings: (1) teachers demonstrated relatively lower levels of two Digital Citizenship sub-factors, Internet Political 
Activism and Critical Perspective; (2) there was a strong relation between Internet Self-efficacy and Digital 
Citizenship; and (3) three variables (years of work experience, use of social media for teaching, and Internet self-
efficacy) significantly influenced teachers’ perceptions of digital citizenship. This study offers recommendations to 
equip educators with skills and behaviors as digital citizens in the digital and global age. 
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Teaching sensitive topics in an online environment: 
A pilot of Cultural Safety mobilized learning 
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ABSTRACT 

Introduction 
The concept of Cultural Safety (CS) is centered on recognizing, respecting and acknowledging the rights of an 
individual and their culture. The definition of Cultural Safety recognizes that ‘culture’ includes socioeconomic status, 
age, gender, sexual orientation, religious belief or disability, along with culture in relation to ethnicity, and forms the 
essence of sound New Zealand nursing care. CS teaching and learning addresses sensitive topics and controversial 
issues, but is essential knowledge for healthcare students and professionals.  In traditional classroom delivery, students 
may be required to challenge their own perceptions, which can be overwhelming.  By creating a CS mobile learning 
module, students may be able to acquire skills and knowledge in a less confrontational environment. 

Methods 
The aim was to provide an accessible, engaging, and non-threatening module that allowed the participant’s to explore 
cultural safety privately and independently, while providing opportunities for participants to reflect on their own 
practice. An online CS mobilized learning module was developed by experienced Whitireia CS educators to augment 
traditional teaching approaches.  The module aligned with three learning outcomes, and was tested internally and 
externally to address technical issues, content and suitability.  A cohort of nursing students were then invited to 
complete a pilot programme in order to explore the reality of creating an online environment, where students could 
explore their preconceptions of cultural safety in a positive learning environment. 

Results 
Nineteen nursing students completed the evaluation.  A significant improvement in the CS learning outcomes 
‘Understanding of what forms my own personal culture’ (5.15±1.34 vs. 6.31±1.05, p<0.001), ‘Understanding what 
cultural safety means’ (4.89±1.24 vs. 6.42±0.60, p<0.001) and ‘Understanding what it means to provide culturally 
safe care’ (5.15±1.38 vs. 6.36±0.76, p<0.001) was noted on completion of the module.  Participants responded 
positively to the module, 100% indicating that they were comfortable learning about CS online, while 76% preferred 
CS mobilized learning to the traditional classroom approach. 

Conclusion 
CS online learning provides an effective platform to explore the sensitive issues related to developing a culturally safe 
healthcare practice.  A flexible mobilized learning module can support and augment CS teaching and learning for 
students familiar with CS and those meeting the concepts for the first time. The development of the tailored cultural 
safety module has enabled nursing students to explore complex cultural safety concepts in a safe learning environment. 
Further research is required to explore the impact of the cultural safety mobilized learning modules in other healthcare 
settings, but this pilot study has demonstrated that online learning may help enhance the experience of cultural safety 
education for both teachers and learners alike. 

Author Keywords 
Cultural safety; Mobilized learning; Health care; Teaching; Learning  
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ABSTRACT 
We have proposed that implementing classroom experiments is one of the strategies that optimizes the use of mobile 
devices. Traditionally, classroom experiments are conducted in hand-run form or in computerized, usually online, 
form. We have compared different means of running classroom experiments and discussed some of the pedagogical 
and practical concerns faced by instructors, namely the cost of pre-class preparation, in-class implementation and post-
class preparation. Introducing a mobile app that implements classroom games and experiments does not only enhance 
active learning in economics, but it also significantly reduces the implementation costs.  

Author Keywords 
Economics, Classroom Experiments, Mobile Learning 
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ABSTRACT 
Students in Malaysia are reluctant to learn STEM, and it has a low uptake in Malaysia at the tertiary level. The advent 
of educational technology, such as mobile learning, gives hope that students will become more motivated to learn 
STEM. Hence, this research is conducted to investigate the student experience of mobile learning of STEM subjects 
through student-generated activities. In addition one of the student-generated activities approach in mobile learning is 
student generated content. The methodology used in this research is largely qualitative employing focus group 
discussions with students and interviews with lecturers from a local university in Malaysia. Thematic analysis was 
used to garner the emerging themes from the data. The results of the findings show an improvement, and that the 
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student-generated activities approach did motivate university students in learning STEM subjects. Thus, the findings 
show the positive impact of mobile learning for STEM and insights into further implementing mobile learning in the 
learning of a wide variety of STEM subjects. 

Author Keywords 
Mobile devices, Student-generated Activities, STEM 

Mobile/Online Course Development Simplified: “Is this the latest version?” 
Dr. Neida Hernandez-Santamaria 

Concordia University Chicago 
neida.hernandezsantamaria@cuchicago.edu  

 

ABSTRACT 
This is a qualitative reflective study on the challenges encountered by the department chairperson in an accelerated 
degree program (ADP) that delivers mobile/online learning courses as its primary mode of undergraduate instruction, 
over the course of two years. In other words, this is a critical analysis of ADP and how mobile/online courses are 
developed.  The central problem is the development process of mobile/online learning courses and interactions 
between three key areas, over a two-year period.  Periphery challenges arising in the study of the central problem are 
also addressed.   

The central problem is the feedback cycles between the key areas involved in course developments.  The key areas 
are the subject matter expert (SME), the department chairperson that serves as the adult learning expert, and the 
instructional designer that plays multiple roles between serving as an adult learning expert, a technical expert, and an 
expert of mobile/online learning.  The mobile/online course feedback cycle from a single course development 
produced countless, confusing and time-consuming emails with attachments to manage, that has been a source of 
repeated errors and inefficient use of time and resources for all involved.   

While critically analyzing the experiences over the last two years, problems that reside in the periphery emerge related 
to adult teaching and learning (Knowles, 1970; Armstrong, 2014), such as the complexity of transforming a subject 
matter expert into an educator of mobile/online courses. Although the problems in the periphery emerge, the focus of 
the study remains the process of mobile/online course development, as the solution provides a mechanism to address 
the central and related periphery problems.  

As a practitioner in adult education and learning, the department chair collaborated with the instructional designer to 
find a solution to manage future mobile/online learning course developments starting at the beginning making progress 
towards a more effective and efficient mobile/online course development process and experience. The focus of the 
reflective qualitative study is on the problem and its solution of a simplified, yet effective, development of 
mobile/online courses in an accelerated degree program. The study finds that a centralized mobile/online space to 
manage course developments helps to serve the growing demand for mobile/online courses and learning, by removing 
the cumbersome and clumsy barriers for an efficient mobile/online course development process. 

ADP is an undergraduate degree program that houses eight major programs of study and one certificate program.  
ADP is part of the College of Innovation and Professional Programs in a faith-based university, located approximately 
a five-minute drive in a nearby suburb of Chicago, Illinois, in the United States of America.  

Author Keywords 
Online course development, Mobile course development, online course design challenges, mobile course design 
problems, subject matter expert (SME), educator, teacher, instructor, adult learning, online learning, mobile learning 
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ABSTRACT 
Citizen inquiry describes the learning benefits to people who engage actively in inquiry-led investigations. The 
Tomorrow’s world nQuire project, a collaboration between The Open University and the BBC in the UK, utilises the 
citizen inquiry paradigm to design an online platform to support large-scale public experiments, linked to TV or radio 
programmes. Scaffolding the investigations has been a challenging task, exploiting technology affordances that 
integrate guidance for inquiry-led activities and mass collaborative participation. The aim of this study is to examine 
the usability of an early version of the platform and understand, in particular, how young people aged 16 to 18 in 
particular perceive technologies that support inquiry-led social science investigations. Outcomes revealed that there 
is a preference by the majority of the young participants to use mobile devices for accessing the platform. This finding 
emphasises the importance of mobilised learning and mobile-friendly design for engaging teenagers with inquiry-led 
activities.  
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