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Abstract 
Mobile devices such a mobile phones, PDAs and iPods can have more processing 
power, slicker displays, and more interesting applications than were commonly 
available on desktop machines ten years ago, and educators are quickly realising 
their potential to be used as powerful learning tools. However, the application of 
mobile technologies to learning contexts must take into account a number of factors. 
Above all other things, we must consider how mobile learning can be used to 
provide learners with better opportunities and enhanced learning outcomes. This 
position paper will suggest a foundation of good practice in mobile learning with a 
strong pedagogical basis underpinned by characteristics of both situated and 
networked learning, using the following structure: 
(1)  A differentiation between learning and technology as the driver for mobile 

learning approaches. 
(2)  Exploration of a situated, networked and distributed educational design 

approach to mobile learning, with references to social constructivist 
principles of learning, and how these can support, and be supported by, a 
mobile learning approach. 

(3)  The classification of mobile learning activities, using the themes ‘Record, 
Recall, Relate and Reinterpret’ (the ‘four Rs’ of mobile learning), providing 
specific examples of practical teaching and learning activities using this 
model. 

(4)  The construction of parallels between computer-based and mobile learning, 
demonstrating parallels in technological considerations (such as screen size, 
processing power, memory and storage capacities) as well as human 
considerations for implementation. 

(5)  A summary of considerations for designing, developing and delivering 
mobile learning for high-quality learning outcomes. 
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Introduction 
The highly personalised nature of digital mobile devices provides an excellent platform for the 
development of personalised, learner-centric educational experiences. In this position paper we 
emphasise the importance of considering learning over technology, and suggest a pedagogically 
based framework for developing learner-centric m-learning. Practical and effective strategies can 
be founded on well-established learning principles, further developed through a simple four-part 
activity model of mobile learning, and successfully implemented by adhering to guidelines 
informed by principles of computer-based resource and interface design. 

In this instance we demonstrate how this framework might be applied, primarily underpinned by 
social constructivist learning theory (Vygotsky, 1978), and further enhanced by principles of 
situated learning (Lave & Wenger, 1991; Billet, 1994; Stein, 1998) combined with a distributed 
learning approach. However, we acknowledge both the activity model and implementation 
considerations we suggest could be potentially applied to other pedagogical models.  

Mobile learning and mobile technology 
Mobile learning can be defined in many different ways. For some, ‘mobile learning’ connotes 
PDAs and cell phones; for others, iPods and media players; and even digital cameras and USB 
keys are indicated. In general, however, most people seem to associate mobile learning with the 
latest portable gadgets. This can make the prospect of applying mobile learning seem daunting to 
some educators, and perhaps rather sexy to others. 

However, in contrast with such views, which 
identify mobile learning as a subset of  
e-learning (Georgiev, Georgieva, & 
Smrikarov, 2006), we acknowledge mobile 
learning’s links to the ‘just enough, just in 
time, just for me’ model of flexible learning, 
(Peters, 2005), and endorse one of the 
reflective outcomes of the 2004 European 
MobiLearn project: ‘it is the learner that is 
mobile, not the technology’ (Sharples, Taylor, 
& Vavoula, 2005).

m-learning 

e-learning 

In this sense, learning has always been mobile: 
we all learn as we go about our lives, with 
inherent dynamism and personal mobility. A 
book is a mobile learning resource, as is a 
reflective or visual process journal on paper. 

flexible learning 

 
Both the concept and practice of device-assisted mobile learning also predate the widespread use 
of e-learning. Since 1979 when Sony released the first Walkman, people have used portable audio 
devices to learn languages, supplement and enhance visits to art galleries and museums, and 
record and replay lectures and other learning experiences; today, we might call that ‘podcasting’. 
A cassette Walkman may not be as sexy as an iPod, but when the sound from either device reaches 
my ears, it’s pretty much the same thing. 

Further, while today’s digital mobile learning platforms are distinguished from previous mobile 
learning tools by convenience, convergence and connectivity, a converged, portable platform was 
envisaged in 1977 by computer scientist Dr Alan Kay and his colleague Adele Goldberg: 

Suppose it had enough power to outrace your senses of sight and hearing, enough capacity to 
store for later retrieval thousands of page-equivalents of reference material, poems, letters, 
recipes, records, drawings, animations, musical scores, waveforms, dynamic simulations, and 
anything else you would like to remember and change. 

(Kay & Goldberg, 1977, reprinted in Wardrip-Fruin & Montfort, 2003, p. 394) 



Significantly, this vision for mobile computing was not one of office documents, so much as 
materials of personal significance for referencing and updating. Today, we might call that a 
‘personal learning environment’ (PLE). 

Thus, we espouse that the development of 
mobile learning predates and parallels that 
of personal computing, and identify 
technological convergence as the cause of 
the digitisation of many mobile learning 
tools. Acknowledging the influences of 
established educational and  
computer-based practices, we posit that 
effective digital mobile learning can be 
guided by a similar convergence of 
established pedagogical tenets,  
best-practice e-learning considerations, 
and the inherent strengths of various 
mobile tools. 

 

Educational design: A social, situated learning paradigm 
We now consider how this perspective of mobile learning informs an educational design and 
development process for practical, learner-centric mobile learning activities and resources. We 
relate established learning theories with key features of mobile devices that directly enable, 
facilitate or support these learning approaches. 

Socially constructed and connected learning 

The educational theories of social constructivism (Vygotsky, 1978) and connectivism (Siemens, 
2004) respectively emphasise the importance of the social context to how one constructs their own 
learning (for example, burgeoning uses of social web or Web 2.0 tools), and the connectedness of 
knowledge and learners (again, also paralleled in the social web, in the form of folksonomies and 
tagging, for example). When we consider that adult learners are generally richly endowed with life 
experience, the potential to relate their stories in social, connected learning settings can, as Stein 
(1998, para 14) says, transform a traditional learning setting where knowledge is merely 
transferred by the teacher to seeing learners as a ‘resource for interpreting, challenging, and 
creating new knowledge’. 

The data connectivity and communication aspects of many mobile devices support social 
interaction, collaboration and the construction of learning — for example: 
• the ability of mobile phones to exchange media via MMS, email and SMS 
• the ability of PDAs to connect to the internet and interface with both synchronous and 

asynchronous communication tools 
• the exchange of compatible memory cards between learners to copy reviewed and 

recommended audio or video resources across media players, PDAs or mobile phones. 

Situated and networked learning 

The portability of mobile devices enables them to be used as educational support tools that free the 
learner from a classroom and the power grid. Many mobile tools also have inherent ability to 
connect with information tools and communicate in a networked manner. In educational design 
terms, these abilities lend themselves to a situated learning context, supplemented by a distributed 
or networked learning framework. According to Stein (1998, para 2), to situate learning is to: 

create the conditions in which participants will experience the complexity and ambiguity of 
learning in the real world. Participants will create their own knowledge out of the raw 
materials of experience, i.e., the relationships with other participants, the activities, the 
environment cues, and the social organization that the community develops and maintains. 



Mobile devices offer opportunities to access learning materials, activities, peers and mentors while 
immersed in the learning context — in the real world. 

Personalised learning 

Personalised learning is often discussed in the same breath as mobile learning; owning a mobile 
phone is quite a personal affair (‘what’s your ring tone?!’). If we move beyond this we can 
encourage learners to ask themselves how they can maximise their use of such technology and of 
the world around them to develop and hone their skills for learning, rather than simply have people 
ask about ring tones to denote their individualism. If we return to Kay and Goldberg (1977), we 
can see that thinking about the transferability of learning across various media has long been in 
discussion. 

“Devices” which variously store, retrieve, or manipulate information in the form of messages 
embedded in a medium have been in existence for thousands of years. People use them to 
communicate ideas and feelings both to others and back to themselves. Although thinking 
goes on in one’s head, external media serve to materialize thoughts and, through feedback, to 
augment the actual paths the thinking follows. Methods discovered in one medium provide 
metaphors which contribute new ways to think about notions in other media. 

(Kay & Goldberg, 1977, reprinted in Wardrip-Fruin & Montfort, 2003, p. 393) 

It is through this type of thinking and discussion that we can effectively design good practices for 
electronic learning and teaching. Kay and Goldberg stress the value of mentoring as being key 
content; that quality mobile learning depends on skilled facilitation and support. It is a view we 
believe is supported by social and educational trends, moving away from knowledge adoption and 
‘Sage on the Stage’ models, where knowledge is provided, and learners gather information, 
towards knowledge production and ‘Guide on the Side’ models, in which learning is facilitated, 
and learners generate, share and manage their own learning and knowledge. 

In a mobile learning context this translates to a need for teachers to provide the structure and 
framework for learning to take place, where learners use mobile devices to interact with each other 
and the world around them; collaboratively navigating and connecting information. 

The four Rs: Building blocks of mobile activity 
We now translate learning theory into practice by applying a learner-centric activity model of 
mobile learning to our pedagogical underpinnings. 

Sharples et al. (2005, para 3) posit a theory of mobile learning that takes into account the learner’s 
mobility. He also accounts for the central elements of mobility; namely, space, time and topical 
information. When reframed this way, mobile devices are an aid to learning on the move, but not 
the focus of it; mobile learning is equally valid when accomplished with a pad of paper and a pen, 
if that is the appropriate resource for the mobile learner. Thus, in accordance with Sharples’ (2000) 
thinking, we see the possibility of four avenues of learning activity. In a reflection of the ‘three Rs’ 
of the essential pre-Net Generation skills (Reading, wRiting, and aRithmetic), these form the  
‘four Rs’ of Net Generation learning (Prensky, 2001a; 2001b; Brown, 2002) and reflect the current 
sociocultural shifts in thinking and learning for an increasingly mobile twenty-first century. 
Defined from a learner-centric viewpoint, these are as follows: 



Record: The learner as a gatherer and ‘builder’ of new knowledge 
 

 

• The learner may use a portable device 
to capture, preserve, memorise, note, 
or create information. 

• The information recorded may be in 
response to a prompt from the portable 
device itself, or in response to a 
stimulus from a situated learning 
environment or their teacher. 

• The information may be recorded to 
the portable device itself; or the 
portable device could serve as a 
conduit for storing the information 
remotely. 

• Underpinned by a constructivist theory 
of learning. 

 

Reinterpret: The learner as an analyst 
of existing data to discover new 
knowledge 
• The learner may use the portable 

device to discover, process or enhance 
existing data so that it is transformed 
into new information, or ‘remixed’ to 
enhance learning. In these conditions, 
the mobile device enhances or 
supplements the learner’s own senses 
or processing abilities. 

• Underpinned by a constructivist theory 
of learning. 

Recall: The learner as a user of existing information and resources 
• The learner may use a portable device to recall information, events, experiences or stories, 

stored on the portable device (for example, iPod audio or video file), or by using the device 
to access information remotely (for example, on the internet). 

• Underpinned by a connectivist (if learner-centred) or instructivist (if teaching-centred) 
theory of learning. 

Relate: The learner as part of a social context and a network of knowledge 
• The learner may use a portable device to communicate with other people (for example, with 

other learners), or with a teacher (that is, in a learning relationship). 
• The learner can use the device to communicate directly and synchronously (for example, 

mobile phone conversation), or access asynchronous communication services (for example, 
web discussion board or web log). 

• They can also recommend and share resources, for example, linking mobile devices 
(usually wirelessly) and sending a file from one to the other. 

• Communicative and collaborative: underpinned by a social constructivist or connectivist 
theory of learning 

In terms of learning design then, how might we use the four Rs to develop engaging learning 
activities for our learners? Some practical examples of activities can be seen through some 
Australian-based projects like EngageMe (http://www.engageme.net/), and Australian Flexible 



Learning Framework New Practices 2004 project (AFLF, 2004) on using handheld devices in 
horticulture (AFLF, 2004), plus a range of mobile learning projects happening in Europe (Ultralab 
and CTAD, 2005). This extends teaching beyond the institution walls into the everyday world 
around us and recognises the learner as the learning citizen (see the European Commission-funded 
projects for more at http://learningcitizen.net/background.shtml). We can further explore the 
creation of m-learning activities through a hypothetical training scenario. 

A four Rs scenario: Plant nursery trainee 

In this scenario, we apply the ‘four Rs’ activity model to a situated, social, networked learning 
environment: a plant nursery trainee who is learning ‘on the job’, to demonstrate how the learning 
activity model can be used to realise a sound pedagogical design. 

Let’s look at Record first. What would the learner being doing in order to record? A learner can 
capture, preserve, memorise, note, create and so on; all of which involves the learner doing 
something and producing a record of something. Within a specific context, for example, a plant 
nursery, we might see the learner as a trainee who uses a mobile device to capture (using her 
camera phone) a process such as grafting seedlings by her co-worker. Her colleague demonstrates 
the correct procedure as part of her workplace learning, and the learner takes photos of each step 
of the process, or creates a movie of a correct grafting procedure being performed with an audio 
commentary. The trainee now has a record of this process, demonstrated in situ at her workplace. 
Initially, this record is stored on the learner’s phone; however, it could subsequently be stored 
remotely, for example, on the internet using ‘moblogging’. Moblogging services (for example, the 
MoblogUK service) allow users to update an online journal (a ‘web log’, or ‘blog’ for short) using 
a mobile device. The trainee can add to her moblogged posting at a later time, where she can 
include extra notes, descriptions and perhaps some questions that surface outside of the workplace 
that she can then ask when she next enters that workplace. 

What about Relate then? Continuing with our example, the trainee’s supervisor, fellow trainees, 
co-workers, and assessor may add to her notes via their own comments to her moblog post. They 
can enrich her knowledge by offering their thoughts, opinions and directions about the procedure 
she has captured. At the same time, the trainee may also include her recorded demonstration on a 
shared website for plant nursery trainees, where her own notes can benefit other learners. 

 
Screenshot of the MoblogUK interface, a free moblogging service 



Let’s elaborate further using the assessor as an example: the trainee’s assessor is aware that one 
key competency of the traineeship includes the trainee demonstrating competence in following 
policies and procedures. So, the assessor adds a comment to remind the trainee that this type of 
procedure is one she herself must demonstrate to achieve competence, and suggests that next time 
she performs the procedure herself that she have her co-worker capture the trainee carrying out the 
procedure, and then add to her evidence portfolio for assessment. 

Moving on then to Recall, how might the learner re-use this workplace demonstration for recall? 
She may wish to revise or ‘practice’ the procedure in her own time (such as on her lunch break), as 
she has been told she will take over the plant nursery’s grafting duties from her co-worker. She is 
able to review the demonstration as often as she likes, using the recorded files on her phone, or by 
accessing them from her moblog. Should she also need to repeat the procedure at a future time, she 
can quickly revise the recorded demonstration as a refresher. 

Fourthly, there is Reinterpret. The trainee is able to access additional information on any of the 
nursery’s plants by using the mobile device to ‘reinterpret’ the nursery’s barcode system. By 
taking a photo of the 2D barcode attached to any of the plants with her mobile phone, the learner is 
able to access more information on the particular species — to check, for example, if there are any 
special requirements relating to its grafting procedures. She can also add a reference to her own 
moblog as another recommended learning link if appropriate. 
 

 
Accessing mobile learning in a situated, connected environment through 2D barcodes 

 

The ‘four Rs’ are not intended to be viewed as a linear or ‘lock-step’ process, nor is each of the Rs 
mutually exclusive of one another. Overall, the activity involved relates concepts, procedures and 
people and does so within a specific context. It is adaptable to various other contexts, depending 
on need and relevance, and can be reused for various aspects within a certain situation. It also 
illustrates the learner-at-centre; the (co-)creator of knowledge, owner of their (workplace) 
experience and thus their learning. There are no specific tools required except those that are 
already available; in this case, the trainee’s camera phone, a moblog and a wiki (both of which are 
available free for use online). 

As similarly described in Sharples et al. (2005), the above process following the capturing of the 
information involves guidance (supervisor, co-worker and assessor), discussion (via the moblog 
and email), critical thinking (trainee revises ideas following input of others or review of procedure 
herself), ownership and reward for effort (the trainee’s recording, subsequently rewarded for effort 
via workplace acknowledgment and achieving competency). 



The resulting application of mobile devices to learning is personal, social, and connected with 
information, both as a contributor and consumer. Mobile devices take on the attributes of a 
personal learning environment — learner-centric, personal portals that serve as gateways to rich, 
highly contextualised activities. 

Relating computer-based and mobile learning 
We now consider how to implement activities and resources to ensure they are practical from an 
end-user (learner) point of view, by considering implementation guidelines derived from our 
experience of computer-based learning. 

Many mobile technologies are still in their infancy, and others are established but also still 
developing. In many ways, the development of mobile applications and interfaces for mobile 
devices parallels the development of applications and interfaces for personal computers about ten 
years ago. As a result, guidelines for developing mobile learning resources and activities can be 
informed by principles of interface and application design that were developed last decade for 
computer-based learning. 

In the following sections, we discuss some of the principles of computer-based interface and 
application design, and show how these can be used as guidelines for improving mobile device 
interfaces and products. 

Human parallels with computer-based learning 

The ‘digital divide,’ coined in the 1990’s, described socio-economic barriers to computers and the 
internet that resulted in inequality (QUT, 2005). In a similar fashion, we must consider equity of 
access to mobile technologies. Many people can’t afford or justify owning a PDA — just as  
10 years ago many people couldn’t afford or justify having their own PC. When considering 
mobile delivery, we need to consider the ‘lowest common denominator,’ or LCD, of our target 
learners. Mobile learning content should be accessible through other means, to reduce the 
disadvantage posed by the ‘mobile divide’. 

Correspondingly, ‘digital immigrants/digital natives,’ coined in 2001 by Marc Prensky (Prensky, 
2001a) can be extrapolated to a ‘mobile immigrants/mobile natives’ paradigm. Many people who 
didn’t grow up with mobile technologies may need to learn many of the skills younger generations 
take for granted. Some, resistant to change, will refuse to bring mobile devices into their lives for 
the same reasons as they may have refused to bring computers into their homes (‘I don’t want 
work following me everywhere’; ‘they’re too complicated for me to learn’). 

In contrast, younger students are very comfortable with mobile technologies. Even children aged 
seven or eight are able to fluently use mobile phones and PDAs with ease. As with  
computer-based learning, older learners — and indeed, teachers — may need to re-skill and adapt. 
Just as there is a need to train teachers, there is also the need to educate learners about appropriate 
uses of technology to support their learning. The most useful way of doing this is through the 
learning activity itself, rather than through the technology. Focusing on the activity and letting it 
guide the technology means that the activity is not overtaken by the tool, and so the lesson retains 
its substance; that is, the essential learning to be learned. Thus, using the technology in this way 
teaches ways to use technology appropriately as determined by the context or activity. 

Technical parallels with computer-based learning 

While we currently consider mobile devices to be generally inferior to desktop computers (in 
terms of capability), it’s worth revisiting the state of personal computing 10 years ago — when  
e-learning was very much considered a developing art and science — and realising that the 
guidelines for developing resources 10 years ago for computers, to cope with the limitations, can 
now be directly applied to resources being developed for mobile device delivery for m-learning. 



First, let’s compare the specifications of personal computers a decade ago with those of today’s 
mobile devices: 
• Storage capacities 

In 1998, a 2GB hard disk drive cost about $200. Today, that’s about the same price as a 
2GB flash memory card (for example, SD Card, Memory Stick). 

• Processing speed 
Intel released 300MHz–700MHz desktop CPUs in 1998, and released XScale processors 
with clock speeds in that range for mobile devices last year (2005). 

• Screen size 
In 1995, average desktop monitors were 14”, with a screen size of 640 × 480 pixels (XGA). 
In 2005, PDAs such as the Dell X50 were released featuring resolutions of 480 × 640 
(although most mobile devices continue to be produced with a screen resolution of  
320 × 480 or less). 

• Limited bandwidth 
In 1996, most personal computers were not networked, and those that were had slow 
(10Mbps) connections. Access to the internet was via 28.8kbps dial-up modem, and grossly 
expensive by today’s standards. Currently, while some mobile devices (such as mobile 
phones and PDAs) are certainly capable of data connectivity, the cost of such connectivity 
limits the widespread use of this technology. 

• Primitive scripting 
In 1996, Flash introduced primitive scripting to enable a small amount of interactivity to be 
incorporated into animations. Last year, Flash Lite was released — a simplified form of 
ActionScript for deploying interactive Flash content on mobile devices. ‘Lite’ versions of 
Java Virtual Machine and other interactive environments can also be utilised for creating 
content for mobile devices. These are not as fully featured as their desktop equivalents, but 
certainly provide useful tools for developers of learning resources. 

• Competing formats 
During the 1990s, various hardware platforms, operating systems, web browsers and file 
formats vied for consumer preference and market share. These were accompanied by a 
plethora of ‘standards,’ though many of the major players ignored standards in favour of 
pushing for their own proprietary formats. The current surge in consumption of personal 
mobile devices is being accompanied by similar trends in terms of competing standards and 
formats, for example, the plethora of audio and video codecs that are used for storing 
digital media. 

• Convergence 
Desktop computing brought together many tools into a single device. Calculator, 
typewriter, entertainment and encyclopaedia in one, early desktop computers were 
successful because they provided access to enormous functionality and a wealth of 
information in a single device. Previously, these functions and information were only 
accessible by purchasing many separate tools and references. Today’s mobile devices are 
also converging many tools into one, leading to some items like mobile phones being 
coined the ‘Swiss Army Knife’ of this century. 

The human and technical issues of computer-based interface and application design from 
approximately a decade ago continue to be relevant as the current considerations for mobile 
interface and application design. In the following section, we enumerate some of the main 
considerations for mobile learning implementation, derived from these human and technical 
parallels. 

Considerations for design, development and implementation 
Looking at where we’ve come from in flexible learning — in terms of the human, technical, and 
educational design issues — it’s clear that we’ve actually seen many of the challenges we face 
with mobile learning in our previous explorations of e-learning. 



Applying the lessons we learned in the development of computer-based training may help us avoid 
some of the pitfalls that would otherwise ensnare us as we venture into mobile learning. The 
parallels are not exact, but they do serve as a useful model to simplify this new frontier and help us 
to recognise and address many of the issues we face. 

Implementation considerations 

The following list provides a summary of the guidelines for developing mobile learning activities 
and resources, with strong parallels to development guidelines for e-learning a decade ago. 

Platforms and formats 
• Become educated and aware of the various major platforms and formats for delivery of 

mobile learning, and the relative strengths, weaknesses, and market penetrations of each. 
• Design and develop resources to be deployed on as wide a range of devices as possible and 

test learning resources for cross-platform compatibility and accessibility. 
• Be aware that resources can be developed in such a way as to be equally deliverable on 

non-mobile and mobile platforms. For example, web pages, PDF files and sound files can 
all be designed to render equally well on desktop and mobile platforms. 

• Reduce the use of processor-hungry formats (such as video) to a minimum (that is, use only 
when really needed to achieve a particular outcome that could not be achieved with another 
format). An exception, however, are mobile devices such as iPods or media devices that are 
optimised for audio and/or video playback and so handle these particular tasks capably. If 
such devices are the target platform for resource development, media content may not be an 
issue; however, if other platforms might be used to view resources, reducing the amount of 
processor-intensive content is a consideration. 

Delivery, accessibility and usability 
• Optimise resources to eliminate unnecessary code or redundant content, allowing them to 

display quickly and making them as compact as possible to store and retrieve. 
• Use the most space-efficient formats and colour palettes for creating media. 
• Just as ‘usability’ was a catchword of the 90’s in computer interface design, so it should be 

a major element in mobile resource development today. Think user-centric. 
• Develop and apply appropriate standards for accessible, usable and exchangeable content. 

Design 
• Maximise the content or value delivered per MB through careful design and editing. 
• ‘Chunk’ (or split) content into smaller objects or resources so that users can choose to 

download or store just the bits they need. 
• Design resources to provide content as quickly and with as few operations as possible. 
• Carefully layout all pages, and prevent scrolling in two dimensions. 
• Choose fonts to maximise readability, and choose or create graphics that are easy to view. 

The pertinence of these principles is illustrated by their emulation in the World Wide Web 
Consortium’s recently released Mobile Web Best Practices (W3C, 2006). 

Billet (1994) surmises that situated learning is not, in itself, a silver bullet for learning. It does, 
however, offer highly contextualised and authentic experiences within which learning can occur. 
Teachers do not achieve this in the absence of facilitation and guidance, where learners can benefit 
from deepening their understanding of vocational activities, like the plant nursery trainee scenario 
described previously. 

When good learning design approaches draw together both teaching support and authentic learning 
environments, one is able to visualise the strengths of both aspects and also their benefits to the 
learner. Mobile technologies offer even more opportunities to explore and account for the blurring 
avenues of learning and life in ways we have perhaps ignored or to which we have not attributed 
sufficient value. 



Conclusion 
Through our exploration of a situated learning approach to mobile learning, we have demonstrated 
the application of a number of established teaching and learning theories to the mobile learning 
paradigm. Through our experience of e-learning, we have derived a cohesive methodology for 
developing pedagogically based and technically sound mobile learning approaches. Ultimately, we 
conclude that there are various models of teaching and learning that can be used to structure and 
support mobile learning practice. Educational design approaches can be developed into learning 
activities and experiences via application of the ‘four Rs’ to a particular pedagogical approach or 
approaches; for example, based on situated, networked, distributed or socially constructivist 
theories for learning. 
 

 
An approach to developing learner-centric mobile learning 

 

Learners show increasing need to manage a wider range of life and work issues that often see them 
time-poor for study. Engaging more readily in learning in the workplace or other significant life 
settings means we, as educators, can pay greater attention to the learning we aim to facilitate, 
rather than the ‘administrivia’ we often find ourselves undertaking. We not only free up our 
learners to learn, but ourselves to teach them. Ultimately, education returns to society as an 
organic part of it, rather than drawing learners ‘away’ from the society in which they live. 

References 
Billet, S. (1994, July). Situated learning: A workplace experience. Australian Journal of Adult and 

Community Education, 34(2). 

Brown, J. S., (2002). Growing up digital: How the web changes work, education, and the ways 
people learn. United States Distance Learning Association. Retrieved December 10, 2004, 
from http://www.usdla.org/html/journal/FEB02_Issue/article01.html 

European Commission. (n.d.). Lifelong learning: The learning citizen initiative. The learning 
citizen: Background. Retrieved (n.d.), from http://learningcitizen.net/background.shtml 

Georgiev, T., Georgieva, E., & Smrikarov, A. (2006). M-learning: A new stage of e-learning. 
Retrieved July 24, 2006, from http://ecet.ecs.ru.acad.bg/cst04/Docs/sIV/428.pdf 

Kay, A., & Goldberg, A. (1977, March). Personal dynamic media. Computer, 10(3), 31–41. 
Reprinted in N. Wardrip-Fruin & N. Montfort (Eds.), The new media reader (2003). 
Cambridge, MA: MIT Press. 

Lave, J., & Wenger, E. (1991). Situated Learning: Legitimate peripheral participation. 
Cambridge: Cambridge University Press. 

Peters, K. (2005). Learning on the move: Mobile technologies in business and education. 
Brisbane: Australian Flexible Learning Framework. 

Prensky, M. (2001a, October). Digital natives, digital immigrants, part 1. (Republished from On 
the Horizon, 9(5). London: MCB University Press.) Retrieved July 10, 2006, from 
http://www.marcprensky.com/writing/Prensky%20-%20Digital%20Natives,%20Digital 
%20Immigrants%20-%20Part1.pdf 



Prensky, M. (2001b, October). Digital natives, digital immigrants, part 2: Do they really think 
differently? (Republished from On the Horizon, 9(6). London: MCB University Press.) 
Retrieved July 10, 2006, from http://www.marcprensky.com/writing/Prensky%20-
%20Digital%20Natives,%20Digital%20Immigrants%20-%20Part1.pdf 

Queensland University of Technology (QUT). (2005). Digital divide, m/cyclopedia of new media. 
Retrieved September 4, 2006, from http://wiki.media-culture.org.au/index.php/Digital_Divide 

Ragus, M. (2006). M-learning: A future of learning. Knowledge Tree eJournal, 9. Retrieved  
July 3, 2006, from http://kt.flexiblelearning.net.au/wp-content/uploads/2006/05/ragus.pdf. 

Sharples, M. (2000, April). The design of personal mobile technologies for lifelong learning. 
Computers & Education, 34(3–4), 177–193. 

Sharples, M., Taylor, J., & Vavoula, G. (2005). Towards a theory of mobile learning. Paper 
presented at mLearn 2005, Cape Town, South Africa. Retrieved (n.d.), from 
http://www.mlearn.org.za/CD/papers/ 

Siemens, G. (2004, December). Connectivism: A learning theory for the digital age. elearnspace 
weblog. Retrieved (n.d.), from http://www.elearnspace.org/Articles/connectivism.htm 

Stein, D. (1998). Situated learning in adult education. ERIC Digest. Retrieved July 3, 2006, from 
http://www.ericdigest.org/1998-3/adult-education.html 

Vygotsky, L. S. (1978). Mind in society: The development of higher psychological processes. 
Cambridge, MA: Harvard University Press. 

W3C. (2006). Mobile web best practices 1.0. Retrieved August 14, 2006, from 
http://www.w3.org/TR/2006/CR-mobile-bp-20060627 

Selected projects on mobile learning 

Australian Flexible Learning Framework (AFLF). (2004). Mobile learning: Handheld innovations 
in flexible learning. Retrieved September 4, 2006, from http://mobilelearning.flexiblelearning. 
net.au 

EngageMe NSW DET. (n.d.). What is moblogging? EngageMe: Series 1. Retrieved September 4, 
2006, from http://www.engageme.net/series1/moblogging/moblogging1.htm  

European Commission. (2002–2005). MOBIlearn: The wings of learning. MOBIlearn project 
consortium, Europe, Israel, Switzerland, USA and Australia. Retrieved September 4, 2006, 
from http://www.mobilearn.org 

Ultralab and CTAD. (2005). M-learning: Project background. Retrieved September 4, 2006, from 
http://www.m-learning.org/background.shtml.  

Other referenced sites 

MoblogUK. (n.d.). MoblogUK website. Retrieved September 4, 2006, from 
http://www.moblogging.co.uk 

 
 
Copyright © 2006 Leonard Low & Margaret O’Connell. 
The author(s) assign to QUT and educational non-profit institutions a non-exclusive licence to use this 
document for personal use and in courses of instruction provided that the article is used in full and this copyright 
statement is reproduced. The author(s) also grant a non-exclusive licence to QUT to publish this document in 
full on the World Wide Web (prime sites and mirrors), publication to CD-ROM and in printed form within the OLT 
2006 conference proceedings. Any other usage is prohibited without the express permission of the author(s). 


