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A SHORT INTRODUCTION: 

https://www.youtube.com/watch?v=Bv02p3i2YP0


The successful use of mobile devices in the 
classroom doesn’t just happen. It takes 
strategic planning and putting the right 
building blocks in place for success. This 
means doing things such as informing 
parents, developing classroom management 
techniques, carefully planning activities with 
and for students, and teaching them about 
safety and digital citizenship. 



Before getting started with 

mobile learning… 

 
- Talk to parents and inform them. Mobile learning may be a new frontier to you, but it 
might be even more foreign to parents who don’t work in the field of education and 
technology. Be clear with them about expectations, financial and otherwise, so parents 
can support their children at home. Some questions you may hear from parents are: what 
types of devices are you allowing? What if my child doesn’t have any of the gadgets you 
plan to use? Will it cost us anything? Are these devices really necessary to your 
curriculum? How do they add to, or improve, learning in the classroom? Will the 
knowledge my child gains become obsolete as apps morph over time? How can I help my 
child become a responsible user of mobile devices? 

- Establish a Responsible Use Policy with students. In some classrooms, the 
teacher just explains how the general policies apply to the use of mobile devices; 
in others, they create a new policy. 



- Teach Digital Safety and Citizenship. Knowing proper safety and digital citizenship when 
using mobile devices, is an essential 21st century skill. Students need support not only with 
engaging in and developing safe and appropriate use for themselves, but also with how 
they may handle a situation when others are not exhibiting appropriate behaviour. 



Planning 

your mobile 

learning 

strategy 

step by step 

 



Step 1: Define the learning 

objective to be achieved. 

Technology allows the creation of new tasks that were previously 
inconceivable but it is important to confirm that mobile learning 
experience really makes sense and provides advantages over other forms 
of learning. 

First, ask yourself what you’re trying to achieve by incorporating mobile 
devices into your curriculum. Are you trying to encourage collaboration? 
Hoping for students to research with more depth or to improve their skills? 
Want them to publish their work online? Which results/outputs would you 
like to evaluate? The answers will lead you to the mobile resource that really 
meets your needs. 



Step 2: Assess the current situation. 

Who are your users? 

 
 What mobile devices do they (freely) 

access and use?  
 

 What are their main ways of spending 
time with mobile devices (games, texting, 
creating and sharing contents, contact 
with others, browsing the net…)? 
 

 Are their devices connected to the 
Internet and if yes, in what way? 

What kind of experience have 

you and your team got? 

 

 Who will deliver the content? 
 

 Who will run the training? 
 

 What competence should these people 
have? 
 

 Will they need to be trained? 
 

 Will they need additional materials? 



What are your resources? 

 
Budget. Have you got all of the training materials required, the suitable specialists, or maybe you will have to 
buy some elements? Additionally what elements can you buy? What budget have you got and how can you 
dispose of it?  
 
Time. How much time have you got for designing the mobile learning initiatives, their implementation and 
the preparation of the evaluation of the first results? Is it enough time for the participants to reach the goals 
set for them? 
 
Technology. Have you got all necessary mobile devices? Can everyone access them and do they work with 
JAVA, HTML5 or similar languages? 
 
Content. Have you already got the training material which can be converted to a mobile format? Are the 
contents suitable for the mobile mode? Who will deliver the required content? Will it be easy to process 
them into mobile devices? Who will deal with the updating and changes in the content if necessary? What 
about the intellectual property – who will have the rights to the content? 
 
Security requirements. What are the security requirements? Define them. 



Step 3: Choose the device which is 

available for each of your students.  

Mobility is a chance, not a barrier. If somebody says, “I haven’t got a tablet or a 
media player”, it means they will not be able to use the contents shared in 
these devices. 
To make the choice easier, we should focus on the previous analysis of the 
current situation. 
The devices are equipped with lots of options which can be used for learning. 
Think about which tools and devices (sound and video players, clock, calendar, 
contacts list, GPS, maps, navigation, Bluetooth, e-mail, browser, text message, 
phone calls, sound and video recorder, text editor, spreadsheet, social 
networks, extended reality, detectors) will be most suitable for the training 
activities that you are planning and make sure that everybody can access them. 
We can choose between: 
• Blended learning system: Face-to-face classroom methods are combined with 
computer-mediated activities; 
• 100% mobile learning experience. 



Prototyping is an important part of the development life cycle of the m-learning 
process. This will improve the user experience and if necessary modify the course. 
Some basic principles should be adhered to in Mobile Learning content creation: 
• Segment information in blocks of less than 5 minutes; 
• Simplicity and speed of loading. M-learning access is performed in short times 
and with a reduced screen, so you should prioritize what’s important; 
• Include multimedia, audio, video, games, etc.; 
• The content must be continually updated, should not be static but include the 
latest information; 
• The delivery has to be colloquial: style should be adaptive. The student considers 
his mobile advice as something “personal”; 
• Include elements of collaboration; 
• Include applications. 

Step 4: Build a prototype  



Step 5: Testing the process.  

Testing mobile learning approaches is a key action, which should not be omitted in any 
case. It is this stage which decides on the success of the training with the use of mobile 
devices or mobile learning courses. For now, you have the opportunity to check if it meets 
yours and the users’ expectations. It is important to watch the test participants carefully 
and write down the problems they had, as well as to ask them to comment on the mobile 
learning process on the spot or after the testing session, in order to correct or modify 
critical aspects. 



EXAMPLES OF USE OF MOBILE 

LEARNING IN TEACHING:  

• Finding information on Internet 
• Use of multimedia 
• Consultation digital dictionaries and 
encyclopedias 
• Podcast 
• Developing material 
• Reading digital books 
• Listening to audio books 
• Note-taking, audio, video 
• Taking photos, videos 
• File sharing and interaction in social    
networks 
 
 
 
 
 
 
 
 
 

• Access to the online platform where 
information is stored 
• Underpinning exercises and activities 
• Educational Apps for curriculum knowledge 
• Sending additional information on the subject 
through mobile devices 
• Recording the teacher’s explanations 
• Recording an experiment 
• Editing documents 
• Create a library of sounds or images 
• And more… 



Some tips: 

 Be sure that all students have a mobile device. 
 Mobile learning should be used as a support to other forms of 

learning and there should be an interconnection with other learning  
models. 

 Continuously monitor how the learner experience is proceeding and 
confirm that the experience fulfils its educational purpose.  

 Mobile learning should encourage contextualised activities involving 
finding information, analysis, organization, etc. 

 Encourage curiosity, initiative and autonomy. 
 It would be better to start with small experiments and then check its 

adequacy and efficiency. 
 Encourage action-oriented activities: the strength of the mobile 

learning is its portability and immediacy, so this feature should be an 
integral part. 



BAD PRACTICES IN MOBILE 

LEARNING: 

1. Simply port over content or applications already developed for PCs. 
To make existing materials available as PDFs doesn’t mean that their contents are now 
(magically) transformed into “digital textbooks”! A mobile first approach to developing mobile 
learning products which aims to capitalize on the particular opportunities offered by mobile 
devices may yield better results. 

2. Don't spend time with your target user groups – assume you already understand their 
needs. 
What may well be considered a ‘good practice’ or an ‘appropriate solution’ for learners in 
schools in Helsinki, Glasgow or Kiel may not be so good or appropriate when transferred to 
educational contexts in (e.g.) Durango or Kilkis. Adopting user-centred design techniques or 
approaches can be really convenient and effective. 



3. Introduce a totally new device to facilitate 
‘mobile learning’. 
The allure of a new educational technology 
device is hard to ignore, but they often fail to 
gain traction and find users and they can be 
very difficult (and expensive) to build! In 
addition, is there really a need to develop a 
new, ideal educational technology device, or 
what is already available in the market just 
offer great opportunities to teaching? A 
better principle to follow, especially when 
seeking to impact learners and teachers in 
low income communities, might be to take 
advantage from devices that the potential 
users already have, know how to use, and can 
afford. 

4. Consider that all 'mobile learners' are 
'digital natives'. 
Quickly learning and demonstrating a 
mastery of the mechanics of a particular 
process or application on a mobile device 
(posting to Facebook, for example, or 
playing a video game one has never seen 
before) shouldn't be confused with a 
mastery of how to successfully use such a 
device for learning.  



5. Discount the notion that a device will be used by more than one person. 
Around the world, mobile devices are often personal devices, owned and used by a single person. This is 
largely true … except when it isn’t.  Especially in school settings in developing countries, and within families, 
device sharing can be the norm, not the exception. Mobile learning initiatives that don’t consider this 
scenario may stumble upon complications and failure. 
 

6. Make it all about smart phones and ‘connected’ mobile devices. 
When technology seers predict that, “in the future everyone will have a smart phone and will be connected”, 
they may well be correct. However, most of today’s learners and teachers don’t live in the future. Not 
everybody have a personal smartphone and connectivity in general can be spotty and expensive. These 
logistics aspects have to be considered. 

7. Assume that you need to do 'mobile learning'. 
Many teachers planning for mobile learning initiatives are driven by a compulsion to “do something in the 
mobile learning space” because “mobile learning is the future”. Don’t forget that the goal has to be to do 
something to benefit teaching and learning practices or solving a need.  It may well be, after all, that the 
‘problem’ identified can be addressed through other, ‘non-mobile’ means. 


