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•  Basics of Mobile Learning 
–  Why? 
–  What? 

•  ADL mLearning Guide 
–  What? 
–  How? 

•  Resources 
•  Questions/Discussion 
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Agenda 

What We’ll Cover 



–  Founded in 1997 to standardize and modernize 
delivery of training and education in the U.S. 
Department of Defense (DoD) 

–  Develop and implement learning technologies 
across the DoD and federal government 

–  Collaborate with government, industry, and 
academia to promote international 
specifications and standards for designing and 
delivering learning content 
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ADL  



Vision	
  
• To	
  be	
  the	
  source	
  
of	
  informa3on	
  
and	
  support	
  for	
  
DoD	
  mobile	
  
learning	
  
ini3a3ves.	
  

Knowledge	
  
• Track	
  ini3a3ves	
  
and	
  share	
  

• Remain	
  current	
  
and	
  provide	
  
weekly	
  newsle@er	
  

• Deliver	
  
presenta3ons	
  

• Collect	
  use	
  cases	
  

Deliverables	
  
• Develop	
  samples	
  
• Iden3fy	
  tools	
  
• Conduct	
  
workshops	
  and	
  
webinars	
  

• Write	
  papers	
  
• Facilitate	
  working	
  
group	
  

Research	
  
• Collect	
  literature	
  
and	
  review	
  

• Share	
  best	
  
prac3ces	
  

• Support	
  BAAs	
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Agenda 

What We’ll Cover 



A.  Manager 

B.  Instructional Designer 

C.  Developer 

D.  Subject Matter Expert 

E.  All of the above 

F.  Other (please add to Chat) 
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What Are Your Responsibilities? 

Poll Question 



A.  Daily 

B.  A few times per week 

C.  A few times per month 

D.  A few times per year 

E.  Never 
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How often do you use your device(s) 

Poll Question 
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Mobile Growth Rate 
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Tablet / 
iPad, etc. Laptop Cell Phone   

Netbook /  
Micro PC 

UMPC / MID 

Player 
(Audio/Video) 

Handheld / 
PDA   

Game Device Wearable or 
Combination  

(e-book reader/
USB Drive) 

How do you define Mobile? 



A.  Completed a course or used for performance 
support 

B.  Used a search engine 

C.  Geographical travel information 

D.  Never learned anything 

E.  Don’t have a connected device 
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What have you learned on your mobile device(s)? 

Poll Question 





ADL defines mobile learning 
as the use of handheld or 
wearable computing devices 
to provide access to learning 
content and information 
resources. 

11 

ADL’s Definition 
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Ambient Insight 



•  When learning for the first time 

•  When wanting to learn more 

•  When trying to remember 
•  When things change 

•  When something goes wrong 
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Five Moments of Learning Needs 

Dr. Conrad Gottfredson 



A.  When learning for the first time 

B.  When wanting to learn more 

C.  When trying to remember 

D.  When things change 

E.  When something goes wrong 
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When is mobile most appropriate? 

Poll Question 



•  When learning for the first time 
•  When wanting to learn more 

•  When trying to remember 
•  When things change 
•  When something goes wrong 
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Learn 

Perform 

Five Moments of Learning Needs 



•  Metaphor (Masie) 
•  New place, info, 

feedback 
•  Use when needed 
•  Positive correction 
•  Intuit QuickBooks 
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Workplace GPS 
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"You can't teach people 
everything they need to 
know. The best you can do 
is position them where they 
can find what they need to 
know when they need to 
know it." 

Quoted 

Seymour Papert, MIT 
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“Think  Outside the Course” 

Judy Brown 
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ADL Mobile Learning Guide 

http://mlearn.adlnet.gov 



•  Problem 
•  Platforms 
•  Lessons Learned 
•  Next Steps 
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ADL mLearning Guide 

http://mlearn.adlnet.gov 



•  Graphics editor (Fireworks) 
•  HTML editor (Dreamweaver CS 5.5) 

–  jQuery Mobile Framework (for mobile content creation) 

•  PhoneGap Framework (open source - for native 
app packaging & deployment) 

•  Books 
–  “Programming the Mobile Web”, Maximiliano Firtman 

–  “Mobile Design and Development”, Brian Fling 

–  “HTML5: Up and Running”, Mark Pilgrim 
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ADL Mobile Learning Guide 

How Did We Do It? 



•  Introduction 
•  Basics 
•  Planning 
•  Learning Content 
•  Development Options 
•  Design Considerations 
•  Glossary 
•  Resources 
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mLearning Guide 

Topics & Features 
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mLearning Guide 

Version 1 
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Other Formats 

EPUB 
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mLearning Guide 

Version 2 



•  Graphics editor (Fireworks) 
•  HTML editor (Dreamweaver CS 5.5) 

–  jQuery Mobile Framework (for mobile content creation) 

•  PhoneGap Framework (for native app packaging & 
deployment) 

•  Books 
–  “Programming the Mobile Web”, Maximiliano Firtman 

–  “Mobile Design and Development”, Brian Fling 

–  “HTML5: Up and Running”, Mark Pilgrim 
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Tools / Resources We Used 



http://filamentgroup.com/lab/building_with_jquery_mobile/ 
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Why the Moble Web First 



Source:  Global Intelligence Alliance 
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Native App, Web App, or Both 



Mozilla’s Open Web App Store (2010) 
•  http://apps.mozillalabs.com 

Open App Market (2010) 
•  http://www.openappmkt.com 

Chrome Web Store (2010) 
•  http://chrome.google.com/webstore 

GetJar HTML5 Mobile Web App Store 
•  http://www.getjar.com 

Opera Mobile Web App Store (2011) 
•  http://apps.mozillalabs.com 

Open Space (Under Development) 
•  https://www.developerscoop.org  
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Web App Stores: 

On the Rise 
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Deployment 

Native App Store vs. Mobile Web 



•  Low Learning Curve (Knowledge of Dreamweaver, 
HTML, CSS, JavaScript) 

•  Simplified Navigation (usability) 

•  Small download 

•  Accessible as both Native and Web App 

•  Cross-platform compatibility 

•  Ease of deployment 
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Design Decisions 



•  Developed using Web Standards (HTML, CSS, 
JavaScript) 
–  Each framework usually consists of these file 

types and some additional images, templates 
•  Can be hosted on a web server – OR – packaged 

as Native App 
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Mobile Web Fameworks 



•  HTML, CSS, JavaScript Only 
–  iWebkit  
–  JQTouch (JQuery Touch) 
–  iUI (iPhone User Interface) 
–  jQueryMobile (Only framework using Progressive Enhancement) 

•  HTML, CSS, JavaScript + Native App 
Publishing 
–  Rhodes & RhoHub 
–  Sencha Touch 
–  Titanium Appcelerator 

•  Content Packaging using Existing Web 
Apps/Content 
–  PhoneGap (now Apache Cordova) 
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Mobile Web App Frameworks 

What We Evaluated 
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jQuery Mobile 

http://jquerymobile.com 
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Dreamweaver CS5.5 “Mobile Starters” 

Samples Included! 



<body>  
<!-- Start of first page -->  
<div data-role="page" id="foo”> 
<div data-role="header">  
<h1>Foo</h1>  
</div> 
<!-- /header -->  

<div data-role="content">  
<p>I'm first in the source order so I'm shown as the page.</p>  
<p>View internal page called <a href="#bar">bar</a></p> 
</div> 
<!-- /content -->  

<div data-role="footer">  
<h4>Page Footer</h4> </div> 
<!-- /footer -->  
</div> 
<!-- /page -->  
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EASY HTML! 

Header, Content Body, Footer 
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jQuery Mobile + PhoneGap =  

Write Once, Deploy to Multiple Platforms 
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Where’s the Gap? 

To the Cloud! 



41 

iTunes App Store Android Market 

Distribution 
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iTunes App Store 

USA.gov Apps Listing 

http://apps.usa.gov/adl-mlearning-guide/ 
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•  An emulator is not always consistent with the actual device	


•  Limited support for Flash today (Adobe working HTML5)	


•  Poor / inconsistent support for pop-up windows and 

framesets	


•  Video Compatibility	



-  Varying formats supported	


-  Video fragmentation issues with Android	



Mobile Lessons Learned 



44 

WMV / 3GP 
files 

MP4 / SWF 
files 

MP4 / WMV 
files 

M4V / MP4 
(wide) 

MP4 / 3GP 
files 

MP4 / H263 
files 

Microsoft 
Win Mobile 

Google 
Android 

Nokia 
Symbian 

Apple 
iPhone OS 

RIM 
BBOS 

Palm 
Palm OS 

Credit: OnPoint Digital 

Mobile Video Formats 
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•  Create. Don’t convert! 	


•  Scope: You can’t support all device types. Narrow the scope 

and focus on consistent user experience	


•  Mobile first approach: potential for both a desktop and mobile 

deliverable from single code base	


•  SCORM on mobile browsers works, but provides a poor user 

experience	


–  What level of tracking is actually needed? Bookmarking, 

completion, assessment, etc.	


•  Mobile Apps can be developed using HTML5 and support 

multiple platforms (both native and web)	



Mobile Lessons Learned 



Developing for Mobile Is Tough! 

a balancing act… 
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Maintenance & Updates 

–   Contextual updates 

–   Framework updates 

–   Search functionality 

–   More App Store Distribution 
•  Windows Phone 

•  BlackBerry 

•  Open Web App Stores 
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Next Steps 

Mobile Learning Guide (App) 
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Resources 

http://adlmobile.wikispaces.com 
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Resources 

http://research.adlnet.gov/newsletter/mobile 
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Resources 

http://mlhandbook.adlnet.gov 
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Resources 

http://mlhandbook.adlnet.gov 



How	
  to	
  Create	
  mLearning	
  Content	
  and	
  Apps	
  

http://www.tk12.astd.org 



What are the key ideas you’ll apply from 
today’s session? (Please enter in Chat) 
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Key Ideas 
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Marcus Birtwhistle 
Contractor with Katmai Support Services   
Marcus.birtwhistle.ctr@adlnet.gov 

Jason Haag (@J_Haag) 
Contractor with The Tolliver Group 
jason.haag.ctr@adlnet.gov 

Questions / Discussion 

Let’s Connect! 


