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Full Schedule: http://adlnet.gov/mlws 

Interagency Mobile Learning Webinar Series (MLWS) 

•  Hosted by ADL, CTTSO, Army CASCOM, DAU 

•  500+ registered (GoTo Webinar & DCO) 

•  Dates for 2014 TBD 

•  Slides & Videos: http://adlnet.gov/mlws 

•  YouTube Channel: http://is.gd/mlws2013  

Topics include: Best practices, Mobile Gamification, Mobile
 Design & Development, Responsive Design, Spaced Learning,
 Mobile MOOCs, and more! 
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“Provide access to the highest quality 
education and training, tailored to 
individual needs, delivered cost effectively, 
anywhere and anytime.” 

- ADL Vision 
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What a difference 8 years makes. St. Peter’s Square 

Photo Source: http://instagram.com/p/W2FCksR9-e/ 
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App Store Turns Five in 2013 

Happy Birthday! 



6


What is Mobile Learning?  
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First…What is Learning? 
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“Learning is acquiring new, or modifying 
existing, knowledge, behaviors, skills, values,  
or preferences and may involve synthesizing 
different types of information.” 

- Human learning may occur as part of education, personal 
development, schooling, or training.  
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70: 20: 10 Learning Framework  

Morgan McCall, Robert W. Eichinger, and Michael M. 
Lombardo at the Center for Creative Leadership 

•  70% from real life and on-
the-job experiences, tasks 
and problem solving (day-
to-day activities) 

•  20% from feedback and 
from observing and 
working with role models 

•  10% from formal learning 
or training 
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Definitions 

Formal Learning 
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Definitions 

Informal Learning 

Most of what people learn (or retain and put 
into use) is learned as part of doing their work, 

not through formal training.  



‣  Formal learning (structured, externally-directed) 

‣  Non-formal learning (structured, self-directed) 

‣  Informal learning (unstructured, self-directed) 

‣  Performance support (at the point of need)  

Learning Methods 
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Performance Support 

Learning At The Point of Need 
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Opportunities 

Performance Support 



15


What is Mobile Learning?  
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Definitions 

Learner-focus + Device-focus = Ubiquitous Learning  

Learner-
centric 

Device-
centric 
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Definitions 

Mobile Learning Evaluation Framework (MLEF) 

‣  Delphi Forum to Develop a New Definition 

‣  Conducted by University of Southern Queensland 

‣  http://www.sci.usq.edu.au/projects/mlef2/  
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ADL Describes, Not Defines 

ADL Mobile Learning Team 

“Leveraging ubiquitous mobile technology for 
the adoption or augmentation of knowledge, 

behaviors, or skills through education, training, 
or performance support while the mobility of 

the learner may be independent of time, 
location, and space.” 
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Mobile eLearning Is NOT Mobile Learning 

http://ml.adlnet.gov 
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“Think  Outside the Course” 

Mobile Learning Opportunities 
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iTunes App Store 

ADL Mobile Learning Guide (App) 

http://apps.usa.gov/adl-mlearning-guide/ 
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Resources 

Newsletter & Archive – http://ml.adlnet.gov 
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Resources 

http://mlhandbook.adlnet.gov 

23 



Resources 

‣  Mobile Access to Supplementary Learning Objects 

‣  Mobile learning publishing platform 

‣  3 Components: authoring, storage, mobile players 

‣  Mobile learning “app kit” 

‣  Open Source 



Resources 

‣  Academic ADL Co-Lab MASLO official site 
http://academiccolab.org/maslo 

‣  ADL Initiative Mobile Learning Site:  
http://ml.adlnet.gov/ 



Mobile Learning Decision Path (MLDP) 
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•  Published June 2013 

•  Decision Guide / Job Aid 
for ISDs 

•  2 Use Cases: 

•  Conversion 

•  Performance Support 

•  http://ml.adlnet.gov 

•  Under “Projects” 
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Resources 
•  mLearning Literature Review - TSWG (2012) 

•  mLearning Vendors - TSWG (2012) 

•  ADL/JKO Mobile 

•  All available at http://ml.adlnet.gov  

•  Contact us: adlmobile@adlnet.gov  

Other ADL Resources: 

•  xAPI: http://xapi.adlnet.gov  

•  xAPI Designer WG: xapi-design@adlnet.gov  

•  ADL Webinars (monthly at adlnet.gov) 



Coming Up Next Month… 

http://adlnet.gov/webinars 

Dr. Shane Gallagher 
Next Generation Learner Team Co-Lead 

Thursday, September 19th  
2:00pm – 3:00pm EDT 

“Game Design to Enhance Cognitive Adaptability” 

ADL Monthly Webinars 



The MoTIF Project 

mo·tif   [moh-teef] 
noun 

1. a recurring subject, theme, idea, etc. 
2. a distinctive and recurring form, shape, figure, etc., in 
a design 
3. a dominant idea or feature 

Mobile Training Implementation Framework (MoTIF) 



The MoTIF Project 
What is the problem (gap)?  
Many education and training professionals are creating new 
mobile content and converting existing eLearning courses 
without consideration of:  

‣  supporting alternative learning methods (e.g. performance 
support, spaced repetition, contextual learning) 

‣  leveraging the capabilities of the mobile platform (e.g. 
camera, sensors, GPS) 



What is ILDF?  
•  Integrative Learning Design Framework (ILDF) 
•  Developed by Dr. Brenda Bannan (George Mason University) 
•  Incorporates process efficiencies from multiple disciplines: 

•  instructional design (needs analysis, task analysis, eval.) 
•  object oriented software development 
•  product development 
•  and diffusion of innovations (Rogers) 

•  Aims to capture the research-based knowledge relating to 
learning context, culture, and technology within the design 
process 



What is ILDF?  
Iterative design research cycles to examine deeper aspects of:  

•  learning, cognition 
•  expert and novice perspectives 
•  stakeholder and organizational policy considerations 

 Consists of 4 Phases: 
1.  Informed Exploration (needs analysis) 
2.  Enactment (intervention development) 
3.  Local Evaluation (road test & iterative feedback loops) 
4.  Broad Evaluation (diffusion of innovation) 
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Design-based Research 



What is DBR? 
•  Interventions will include such things as strategies, materials, 
products, and systems – as solutions to the problems 

•  Outcomes could include:  

•  Domain Theories - theories about the context and 
outcomes within the instructional design domain and mobile 
learning paradigm. 
•  Design Framework - a workflow process and examples 
that will serve as a set of design guidelines for determining a 
mobile learning solution or strategy. 
•  Design Methodologies - guidelines for how to implement 
the framework and the expertise that is required. 



The MoTIF Project 
Following the ILDF DBR Model 

•  Phase I:  
•  Survey 
•  Survey Report 
•  Interviews and Focus Groups 
•  Needs Assessment 

•  Phase II: Design Framework Interventions 
•  Phase III: Local Impact (Application & Iterate) 
•  Phase IV: Broad Evaluation (Diffusion of Innovation) 



The MoTIF Project 
What is the problem (gap)?  
Many education and training professionals are creating new 
mobile content and apps and converting existing eLearning 
courses with little or no consideration of:  

‣  leveraging the unique capabilities of the mobile platform
 (e.g., camera, sensors, GPS) 

‣  using complimentary and alternative learning approaches
 (e.g., performance support, spaced repetition)  



What’s the approach to the solution? 
Lead a collaborative project informed by data collected from the 
global education and training community to investigate & 
determine: 

1. Is there a need for a mobile-optimized design process or 
framework? 

2. Is there a need to identify and document the unique 
capabilities of the mobile platform and their use cases for 
learning? 

3. Is there a need to identify alternative learning approaches that 
are appropriate for the mobile platform?	
  

The MoTIF Project 



MoTIF Survey Results 
•  32 question survey from 28 March to 26 April 2013  

•  831 respondents 

•  Help from many professional organizations and the ADL 
Community (THANK YOU!) 

•  Wide spectrum of countries, professions, roles represented 

•  Survey report on findings will soon be available at: 
•  http://motif.adlnet.gov  
•  http://motifproject.org  



The MoTIF Project 
Target Audience 

‣  Educator: a teacher or professor of a specialized subject in an educational setting to 
include both online environments and physical classrooms.  

‣  Instructional Designer: one who creates planned learning experiences with the goal 
of the learner acquiring knowledge or skills.  

‣  Instructor/Trainer: one who prepares or guides learners toward specific vocational or 
training objectives that satisfy job-related tasks or skills.  

‣  Learning Content Creator: anyone responsible for creating media assets to support a 
learning experience.  

‣  Manager:  one who directs, controls, or manages the business operations of  a team, 
program, or organization focused on education or training goals. 

‣  Researcher: one who condudts research into theory and best practices for develoing 
education, instruction, or training materials  

‣  Student: currently participating in a educational or training related program 



Survey Results: Target Audience 
What is your primary role within your organization? 



Survey Results: Organizations 
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Which of the following best describes your organization?




Survey Results: Experience 
How many years of experience do you have as a practitioner in 

the field of learning, education, or training?




Survey Results: Mobile Experience 
How many mobile learning projects have you worked on? 



Survey Results: Devices Used for mLearning 

Which mobile device do you use most often for learning? 



There	
  is	
  a	
  general	
  lack	
  of	
  best	
  prac.ces	
  or	
  guidelines	
  for	
  
designing	
  mobile	
  learning.	
  [Likert	
  response]	
  

Survey Results: Lack of Best Practices 



Research objective #1: Is there a need to better 
understand mobile device capabilities used for 
learning? 
• Camera - capturing video and images, augmented 
reality, Quick Response (QR) Code reading 
• Document viewer - eBooks, PDFs 
• Geolocation - GPS, geo-fencing, maps 
• Internal sensors - accelerometer, barometer, 
compass, gyroscope, proximity 
• Media viewer / playback - images, videos, audios, 
podcasts 

Device Capabilities 



Research objective #1: Is there a need to better 
understand mobile device capabilities used for 
learning?(Continued) 
• Messaging - Short Message Service (SMS), 
Multimedia Message Service (MMS) 
• Microphone - voice recording, podcast 
• Notification - alert, sound, vibrate 
• Search - discovery, quick-reference, search engine 
• Short-range communication - Bluetooth, near field 
communications (NFC), radio-frequency identification 
(RFID)	
  

Device Capabilities (2) 
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Survey Results: Capabilities 
Which of the following mobile device capabilities have you: •  seen used for 

learning 
•  incorporated in 

a design 
•  wanted to 

understand 
better? 



Survey Results: Helpfulness of Examples 
Mobile	
  learning	
  examples	
  that	
  are	
  categorized	
  by	
  mobile	
  
capabili.es	
  could	
  be	
  helpful	
  to	
  the	
  community	
  in	
  designing	
  
mobile	
  learning	
  projects.	
  [Likert	
  response] 



Research objective #2:  Is there a need to better understand 
how to implement alternative learning approaches as part of a 
mobile learning strategy? 

Supported by Mobile: 
•  Blended (i.e., traditional instructor-led learning combined with 
eLearning) 
•  Classroom augmentation (e.g. polling applications, 
supplemental media used in or outside the classroom) 
•  Contextual learning (e.g. augmented reality, location-based 
(GPS), interactive response codes) 
•  Game-based learning 

Alternative Learning Approaches 



• Research objective #2:  Is there a need to better understand 
how to implement alternative learning approaches as part of a 
mobile learning strategy? 

Supported by Mobile: 
•  Just-in-time learning (e.g. quick reference, job aids, 
checklists) 
•  Media push (e.g. video, audio, podcast) 
•  Personal learning networks 
•  Search-based learning 
•  Self-paced courses 
•  Simulation-based learning 
•  Social media-based learning 
•  Spaced learning (i.e., for improving retention) 

Alternative Learning Approaches (2) 
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“Humans more easily remember or learn items when they are studied a
 few times over a long period of time (spaced presentation), 

rather than studied repeatedly in a short period of time (massed
 presentation)” 

Will Thalheimer, PhD 

Opportunities 

Spaced Repetition - Hermann Ebbinghaus  



Survey Results: Most Promising Learning Strategies 

Which of the following learning strategies holds the most
 promise for widespread, long-term use for mobile
 learning? 



Mobile Learning Framework? 
Research objective #3: Is there a need for an optimized 
design process workflow or framework for mobile learning?	
  



Survey Results: Re-evaluating Design for Mobile 
The	
  overall	
  learning	
  strategy	
  or	
  instruc.onal	
  design	
  should	
  
be	
  re-­‐evaluated	
  when	
  conver?ng	
  elearning	
  courses	
  and	
  
other	
  learning	
  materials	
  to	
  a	
  mobile	
  format	
  [Likert	
  response] 



Survey Results: ID Process Different for Mobile 
The	
  ID	
  process	
  for	
  mobile	
  learning	
  should	
  be	
  different	
  from	
  
the	
  ID	
  process	
  for	
  tradi?onal	
  elearning.	
  [Likert	
  response] 



Survey Results: Design Process Optimization for Mobile 

A	
  new	
  design	
  workflow	
  process/model	
  op.mized	
  for	
  mobile	
  
learning	
  could	
  improve	
  my	
  ability	
  to	
  contribute	
  to	
  educa?on	
  
or	
  training	
  projects.	
  [Likert	
  response] 



Current Status 
•  Data Collection:  

•  Survey Report (published NLT September) 
•  Interviews and Focus Groups 
•  Needs Assessment 

Next Steps: 
•  Build community / stakeholders and project site 
•  What are the interventions/solutions (e.g., framework & 
catalog of mobile learning examples) 
•  Would the target audience & stakeholders use them and 
how? 
•  Refine framework & catalog based on iterative feedback 
•  Continue with other phases of ILDF Research Approach 

Project Status & Next Steps 



The MoTIF Project 

ISD & Learning Design for 
Mobile 

•  Alternative Approaches 

•  Device Affordances 

•  Workflow Process 
Framework 

‣  http://motif.adlnet.gov  

‣  adlmobile@adlnet.gov  



Full Schedule: http://adlnet.gov/mlws 

Interagency Mobile Learning Webinar Series (MLWS) 

•  Hosted by ADL, CTTSO, Army CASCOM, DAU 

•  500+ registered (GoTo Webinar & DCO) 

•  Dates for 2014 TBD 

•  Slides & Videos: http://adlnet.gov/mlws 

•  YouTube Channel: http://is.gd/mlws2013  

Topics include: Best practices, Mobile Gamification, Mobile
 Design & Development, Spaced Learning, Mobile MOOCs, and
 more! 



Coming Up Next Month… 

http://adlnet.gov/webinars 

Dr. Shane Gallagher 
Next Generation Learner Team Co-Lead 

Thursday, September 19th  
2:00pm – 3:00pm EDT 

“Game Design to Enhance Cognitive Adaptability” 

ADL Monthly Webinars 
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Comments? Questions?  

@ADLmobile 

Jason Haag 
Mobile Learning Lead 
ADL Technical Team 
The Tolliver Goup, Inc  
jason.haag.ctr@adlnet.gov 
Twitter: @mobilejson   


