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Objectives
This course focuses on:







Discussing mobile learning research and trends,
Familiarizing with the use of mobile phones and tablets during the instruction
Presenting instructional design strategies for curriculum integration using mobile devices,
Explaining selected frameworks developed to analyze and design games and game-like
experiences in educational settings,
Designing and documenting educational experiences based on games, and describing the
motivational principles at work in the design,
Reflecting on, and explaining the design processes you use in creating motivating
educational products and experiences.

Learning outcomes:
By the end of the course the students will gain understandings in:
 The use of mobile devices for educational purposes,
 The theories guiding the design of educational games,
 Designing instructional activities integrating the use of mobile devices,
 Designing instructional activities integrating the use of games,
 Designing instructional activities combining the use of games and mobile devices.
These are expected to be achieved through:
 Examining the results from relevant international literature and preparing executive
summaries for a number of technology related articles.
 Presenting and discussing articles related to one of the topics in the class.
 Presentation of various educational games.
 Presentation of features and functions of mobile devices.

Content of the course:








Introduction to mobile learning
Introduction to educational games and learning theories supporting the use of games in
instruction
Case studies of mobile learning (science, maths, social studies, informal learning) and
innovations in the use of mobile learning
Evaluating and using educational games and mobile technologies for instructional
purposes in elementary and secondary education
Designing educational games
Designing curriculum supporting the use of educational games and mobile technologies
Understanding the innovation of mobile learning and the gaps in teacher professional
development.

Learning activities and teaching methods:
Lecture, presentations and discussions of basic concepts and research papers. Individual and
group guidance. Presentation of papers and case studies by students. Designing e-leaning,
implementing, and evaluating.
Assessment methods:
Formative evaluation, including class participation, individual and group work. Development and
presentation of e-learning design and evaluation project.
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approach. New York: Springer.
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motivations for learning. In R. E. Snow & M. J. Farr (Eds.). Aptitude, learning and instruction.
Volume 3: Conative and affective process analysis. Hillsdale, NJ: Lawrence Erlbaum.
Schell, J. (2008).The art of game design: A book of lenses. San Francisco: Morgan Kaufmann.
Zichermann, G., Cunningham, C. (2011). Gamification by design: Implementing game
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