International Mobile Learning Festival 2018
8th and 9th of June, 2018, Singapore

IMLF2018 PROGRAMME
DAY ONE OF THE MAIN CONFERENCE (8th of June, 2018)
Location: Aventis School of Management

09:45 Registration
10:00 Opening by Dr Daniel Churchill, IMLF2017 Chair
10:10 Welcome by Aventis School of Management
10:20 Is STEM Education Sustainable?
Professor John Williams, Professor of Education and
the Director of Graduate Studies in the School of Education
at Curtin University in Perth, Western Australia.
11:20 Break
11:30 Mobile Learning in the Lion City: Peripheral or Integral?
Dr Lung-Hsiang Wong, Senior Research Scientist, Learning Sciences
Laboratory, National Institute of Education, Nanyang Technological
University, Singapore.
12:30 Lunch Break
13:30 IMLF STEM Teacher Workshop 2018
•
•
•
•

STEM Education: Concepts and Practices for Early Education (Dr Daniel
Churchill)
Is It Too Early for Children to Think Computationally? (Dr Gary Wong)
Tools & Learning Materials Used to Learn CT at Early Education (Dr
Khoo Kay Yong)
Koding Kingdom: Begin your Tech Journey Today (Mr John Huen,
Koding Kingdom)

16:30 Break
16:45 Paper Presentations 1
16:45 Teachers’ Professional Development for Integrating STEM Education
in Primary Curriculums
Gary K.W. Wong, Shudan Zheng, Hin Chung Lau and Edmond K.M Leung,
The University of Hong Kong, Hong Kong SAR China
2
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17:05 Online Sharing as an Indicator of Learning: Theory Meets Data
Chris Tisdell, The University of New South Wales, Australia
17:25 Development of a Location-Based Augmented Reality Application
Using the Android Platform for Dlsu-D
Azenith Mojica, Anne-Bel Amado, Ma. Juli Anne Muchada and
Roder Manahan, De La Salle University – Dasmariñas, Philippines
17:45 The Role of Mathematics Spatial Thinking in Achievement
and Interest in STEM Education
Thomas K F Chiu, The University of Hong Kong, Hong Kong SAR China

DAY TWO OF THE MAIN CONFERENCE (9th of June, 2018)
Aventis School of Management

8:30

Registration

10:00 Welcome to the Day Two
10:10 Productive Failure on the Move
Professor Manu Kapur, the Department of Humanities,
Social and Political Sciences of the ETH Zurich, Switzerland
11:00 Break
11:10 Mobile Learning in Malaysia: The Journey
Dr Mariam Mohamad, the Deputy Director (Postgraduate Studies, Network
and Alumni), the Centre for Instructional Technology and Multimedia,
Universiti Sains Malaysia, Malaysia.
11:55 Multimodal Event Analysis in a Cognitive Ethnography of
In Vivo Students’ Technology Enhanced Learning
Dr Mark King, Associate Professor and Director of Educational Delivery
Services in the Pro Vice-Chancellor Education Portfolio at UNSW Sydney,
Australia
12:35 Lunch Break
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13:30 STEM as an Education Movement
Dr Glenn Shive, An Advisor to Koding Kingdom
and Administrator of the Fulbright Exchange Program, Hong Kong
14:00 Paper Presentations 2
14:00 Student’s Perception and Learning Outcome Achievement
on Blended-Flipped Learning
I Made Supartha Utama, Linawati, NMAD Wirastuti &
Tsuyoshi Usagawa, Udayana University, Denpasar, Bali, Indonesia
14:20 Virtual Instructor Kit for De La Salle University – Dasmarinas
Azenith Mojica, Eugene Allen Alvizo, Mary Anne Ramos and
Regine Danielle Uy, De La Salle University – Dasmariñas, Philippines
14:40 A Case Study on How Children Developed Computational Thinking
in the Classroom with Robotics Toys
Dr Khoo, Kay Yong, Mels, Hong Kong SAR China
15:00 A Conceptual Model of Integrating Mobile Technologies
into Task-based Language Teaching Grounded
in Conversational Framework
Sijia Xue, The University of Hong Kong, Hong Kong SAR China
15:20 Strategic Blended Learning Case Studies in STEM Courses
Bob Fox and Mark King, The University of New South Wales, Australia
15:40 Research and Development on Instructional Design for Massive Open
Online Course (MOOC) Model on Subjects under Faculty of Education
Nammon Ruangrit, Silpakorn University, Thailand
16:00 The Effects of E-Examinations on Student Satisfaction Regarding
Appropriateness of Assessment and Course Quality in Science
and Medical Science
Ananthan Ambikairajah and Chris Tisdell, The University of
New South Wales, Australia
16:20 Bridging in- and out-of-class Activities via 5-D Pedagogical Framework
in Mathematics Learning in the Flipped Classroom
Yanjie Song, Education University of Hong Kong, Hong Kong SAR China
16:40 Moonlight: A 3D Zombie-Shooting PC Game Using A* Algorithm
Azenith Mojica, Edgar Michael Colmo, Lielle Jasmin Bawar and
Allen Vince Del Rosario, De La Salle University – Dasmariñas, Philippines
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KEYNOTE/INVITED TALKS
Is STEM Education Sustainable
Prof John Williams, Curtin University, Australia
Email: pjohn.williams@curtin.edu.au

Day One, 8th of
June, 2018
10:20

The STEM movement began as a socio-economic response to workforce needs. It was
predicted that the need for individuals with qualifications and expertise in the STEM areas
would outstrip supply in the near future, and action was needed to rectify that imbalance. So
the concept of how the STEM movement related to STEM education initially was rather
nebulous, and represented a general amalgam of education, qualifications and careers.
Over time it was recognized that primary and secondary education had a role to play in
achieving this agenda. The development of attitudes toward STEM, which may influence
career choices, and then the development of appropriate skills, begins in school. Tertiary
education then continues that skill development and provides a qualification for entry into the
workforce.The literature indicates that a range of vocational outcomes have been measured as
goals for STEM programs – interest in STEM, subject choice, and career inclination. The
question that this presentation pursues is: Is this research enough? and What is unique about
STEM that can ensure its sustainability?
P John Williams is a Professor of Education and the
Director of Graduate Studies in the School of
Education at Curtin University in Perth, Western
Australia, where he teaches and supervises research
students in STEM and technology education. Apart
from Australia, he has worked and studied in a
number of African and Indian Ocean countries and in
New Zealand and the United States. His current
research interests include STEM, mentoring
beginning teachers, PCK and electronic assessment of
performance. He regularly presents at international
and national conferences, consults on Technology
Education in a number of countries, and is a
longstanding member of eight professional
associations. He is the editor of the Australasian Journal of Technology Education, advisory
editor of the International Journal of Technology and Design Education, series editor of the
Springer Contemporary Issues in Technology Education and is on the editorial board of five
other professional journals. He has authored or contributed to over 240 publications, and is
elected to the International Technology and Engineering Education Association’s Academy of
Fellows for prominence in the profession.
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Mobile Learning in the Lion City: Peripheral or Integral?
Dr Lung-Hsiang Wong, NTU, Singapore
Email: lunghsiang.wong@nie.edu.sg

Day One, 8th of
June, 2018
11:30

Against the backdrop of the third and the forth ICT Masterplans in Education (2009-2014 and
2015-2019) in Singapore, the public K-12 schools have been working towards more
meaningful use of ICT in teaching and learning with the aims of promoting self-directed
learning, collaborative learning, and fostering of 21st century competencies as well as
responsible digital citizenry. While the paradigm of mobile learning may, in theory, constitute
a solution to these key objectives, the schools’ and individual teachers’ conceptions of mobile
learning and resource constraints have rendered uneven adoption of the learning paradigm in
their formal lessons. In my speech, I will attempt to review several case studies of mobile
learning initiatives in Singapore which can be characterised as “bottom-up (collaborations
between academics, schools and/or the industry) initiatives, top-down (government) support”.
In addition, I will give an account on our research team’s endeavours over the last ten years in
accomplishing a research-to-practice trajectory on the approach of mobile-assisted seamless
learning in 1:1 settings, and our continuous efforts in adapting and diffusing the approach to
more schools.
Lung-Hsiang Wong received his PhD (major in computer
engineering) in 1998 and is currently a Senior Research Scientist
of Learning Sciences Laboratory, National Institute of
Education, Nanyang Technological University, Singapore. He
became a professional researcher in the field of technologyenhanced learning since 2005. Armed with his vast experience
in conducting school-based intervention studies, he developed
his niches in both mobile seamless learning and technologyenhanced language learning. He has become one of the key
researchers in the mobile seamless learning field by developing
the “10 Dimensions of Mobile Seamless Learning” (10D-MSL)
framework which is one of the most well-referenced frameworks
of the field. He went on to spearhead a series of funded research
studies on various seamless Chinese Language learning including “MyCLOUD”, a 1:1 mobile
seamless language learning model which has now been integrated to the formal Chinese
curriculum in five schools. He published two books which were touted as the first two
scholarly books on mobile seamless learning, namely, “Seamless Learning in the Age of
Mobile Connectivity” (as the lead editor) and “Move, Language Learning! – Investigating
Seamless and Mobile-Assisted Language Learning” (as the lead author). He was named the
APSCE Distinguished Researcher Award in 2015 and has won nine Best/Outstanding Paper
Awards at various conferences. He is currently the President of the Asia-Pacific Society for
Computers in Education and an Associate Editor of the IEEE Transactions on Learning
Technologies.
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Productive Failure on the Move
Professor Manu Kapur, ETH Zurich, Switzerland
Email: manukapur@ethz.ch

Day Two, 9th of
June, 2018
10:10

Although learning from failure is intuitively compelling, not all of us learn from failure. Nor
do we know how to best design for it. In my talk, I will describe my work on Productive
Failure, instantiate in a concrete case of children learning mathematics, and then derive
principles for why it works. I will then envision what Productive Failure may look like in
mobile learning contexts, and how we can design for Productive Failure on the move.
Manu KAPUR is a full Professor at the Department of
Humanities, Social and Political Sciences of the ETH Zurich and
holds the Chair of Learning Sciences and Higher Education.
Prior to joining ETH Zurich, he was a Professor of
Psychological Studies at the Education University of Hong Kong
(EduHK). Manu Kapur also worked as the Head of the
Curriculum, Teaching and Learning Academic Group (CTL AG)
as well as the Head of Learning Sciences Lab (LSL) at the
National Institute of Education (NIE) of Singapore.

7

International Mobile Learning Festival 2018
8th and 9th of June, 2018, Singapore

Mobile Learning in Malaysia: The Journey
Dr Mariam Mohamad, Universiti Sains Malaysia, Malaysia
Email: mmohamad@usm.my

Day Two, 9th of
June, 2018
11:10

Over a decade, there are growing numbers of studies in mobile learning by the Malaysian
academics. Nevertheless, there is a need to reflect on the trends and issues associated with the
studies in the field. Obviously, diversity is critically needed in this area so that it is not
skewed to similar contexts only. For example, other than secondary school and higher
education, mobile learning is also encouraged to be explored in the areas of the primary
school, pre-school, lifelong learning and special need education. If we were to ask the
question, “Mobile learning in Malaysia: Where are we now?”; we can conclude that the
answer is that we are still in the embryonic stage because there is still ample room for
diversity in our research trends. However, we can see that we have a promising future where
from day to day the research articles published are growing in this area in Malaysia. From the
studies reviewed, mobile learning is perceived positively and this is indeed an indication of
promising one in Malaysia.
Dr Mariam Mohamad is the Deputy Director (Postgraduate
Studies, Network and Alumni) at the Centre for Instructional
Technology and Multimedia, Universiti Sains Malaysia,
Malaysia. She received her higher education from
international institutions; Japan for her undergraduate
degree and United Kingdom for her post graduate degree. In
2012, she received her Ph.D. in Mobile Learning at the
University Of Southampton, United Kingdom.
Dr. Mariam has extensive experience in disseminating her
work internationally; with over 40 publication and
presentations. This also include presenting her work in Mobile
Learning Week 2014 at UNESCO headquarters in Paris and other conferences with ISI Web
of Science and SCOPUS indexed status. Her research interest is in the field of mobile
learning and mobile assistive technology. Since working with Universiti Sains Malaysia, she
has completed three research projects in these areas.
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Multimodal Event Analysis in a Cognitive Ethnography of In Vivo
Students’ Technology Enhanced Learning
Dr Mark King, UNSW Sydney, Australia
Email: mark.king@unsw.edu.au

Day Two, 9th of
June, 2018
11:55

Learning is a practical engagement with other persons and artefacts in fields of practical
activity rather than changes in the ‘inner’ mind. The focus in understanding how learning
takes place needs to be on how persons participate in the everyday practices of the field.
Learners learn by moving around in, literally and figuratively, the learning domain, both
spatially and temporally. We need to develop a science of learning that focuses on how
concrete persons know and learn while participating in activities and practices required by
society. To do this, we need a distinct cognitive ethnography that follows students through the
activities, places and situations in which learning takes place. The kinds of changes that
underpin learning depend on what learners are oriented to, what they do, and what values they
are seeking to realise rather than on purported ‘inner’ mental mechanisms. Using video
recording, participant observation, semi-structured interviews, and Multimodal Event
Analysis (Thibault & King, 2015), we seek to follow students along their learning trajectories
and their participation in learning activities in order to observe and document qualitative
changes, the markers of learning in specific episodes, how relevant experiences in and out of
University reconfigure student learning, how cumulative-quantitative changes lead to
transformative-qualitive changes, and which resources and environments help to bring about
these changes. The talk will discuss some concrete examples in relation to the issues referred
to above.
Mark E. King is Associate Professor and Director of
Educational Delivery Services in the Pro Vice-Chancellor
Education Portfolio at UNSW Sydney. He is the author of the
$77M Inspired Learning Initiative (ILI). The ILI is an initial
five year investment in a complex programme of work
incorporating nine interconnected project streams to enhance
student learning experiences and educational outcomes.
Mark’s portfolio of 70+ staff support all educational functions
including educational intelligence & analytics, design and
development, and technology; and works in Partnership with
the university community to implement the Scientia Education
Experience and the UNSW 2025 strategy for a sustained
competitive advantage. Mark trained as a psychologist and
cognitive ethnographer, and works and publishes in the areas of human cognition and learning
within distributed cognitive systems. With Professor Paul Thibault, he is developing an eyetracking methodology for investigating the co-synchronisation of language behaviour and
visual perception in learning events. During previous appointments at The University of Hong
Kong and The University of Melbourne, respectively, Mark pioneered the RASE learning
design model that is now core to the Integrated Curriculum Framework at UNSW Sydney.
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STEM as an Education Movement
Dr. Glenn Shive, Fulbright Exchange program
Email: glennshive@cuhk.edu.hk

Day Two, 9th of
June, 2018
13:30

What had given rise to renewed emphasis on the STEM fields in schools and universities?
What is the relationship between STEM and digitization?
Where does consensus lie among these fields and where do advocates diverge? How can
STEM education foster a scientific mindset in the next generation?
Dr. Shive is an advisor to Koding Kingdom in Hong Kong,
long-time administrator of the Fulbright Exchange program.
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PAPER PRESENTATIONS
Paper Presentations 1 – 8th of June, 2018, 16:45 to 17:45
16:45 – 17:05
Teachers’ Professional Development for Integrating STEM Education in Primary
Curriculums
Gary K.W. Wong, Shudan Zheng, Hin Chung Lau and Edmond K.M Leung, The University of
Hong Kong, Hong Kong SAR China
Abstract:
As STEM (Science, Technology, Engineering, and Mathematics) education has become a
heated topic of k-12 education, the teaching approach of integrating engineering into school
curriculums is gaining an increasing attention. Engineering is believed to connect knowledge
with authentic life experiences while it enables students an enjoyable hands-on experience of
problem-solving and logical thinking. In Hong Kong, the integration of engineering into
primary school curriculums faces the challenge that teachers are not trained with knowledge
and pedagogy of teaching engineering or STEM education. Hence to promote the integrated
STEM education in primary schools, attention should be paid to teachers’ professional
development (PD). To provide suggestions to PD developers on 1). how teachers could be
trained and changed by attending PD, and 2). their concerns in teaching STEM curriculum,
this paper reports the flow of how researchers support teachers’ training and how teachers’
change happens after attending PD. To answer the above-mentioned research questions,
qualitative analysis has been conducted through semi-structured interview and observation.
As results, teachers’ changes have been identified in practical teaching and attitude & beliefs
toward STEM curriculum. In the end, related future work will be discussed based on teachers’
concerns and expectations.
17:05 – 17:25
Online Sharing as an Indicator of Learning: Theory Meets Data
Chris Tisdell, The University of New South Wales, Australia
Abstract:
“Please share this video!” is a common catch-cry from creators across the internet. Indeed,
online artefacts such as videos, webpages, memes and photos can be shared quickly and
easily with the click of a mouse. In education, the concept of sharing is especially relevant
when considering the growth in the creation and sharing of open educational resources (OER)
over the last decade, with educators and universities moving towards more open approaches
to digital education. If sharing is going to continue to form a key aspect of online social
behaviour in digital education, then there needs to be research undertaken into the educational
consequences of online sharing. In this paper, we respond to some of these needs by
deepening our understanding of the connections between online sharing and learning. We
argue that online sharing can be considered as an indicator of learning. Our position is
grounded in both theory and data. Firstly, we draw on the fundamental concept of Vygotsky
that all learning is social. We then establish sharing as a social activity and form basic models
that relate social interactions, learning and sharing. Secondly, we draw on data and results
from a recent external study on the psychology of online sharing to establish a link between
online sharing with learning. In our model, we thus argue that some learning is due to online
sharing. The results from this work will be of interest to those who wish to better understand
how online sharing and learning can be connected.
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17:25 – 17:45
Development of a Location-Based Augmented Reality Application Using the Android
Platform for Dlsu-D
Azenith Mojica, Anne-Bel Amado, Ma. Juli Anne Muchada and Roder Manahan, De La Salle
University – Dasmariñas,Philippines
Abstract:
DLSU-D Augmented Reality is a location-based mobile application for the Android platform.
It displays overlaid data over a live camera feed by utilizing mobile device’s camera, GPS,
compass and accelerometer. The mobile application is useful in learning relevant information
regarding buildings, facilities, or landmarks within the DLSU-D campus.
DLSU-D AR has four powerful functionalities: 1) AR mode, where the user can see
the marker overlay to the camera view and display the icon and distance of location; 2) Map
view, the bird’s eye view of the vicinity of DLSU-D which displays the different locations
represented by icons and it has the shortest path locator; 3) Search view, for search options
through keywords and categories and 4) Help view, for the user’s guide on the use of the
system.
The project’s purpose is to provide an easy to use and interactive system particularly
in touring the campus premises. Any user can easily pinpoint a location inside the campus
with the convenience of his mobile device.
The software process model selected that shall serve as the methodology in the development
of the project is the V-Model.
The DLSU-D Augmented Reality application was evaluated by students, faculty, staff
and guests in terms of Usability with mean of 4.6, Accessibility with a mean of 4.34 and a
mean of 4.15 for Efficiency.
Finally, the project explores the application of Augmented Reality in the field of
education. The participation of the user in an immersive environment is just one of the many
uses of AR.
17:45 – 18:05
The Role of Mathematics Spatial Thinking in Achievement and Interest in STEM
Education
Thomas K F Chiu, The University of Hong Kong, Hong Kong SAR China
Abstract:
Mathematics thinking plays a critical role in achievement and interest in science, technology,
engineering and mathematics. This study review this relationship and investigate the role of
mathematics thinking. Can improving mathematics thinking improve STEM achievement and
interest? An experiment was conducted in school setting. Sixty four K12 students participated
in the experiment. Pre- and post- tests, post-questionnaire and interviews were used to collect
the data. The finding showed that enhancing mathematics spatial thinking can improve STEM
learning. This thinking should be included in STEM curricula design and development
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Paper Presentations 2 – 9th of June, 2018, 13:30 to 16:50
14:00 – 14:20
Student’s Perception and Learning Outcome Achievement on Blended-Flipped
Learning
I Made Supartha Utama, Linawati, NMAD Wirastuti & Tsuyoshi Usagawa, Udayana
University, Denpasar, Bali, Indonesia
Abstract:
Blended learning has developed in Udayana University, and Moodle is used as the learning
platform for the online activities. Class activities are still compulsory and a minimum of
sixteen times face to face have to be performed for each course. Postharvest Engineering is
one of the courses for a bachelor degree at the faculty of agricultural technology was designed
as a model of blended and flipped learning to gain more effective strategy in achieving
student learning outcomes of the course. The targeted students were nine students from
Udayana University (Unud) and 19 students from Sam Ratulangi University (Unsrat). Lesson
plans for sixteen weekly bases of learning were developed for online and face to face (class
and practical) activities. The loading time of learning was three credit semester unit or equal
to 510 min (3 x 170 min) per week. The 150 min (3 x 50 min) was used for class activities,
and 170 min was provided for practical-laboratory work or field study of which was depended
on the unit learning outcomes. The rest of time for about 290 – 360 min was allocated for
online activities. The online learning resources were provided which consisted of learning
modules, narrated power point presentations, web-linked of relevant references and YouTube
movies. Students were flexible to choose other references relevant to the unit learning
outcomes. Student regular online activities were self-learning and assessment; others were
depending on the unit learning outcomes, such as short-long essay assignment, uploading
reports of problem-based learning and laboratory practical works. Feedback was given to the
assignments and reports using analytic or holistic rubrics. The class activities are mostly
student discussion and presentation as well as Q/A to allow them showing up their knowledge
construction. The perception of students toward the learning was very positive. The grade
achievement of the course outcomes for students at Unud were 45% “A” grade and 45% “B”
grade, and no student gained “C” and “E” grade. Only one student received “D” grade.
Students at Unsrat were 63% achieved “A” grade, 31% “B” grade, no student received “C”
and “D” grade, and only one student got “E” grade. The students who received “D” and “E”
grades were due to their lack of online and class activities.
14:20 – 14:40
Virtual Instructor Kit for De La Salle University – Dasmarinas
Azenith Mojica, Eugene Allen Alvizo, Mary Anne Ramos and Regine Danielle Uy, De La
Salle University – Dasmariñas,Philippines
Abstract:
Virtual Instructor Kit is an Android application designed for the Faculty members of De La
Salle University – Dasmarinas. It is an all-in-one application available in Google Play that
serves as a Faculty Organizer and Scheduler. The application is composed of all the data a
faculty needs: faculty schedule for the week, subjects taught and classes handled, list of
students, seat plan, lessons, calendar for the University activities and events, journal and
computation of grades which can be calculated in the application.
The application aims to provide Faculty members of DLSU-D with all necessary files
they need in an Android platform. It provides a user-friendly interface for the users by
creating visually creative and eye-catching graphics. Accurate information was provided by
gathering the data from professors and administrators. The application also provides accurate
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allocation of data by connecting the program to the trusted file hosting service like Drop box.
The study used the V-Model of software development in which every phase is
verified and validated. The V-Model demonstrates the relationships between each phase of
the development life cycle and its associated phase of learning.
The application was evaluated by selected Faculty members of DLSU-D in terms of
Accuracy, Design and Functionality.
A weighted mean of 4.13 was obtained for the accuracy of the application. This
means that the application performs the task without errors and with precision. A 4.73 rating
was given for the design which showed a good graphical design of the user-interface, and
navigation of the controls. Functionality rating of 4.78 was obtained. This means that the
application is highly capable of performing all needed actions.
As a result, the application captured the interest faculty members of DLSU-D and
made them interested to try its features. Faculty members can now do their works easily and
efficiently.
14:40 – 15:00
A Case Study on How Children Developed Computational Thinking in the Classroom
with Robotics Toys
Dr Khoo, Kay Yong, Mels, Hong Kong SAR China
The aim of this article is to provide a case study on how robotics toys provide the affordances
for developing computational thinking (CT) in young learners. The four cornerstones of
computational thinking, i.e., abstraction, decomposition, algorithms and pattern recognition
are used in the research. The study results identify how children interact with robotics toys
collaboratively and acquire the CT skills. The problems presented to the children were nonroutine and immersive through planned collaborative group activities. The situations on how
they externalising their inquiries and internalising the new knowledge are observed. A
detailed examination on the data collected through which robotics toys mediate children’s
acquisition while seamlessly switching between individual and collaborations has led to the
development of the framework of the stages in computational thinking learning designs. The
brief discussions on the analyses and descriptions of the selection of commercially available
technologies for developing computational thinking in young learners in the study will also be
highlighted.
15:00 – 15:20
A Conceptual Model of Integrating Mobile Technologies into Task-based Language
Teaching Grounded in Conversational Framework
Sijia Xue, The University of Hong Kong, Hong Kong SAR China
Abstract:
Due to a variety of different affordances, mobile technologies can be employed pedagogically
for language acquisition. However, the connection of technology to education needs to be
grounded in theoretical framework and methodological principles. Task-based language
teaching (TBLT), as an optimal instruction approach, provides rationale and methodological
principles for the use of mobile technology in practice. Conversation Framework, on the other
hand, can be adapted as theoretical framework for the integration of mobile technology into
TBLT. Thus, a conceptual model of integrating mobile technologies into TBLT is proposed in
this paper, based on Conversational Framework. Specific procedures for implementation are
illustrated and demands for both teachers and students are indicated.
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15:20 – 15:40
Strategic Blended Learning Case Studies in STEM Courses
Bob Fox and Mark King, The University of New South Wales, Australia
Abstract:
UNSW Sydney is investing an additional AUD $500 million into education initiatives over
the next 10 years to increase the quality of student learning experiences, the programs and
courses it provides as well as the quality of its teaching. As part of this initiative, UNSW is
redesigning 660 courses for online and blended learning that 75% of first year undergraduate
students will experience over the next five years. In line with the University’s vision and the
resources and funding it has allocated, is a shared curriculum framework, course learning
design models and tools as well as student-centred guides. UNSW is also developing a
capacity-building strategy in partnership with faculty and students to support staff to gain the
necessary knowledge and skills to work successfully in the more intensive digital learning
environments. This capacity-building includes a compulsory summative peer review for all
teachers and a compulsory course in teaching at university for all new staff with teaching
roles who do not have a relevant formal qualification in teaching.
This paper will outline the UNSW strategy and the various education initiatives on
curriculum, programs and course development, the digital uplift and associated capacity
building for staff and will include case studies of STEM courses that are based on the use the
University curriculum framework and learning design models and tools. The paper will
include strategies in:
• Planning and developing blended and online learning
• Designing an institution-wide curriculum framework
• Designing an institution-wide digital uplift initiative
• Developing Course Design Models
• Designing sustainable capacity building programs and activities
• Case studies of STEM subjects, viewed through the above frameworks and models
15:40 – 16:00
Research and Development on Instructional Design for Massive Open Online Course
(MOOC) Model on Subjects under Faculty of Education
Nammon Ruangrit, Silpakorn University, Thailand
Abstract:
This research aims 1) to analyze method of teaching in MOOC of learning in Thailand and
foreign countries, 2) to develop instructional design model, 3) to study learning outcome and
learning behavior of learner, 4) and to study opinion of instructor and student toward the
developed instructional design model. Research samples composed of learners and teachers
who enrolled in 6 courses by using Thai MOOC system. Research instruments included: 1)
expert interview about model, 2) questionnaire about model, 3) appropriateness evaluation of
model, and 4) satisfaction evaluation of instructor and learner about the model. The research
found that 1. There are 7 methods of teaching. 2.There are 7 main components of the
instructional design model; 1) introduction to the course, 2) structure of the course, 3)
learning Plan, 4) the content of the course used in teaching, 5) learning media, 5) management
and tracking of learning, and 6) measurement and evaluation. The steps of the model compose
of 3 steps; 1. duration of learning, 2. content presentation include video, learning materials,
learning resources, handout and end of unit questions, and test, and 3. method of teaching and
interaction. The result of appropriateness evaluation from experts found that the model can be
used appropriately. 3. The learners’ outcome in 6 courses are assessed by an average of
36.85% from all of learner in each course. For the learning analytics, 6 courses are in the
good level. 4. The opinions of instructor and student toward the developed model are good
level.

15

International Mobile Learning Festival 2018
8th and 9th of June, 2018, Singapore

16:00 – 16:20
The Effects of E-Examinations on Student Satisfaction Regarding Appropriateness of
Assessment and Course Quality in Science and Medical Science
Ananthan Ambikairajah and Chris Tisdell, The University of New South Wales, Australia
Abstract:
The interest in, and use of, computers and software for assessment is reported to be
increasingly rapidly. A large scale shift towards electronic examinations (e-exams) during the
next 5-10 years is predicted. If e-exams are going to become an integral part of university
assessments, then there needs to be research undertaken to determine if and how e-exams can
form a workable solution for students, teachers and administrators. In this paper, we respond
to these needs by deepening our understanding of the design, reception and effectiveness of eexams for history and philosophy of science modules, undertaken by first-year advanced
science and medical science students at university. We employ a quasi-experimental research
design approach over several years to examine the effect of our implementation of e-exams
on reported student satisfaction regarding:
•
•
•

the suitability of the information provided about the assessment requirements;
the appropriateness of the assessment methods;
and the overall quality of the associated courses.

We report statistically significant increases in student satisfaction regarding the suitability and
appropriateness of the assessment methods/requirements. Furthermore, the implementation of
e-exams resulted in no decreases in student satisfaction with the overall quality of the courses.
The outcomes of this research advance our understanding of e-exams and highlights new
avenues for educators to explore including: (1) the innovative use of associated software
(Maple TA™) for e-exams; (2) the implications that e-exams can have on the student
experience in the context of medium stakes testing.
16:20 – 16:40
Bridging in- and out-of-class Activities via 5-D Pedagogical Framework in Mathematics
Learning in the Flipped Classroom
Yanjie Song, Education University of Hong Kong, Hong Kong SAR China
Abstract:
This article reports on a case study of adopting 5-D pedagogical framework to bridge in- and
out-of-class activities in the flipped classroom to enhance students’ mathematics learning in a
technology-rich learning environment on the topic of “Points, Angles, Lines and Planes”. The
5-pedagogical framework consists of 5 components of “Discover, Diagnose, Devise, Develop
and Defend”. A class with 37 students in Grade 9 using English as a medium of instruction
participated in this study. Both qualitative and quantitate data were collected and analysed.
The research findings show that the pedagogical framework adopted in this study was
conducive to bridge students’ mathematics learning in the flipped classroom in- and out-ofclass. The findings contribute to the literature of the flipped classroom pedagogical design
and practices.
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16:40 – 17:00
Moonlight: A 3D Zombie-Shooting PC Game Using A* Algorithm
Azenith Mojica, Edgar Michael Colmo, Lielle Jasmin Bawar and Allen Vince Del Rosario, De
La Salle University – Dasmariñas,Philippines
Abstract:
Moonlight is a story-based, first-person zombie shooter PC game based on the story of the
Prather Brothers as they explore the sequestered island. In order to help Thomas, the game's
protagonist, achieve his goal of finding his brother, the user is required to use the mouse and
keyboard in order to move around, shoot zombies and help Thomas survive the island.
What makes Moonlight different is that it has a unique feature that isn't widely
implemented amongt games – the Open World feature. Open world is a feature that
implements the freedom of exploration so users can explore the world without constraints and
ability to play without following the main story.
Another unique feature is the ability to have a Virtual Reality Support, to give users
an immersion, feel the tone, and setting of the story of the game.
The enemies will be AI zombies who will find their way to the player by using A*
path finding algorithm.
Agile Methodology will be followed by the proponents in developing the game. This
methodology is the most effective to be used in making games. It is flexible because it
acknowledges that requirements may change. It works by breaking the project into iterations.
It repeats the cycle to add in every feature specified in the requirements.
Through the game’s engaging quests and fast-paced game play, the proponents aspire
to enhance the player’s critical thinking, strategizing skills, and reaction time while being
entertained.
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