


 
 
 
 
 
 
 
 
 
 

INTERNATIONAL CONFERENCES 
 

ON 

 
MOBILE LEARNING 2021 

 
AND 

 
EDUCATIONAL TECHNOLOGIES 2021 



 ii 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 iii 

 
 

PROCEEDINGS OF THE 
INTERNATIONAL CONFERENCES 

 
 

on 
 
 

MOBILE LEARNING 2021 
 

AND 
 

EDUCATIONAL TECHNOLOGIES 2021 
 
 

3 - 5 March, 2021 
 

 
Organised by  

 
 

 
 
 



 iv 

 
 
 

Copyright 2021 

IADIS Press 

All rights reserved 
This work is subject to copyright. All rights are reserved, whether the whole or part of the 

material is concerned, specifically the rights of translation, reprinting, re-use of illustrations, 
recitation, broadcasting, reproduction on microfilms or in any other way, and storage in data 

banks. Permission for use must always be obtained from IADIS Press. Please contact 
secretariat@iadis.org 

 
As a member of Crossref (a non-profit membership organization for scholarly publishing 

working with the purpose to make content easy to find, link, cite and assess) each published 
paper in this book of proceedings will be allocated a DOI (Digital Object Identifier) number for 

its fast and easy citation and indexation. 
 
 
 
 

Edited by Inmaculada Arnedillo Sánchez, Piet Kommers,  
Tomayess Issa and Pedro Isaías 

 
Associate Editor: Luís Rodrigues 

 
 
 
 
 
 
 

ISBN: 978-989-8704-28-3 
 
 
 
 
 
 
 
 



 v 

 

    TABLE OF CONTENTS 
 

  

  

  

FOREWORD ix 

PROGRAM COMMITTEE xiii 

KEYNOTE LECTURES xvii 

SPECIAL TALK xix 

  

  

FULL PAPERS  

  
M-LEARNING IN HIGHER EDUCATION: TECHNOLOGY OWNERSHIP  
AND COMMON ATTRIBUTES AMONG MILLENNIALS IN SOUTH AFRICA 
Chama Devi Ramchurn, Sumarie Roodt, and Sarah Mulaji 

3 

A REFERENCE MODEL FOR MOBILE PLAYFUL LEARNING 
ENVIRONMENTS 
Jan Maushagen and Olga De Troyer 

11 

USING MOBILE TECHNOLOGY TO PROMOTE HIGHER-ORDER THINKING 
SKILLS IN ELEMENTARY MATHEMATICS 
Debbie Marie B. Verzosa, Ma. Louise Antonette N. De Las Peñas, Jumela F. Sarmiento,  
Maria Alva Q. Aberin, Mark Anthony C. Tolentino and Mark L. Loyola 

19 

FOUR CORNERS OF THE WORLD: PROJECT-BASED LEARNING  
IN A MULTICULTURAL VIRTUAL ENVIRONMENT 
Michael Stoica, Dmitri Nizovtsev and Russell E. Smith 

27 

ONLINE STUDIES IN HIGHER EDUCATION DURING THE COVID-19 
PANDEMIC: STUDENTS’ PERSPECTIVE 
Edita Butrime and Vaiva Zuzeviciute 

35 

INTERNATIONAL TEACHER TRAINING COURSES - A NEW STEP  
TO GLOBALIZATION  
Iliana Mirtschewa 

43 

A TRAINING DESIGN FOR PUBLIC SPEAKING ANXIETY 
Charito G. Ong and K Marie D. Zambas 

50 

THE MICRO:BIT AND COMPUTATIONAL THINKING.  
EVALUATION RESULTS OF A COMPUTATIONAL PROJECT 
Gerhard Brandhofer 

57 

AN INITIAL SUSTAINABLE E-LEARNING AND GAMIFICATION 
FRAMEWORK FOR HIGHER EDUCATION 
Aidrina Sofiadin and Muna Azuddin 
 

65 



 vi 

PRE-SERVICE TEACHER TRAINING FOR REALITIES OF 21st CENTURY 
CLASSROOMS 
Osman Sadeck, Moses Moyo, Nyarai Tunjera and Agnes Chigona 

74 

PROBLEMS AND OBSTACLES OF DISTANCE LEARNING IN THE POINT  
OF VIEW OF PRIMARY SCHOOL TEACHERS IN THE “COVID PERIOD” 
Zuzana Svobodova, Martin Kursch and Jaroslav Veteska 

83 

DISTANCE LEARNING IN THE TIME OF COVID-19 LOCKDOWN:  
NEW OPPORTUNITIES FOR INFORMATION AND COMMUNICATION 
TECHNOLOGIES IN EDUCATION? 
Marion Utéza and Christophe Reffay 

91 

IMMERSIVE VIRTUAL REALITY (VR) CLASSROOM TO ENHANCE 
LEARNING AND INCREASE INTEREST AND ENJOYMENT IN THE 
SECONDARY SCHOOL SCIENCE CURRICULUM 
Dennis Choon Guan Pang 

99 

ICT TOOLS FOR FINAL QUALIFICATION ASSESSMENT SURVEY STUDY 
FOR EUROPEAN AND ORIENTAL LANGUAGES PROGRAMS 
Rusudan Makhachashvili, Ivan Semenist and Anna Bakhtina 

107 

IS ACADEMIC SUCCESS JUST A MATTER OF SHOWING UP? A STUDY  
OF THE CONTRIBUTION OF INDIVIDUAL DIFFERENCES AND 
ATTENDANCE TO PERFORMANCE 
Maura A. E. Pilotti 

116 

OPTIMIZING VIDEO TUTORIALS FOR SOFTWARE TRAINING THROUGH 
CUEING 
Vasiliki Ragazou and Ilias Karasavvidis 

127 

A MIXED METHODS STUDY OF ENGINEERING UNDERGRADUATES’ 
ADAPTIVE LEARNING EXPERIENCES 
Seok Joo Kwak and Joi-Lynn Mondisa 

135 

ORAL FLUENCY: BASIS FOR DESIGNING A COMMUNICATIVE 
COMPETENCE STRUCTURED MODULE  
Charito G. Ong and Eunice Villegas 

143 

CHANGES IN THE TEACHING METHODOLOGY AND THE STUDY  
OF THE ADAPTATION OF STUDENTS TO THE NEW TECHNOLOGY:  
FROM THE CANVAS METHODOLOGY TO THE ACCENTUATION  
OF THE FLIPPED METHODOLOGY 
María Teresa Bendito Cañizares and Francisco Javier Sánchez Botas 

150 

EASY TECHNOLOGY DESIGNS FOR INNOVATIVE LEARN-ING 
Marc Beutner and Rasmus Pechuel 

161 

PIANO STUDENTS’ PERSPECTIVES AND EXPERIENCES WITH REMOTE 
PIANO INSTRUCTION 
Gwendolyn C. Jefferson 

168 

  

  

  

  



 vii 

SHORT PAPERS  

  
MOBILE LEARNING WITH THE DISK-ONLINE APPROACH 
Marc Beutner and Rasmus Pechuel 

179 

MOBILE ARTEFACTS AND LANGUAGE TEACHING, THE EXAMPLE  
OF THE SPOC+ PLATFORM 
Hamed Asgari and Georges Antoniadis 

185 

AI-ENABLED GAMIFICATION FOR LEARNING AND ASSESSMENT 
Stephen Bezzina, Alexander Pfeiffer and Alexiei Dingli 

189 

SCRATCH JUNIOR APP IN PRESCHOOL EDUCATION 
Tatiana Havlaskova, Tomas Javorcik and Katerina Kostolanyova 

194 

MOBILE LEARNING AND THE CREATION OF DIGITAL LITERACY  
IN A REAL PRACTICAL ENVIRONMENT 
Valentina Milenkova and Vladislava Lendzhova 

199 

TRACING THE VIEWS OF GREEK SECONDARY SCHOOL TEACHERS  
ON MOBILE LEARNING 
Manolis Kousloglou, Kleopatra Nikolopoulou and Euripides Hatzikraniotis 

205 

ANALYZING MOBILE LEARNING KEY SUCCESS FACTORS IN CATALONIA 
Sofia Moya and Mar Camacho 

210 

THE CRUX OF MOBILE LEARNING: KEY ASPECTS IN TEACHING WITH 
MOBILE DEVICES 
Judith Balanyà Rebollo and Janaina Minelli de Oliveira 

215 

M-LEARNING IMPACT ON SELF-DIRECTED LEARNING IN ZIMBABWE 
HIGHER EDUCATION 
Lydia Maketo, Tomayess Issa, Theodora Issa and S. Zaung Nau 

220 

A GLOBALIZED CURRICULUM: THE NEXT EVOLUTION OF EDUCATION 
Micah Shippee 

225 

AN INVESTIGATION OF TEACHER PERSPECTIVES ON INTEGRATING 
CHINESE CULTURE INTO CHINESE-AS-A-FOREIGN-LANGUAGE 
CURRICULUM 
Xuan Song and Lih-Ching Chen Wang 

231 

ASSESSMENT OF ONLINE EXAM SYSTEM PERCEPTION IN COVID-19 
PANDEMIC ERA 
Meltem Eryılmaz and Ahu Genis-Gruber 

235 

PODCASTS TO PADLETS: WRITING AND SPEAKING IN NEW DIGITAL 
PLATFORMS 
Sandra L. Guzman-Foster and Alyssa S. Cortes-Kennedy 

240 

OPPORTUNITIES AND CHALLENGES FOR TEACHING AND LEARNING 
INNOVATION IN A GLOBAL PANDEMIC: THE CASE OF THE EPICA 
ePORTFOLIO SOLUTION 
Lourdes Guàrdia, Marcelo Maina, Derek Clougher and Federica Mancini 
 
 
 

245 



 viii 

ON DUAL TECHNOLOGY INTEGRATION FOR EFFECTIVE TEACHING  
OF DIGITAL ACCOUNTING IN A TECHNOLOGY-RICH, ONLINE LEARNING 
CONTEXT 
Marina Thomas 

250 

LEARNER DEVICE PREFERENCE ACROSS AGE GROUPS 
Peter Ilic 

255 

  

  

REFLECTION PAPER  

  

ALTERNATIVE LEARNING APPROACHES IN A PANDEMIC CONTEXT: 
FROM THE COLLABORATIVE OUTDOOR EDUPARK GAME TO A VIRTUAL 
VISIT 
Lúcia Pombo and Margarida M. Marques 

263 

  

  

POSTER  

  

A FRAMEWORK TO ANALYZE LOGS OF CODERUNNDER FOR IMPROVING 
PROGRAMMING EDUCATION 
Kohei Hatano 

269 

  

  

DOCTORAL CONSORTIUM  

  

REDUCING LEARNING DISCONTINUITIES BETWEEN ACADEMIC  
AND VOCATIONAL SUBJECTS IN FRENCH VOCATIONAL HIGH SCHOOLS 
Valérie Théric, Hélène Cheneval-Armand, Alice Delserieys and Pascale Brandt-Pomares 

273 

  

  

  

AUTHOR INDEX  

  



ALTERNATIVE LEARNING APPROACHES IN A 
PANDEMIC CONTEXT: FROM THE COLLABORATIVE 

OUTDOOR EDUPARK GAME TO A VIRTUAL VISIT 

Lúcia Pombo and Margarida M. Marques 
Research Centre on Didactics and Technology in the Education of Trainers (CIDTFF)  

Department of Education and Psychology, University of Aveiro, 3810-193 Aveiro, Portugal 

ABSTRACT 

Over the last years, there has been much interest in mobile technologies for teaching and learning. Despite the focus on 
these emerging and innovative tools, mobile learning (mLearning) is facing many challenges. In response to the spread of 
the COVID-19 pandemic, many schools implemented eLearning or mLearning during school closures. However, mobile 
activities that involve collaboration of students in outdoor environments need to be rethought, as social distance is 
advised. This paper provides a pragmatic example of how to respond in the uncertain present, and plan systematically for 
an unpredictable, post-pandemic future. It presents an alternative learning approach in a pandemic context, as the 
EduPARK can be explored in a virtual visit, reinforcing the connection between physical and virtual learning spaces. 
This way learning can happen without face-to-face interactions for those who are avoiding physical contact, for those 
who are far away from the location, or even for students with motor difficulties. As a reflection, the authors examine 
major educational changes that have recently been imposed upon teachers and educational researchers, as well as key 
aspects of the current emergency response in education, and resultant implications for educational technology and 
mLearning. 

KEYWORDS 

Real-World Learning, Virtual Visit, Smart Education, Mobile Games, Augmented Reality 

1. INTRODUCTION 

Game-based and mobile learning (mLearning) are growing fields of research with positive empirical results 
in learning (Zydney & Warner, 2016; Pombo & Marques, 2019). The competition created by games may 
increase students’ engagement in challenging learning situations and improve their overall sense of 
enjoyment (Huang, Chang & Wu, 2017). The challenge is how to create better learning experiences and 
develop game-based learning, supported by the users’ experience in situ and their performance while playing 
(Groff et al., 2015; Zhonggen, 2019). Real-world learning opportunities provide students with competencies 
that cannot be taught in a classroom, because real-world situations include different kinds of challenges, 
communication styles, politics, and so forth. So, what we need is a system that recognizes and rewards 
interdisciplinary excellence, and real-world achievements. With the use of Augmented Reality (AR),  
real-world environment can be augmented by providing users with accurate digital overlays. AR is a 
promising technology that has the potential to encourage learners to explore learning materials from a totally 
new perspective (Sungkur et al., 2016; Pombo & Marques, 2020). 

Smart Education concept integrates the potential of the adoption of mobile technologies to generate and 
collect data for situated games outside the classroom (Gianni & Divitini, 2015), fostering authentic and 
situated learning, but also personal and collaborative learning within a lifelong perspective  
(Schreiber-Barsch, 2017). Additionally, Smart Education can be used to create new learning ecosystems, 
where technologies enhance the multidimensional well-being of all learning players. Mobile devices, and 
apps, are pervasive and can be used to promote contextualized and interdisciplinary learning (Zydney  
& Warner, 2016; Laine, 2018; Pombo & Marques, 2020). Under these principles, emerged the EduPARK 
project, funded by FEDER and FCT, that seeks to promote outdoor learning strategies under geocaching 
principles, by means of an interactive mobile AR app that supports educational guides, in formal, non-formal 
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and informal contexts, in the Aveiro green park, in Portugal (Pombo et al., 2019). The EduPARK allows 
learning to move from traditional classroom environments to natural spaces, through an outdoor game with 
educational guides, in a treasure hunt format specific to certain school levels, and by adding AR to an 
everyday technology - the smartphone (Pombo et al., 2019). The fact that the educational guides were 
designed to be explored in the Park provides an example of a truly authentic context for situated learning, 
where the location is essential for learning. The app can be explored either individually or in a group, 
although working in groups may support the users’ construction of meaning, being this influenced by the 
interaction of the learners’ prior knowledge with the new experiences, as well as by their interactions with 
others (Pombo & Marques, 2020). However, since the 2020 quarantine period, social distancing is 
recommendable across universities and schools, and the selection of collaborative outdoor games might not 
be the most convenient solution to pursue educational aims. Many authors claim that the emergence of 
COVID-19 has shaped a new type of learning, the “digital learning”, which can be approached through 
eLearning and mLearning technologies (Al-Emran, 2020; Naciri et al., 2020). They also reinforce the 
preparation for mLearning infrastructure as this would be the key to handle future global risks (Al-Emran, 
2020). But specificities among mLearning and games should be considered, as well as different types of 
context, among which the learner’s needs, location, and time. In the EduPARK context, during pandemic 
times, the virtual visit might be a good alternative, as it reinforces the connection between physical and 
virtual learning spaces without face-to-face interactions. 

This paper is based on the emergency changes we had to apply in the mobile game educational approach, 
avoiding physical contact, but allowing virtual education outside the classroom, also with interdisciplinary 
and contextualized AR resources. The purpose is to demonstrate how a collaborative outdoor game can be 
explored through a virtual visit, without leaving home, to access the learning materials. The paper starts by 
briefly presenting the EduPARK app game, created for exploration in a park. Follows the alternative learning 
approach, integrating a virtual visit, which is suitable for pandemic situations. The paper ends with some 
final considerations and future needs. The main contribution of this paper is to demonstrate the advantages of 
taking virtual visits as alternative learning environments to the in situ locations, such as green parks. This 
encompasses elements of formal and informal learning, in activities that happen in distributed settings 
(indoors and outdoors), across physical and virtual spaces, also allowing learning anytime, anyplace, and 
anywhere. 

2. THE EDUPARK APP GAME 

The EduPARK app is an example of a successful mobile AR game for learning. The app was developed for 
Androids and can be installed from the project website (http://edupark.web.ua.pt/app), requiring guides 
(games) update after download. It was developed to foster collaboration, authentic and situated learning 
outside the classroom, under the umbrella of constructivist learning, as the learner assumes an active role by 
constructing new knowledge within the articulation between the learning experience, previous knowledge 
and interaction with others (Pombo & Marques, 2020). With the EduPARK app, learning takes place in a 
green park, where students interact with the setting to gain an experiential connection to the ideas, concepts, 
and subjects. For educational relevance of the app and game approach, it was important to carefully analyse 
the National Curriculum to identify multidisciplinary issues (e.g., integrating Biology, History, Maths, among 
others), so that students may correlate the experiences promoted by the app with the aimed curriculum 
learning. The app can be explored in two different ways: free mode or game mode. The free mode gives 
access to content in AR, without having to follow a predetermined path, allowing total liberty in the 
exploration of the Park. In the game mode, the app gives access to excellent educational guides, with cross 
subjects’ educational materials specific to different school levels, from primary to higher Education.  
A specific guide for the public, with local culture and curiosities, is available in Portuguese and in English.  
In each guide users are welcomed by the EduPARK mascot, a female monkey, created to foster student 
engagement, who explains the game rules to the players. The objective is to correctly answer the largest 
number of questions, gathering points, while stablishing connections between the real world and the school 
contents (Pombo et al., 2019). Afterwards, the mascot guides the players through the game’s four stages, 
each one corresponding to a specific area of the Park, in which the user is challenged to search for points of 
interest, collect information, answer multiple choice questions and receive immediate and adapted feedback, 
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whether they answer the question correctly or not. In the EduPARK game, the dynamics of a multiple-choice 
question are associated to several types of multimedia resources, such as audio, photography, illustration, 
video, or 3D objects in AR. This is not suitable for just a particular type of education, it could be any type, 
formal, informal or non-formal education. The ability to understand ecosystems is enhanced by experiences 
in real environments, so this justifies teacher’s effort to take students outside the four walls of the classroom 
for effective learning. It comprises a very useful tool for Portuguese teachers and students to explore 
scientific knowledge by accessing contextualised and appealing information on biological and historical 
references that augment the experience of exploring a local urban green park. mLearning game-based 
strategies are very appreciated by the students (Huang, Y.-L. et al., 2017), as they are familiar to mobile 
phones, but normally they are not allowed to use them for learning in the classroom. Therefore, this approach 
creates opportunities to use those day-to-day technologies to learn. In addition, the use of interactive 
educational resources reaches students with difficulties in understanding abstract concepts, enhancing their 
spirit of observation, as e.g. AR allows 3D visualisation of phenomena, which might not be clear in 
traditional textbooks. Outdoor activities become a form of community contact instructional strategy adopted 
in the formal school system for the purpose of education (Obadiora, 2016) to create conditions to promote 
students’ enjoyment, motivation and involvement in learning with hands-on activities. The EduPARK 
capitalises the education value of urban spaces, as green parks can act as a natural laboratory to learn. This 
type of innovative educational resource is not common in Portuguese speaking countries, hence, adding to 
the relevance of the EduPARK app (Pombo et al., 2019). 

3. EDUPARK VIRTUAL VISIT 

Although the EduPARK app has been designed to be explored in a specific green park, as the idea was to 
provide other learning environments outside the traditional classroom, the project also created a virtual visit 
to the park with some AR elements that can be explored indoors. This 360º visit, with access through the 
project's website (http://edupark.web.ua.pt/visit), is advantageous for those who are far away from the park, 
who have motor difficulties or are avoiding social contact in a pandemic situation, in which distance learning 
and confinement are advised. This last situation was not foreseen at all when this virtual visit was created, but 
its importance became evident in this critical period, since learners can explore the park virtually. Through 
the virtual visit, it is not possible to play the game, because its aim was to enhance the user will of going to 
the park to live the experience in loco. However, it is possible to search and find 23 hotspots with multimedia 
information that are scattered throughout the park. These points of interest contain informational text, 
images, and videos with real experiences. For example, the Torreão (historical water deposit) is usually 
closed to the public, but it can be explored inside with this virtual tour. When winding up the Torreão stairs it 
is possible to have access to several informative posters about the city and park. Those posters can be used as 
educational resources in History classes, promoting students' knowledge of local culture and historical facts, 
allowing students to know and analyze the importance of the water deposit in the city's history. Additionally, 
from its four upper windows, it is possible to sight magnificent landscapes over the city. These privileged 
views can reach the vast green spot of the park, its vegetation, the interesting geometry of its gardens, as well 
as its biodiversity of plant species, which can be used to explore real-world issues and interdisciplinary 
problems to enhance integrated and contextualized learning. 

4. FINAL CONSIDERATIONS 

Learning can take place everywhere, not only in the classroom or in the school environment (Obadiora, 
2016). It could happen on the street, in the market place, in the park, etc. mLearning is finding an increasing 
adoption in education, as it encompasses elements of formal and informal learning, in activities that happen 
in distributed settings (indoors and outdoors), across physical and virtual spaces. Game-based and mLearning 
enable students to develop their conversational and technical skills, find answers to their queries, facilitate 
knowledge sharing and collaboration, and enhance their learning outcomes (Al-Emran, 2020). The 
collaborative outdoor EduPARK game was created to support the users’ construction of meaning through 
experiences in an urban green park. In this experience, meaning construction is influenced by the interaction 
of the learners’ prior knowledge with the new experiences, as well as by their interactions with others 
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(Pombo & Marques, 2020). However, the physical distance imposed by the emergence of COVID-19 has 
shaped the “digital learning” that can be approached through eLearning and mLearning technologies  
(Al-Emran, 2020). Educators can personalize their teaching strategies through mLearning and enable learners 
to self-regulate their learning without any restrictions to time and location. The proposed approach acts as an 
example for educators, systems developers, policymakers, researchers and stakeholders interested in 
implementing mLearning programs. The virtual visit strategy may become an adequate alternative to the 
traditional field trip strategy which involves, in the EduPARK context, a collaborative game. However, on 
the 360 visit, the park can be visited and explored virtually, although it is not possible to play the game, as its 
primary aim was to increase the user’s will to go to the park to experience the game in locus (Pombo et al., 
2019). However, the authors recognize that the virtual game experience can be explored in a near future 
project. As limitations, it is worthy to point out that some schools do not have enough resources to provide 
mLearning opportunities for students, and not all children have internet access at home (Naciri, 2020). 
However, given its benefits (Al-Emran, 2020), within and beyond the era of COVID-19, educational 
institutions might consider the mLearning and games as an effective approach for digital learning during the 
current and future crises.  
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