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Introduction 

Social, economic, and technological 

forces have come together to change 

the landscape of learning both inside 

and outside formal education 

systems.  The integration of 

computer-based multimedia with the 

efficient delivery capability of the 

Internet and Learning Management 

Systems has leveled the playing field 

between small and large 

corporations.   

 

Mobile learning has opened the 

realm of possibility even further. 

Types of mobile learning range 

from the use of Personal Digital Assistants 

(PDAs) and tablet computers in the field 

through mobile phones and audio players. 

These avenues support learning between 

many different environments that were not 

possible before mobile learning became 

accessible. 

 

It is time to reflect on the relationship 

between eLearning and mobile learning and 

how to choose the best solution for your 

corporation training need.  One issue that is 

clear is that mobile learning is not just about 

learning using portable devices, but learning 

across contexts. As Jorge de Sousa Pires 

(Uppsala University, Sweden) said, it is 

about “a society on the move”.  Mobile 

learning is not something that people do; 

learning is what people do. With technology 

getting more compact, global and powerful, 

it better supports a mobile learning society. 

 

This white paper discusses the relationship 

between eLearning and Mobile Learning, 

and offers guidance to companies deciding 

which learning solution is best for their 

learning needs and budget.  The paper also 

lays out overall learning design best 

practices that should be employed no matter 

what learning solution is chosen. 
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What is Learning Design 
 
No matter what kind of learning 

solution is being created, learning 

design, also known as instructional 

design is what brings order to 

information chaos, ensuring the 

audience is given a systematic 

approach to the content and skills to 

be taught.  An effective learning 

design focuses the content to the 

targeted audience to increase the 

effectiveness of the learning.  If 

learning is achieved, performance 

will improve. 

 

In this day and age, any type of 

learning solution with a financial 

investment must be substantiated by 

appropriate evaluation in the end or 

valuable learning dollars as well as 

time might as well be thrown down 

the drain. 

 

The purpose of the learning design is 

to maximize the benefit and 

effectiveness of learning by creating 

the right conditions for learning; this 

includes selecting the right learning 

model, the right learning content and 

audience. The right learning model is 

motivational, hierarchical in 

approach when applicable, given in an 

appropriate, timely fashion, and allows for 

the assessment of learning effectiveness.  

The effective learning solution gives enough 

opportunities for the transfer of knowledge 

to where it is likely to be needed.  Learning 

design, although always important in 

designing instruction, is critical in eLearning 

since there is only one chance for success. 

The Five Components of Effective 
Design 
 
Although there are many current learning 

designs in use today, there are five main 

components that a good design should have 

in place to be effective.  This paper will 

discuss those components without going into 

the major design models, assuming the 

reader can look for these principals when 

choosing and effective instructional design 

model. 

 
1. The design should teach learners to 

solve real-life problems, focusing on 

application versus abstract learning 

solutions. 

 

2. Prior knowledge should be explored 

before the new learning is to be 

administered, allowing the learner to 

effectively assimilate the new learning 
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into existing cognitive 

pathways. 

 

3. Demonstrations and examples 

should be used to impart new 

information, as well as facts. 

 

4. Interactions and opportunities 

to learn by doing should be 

explored since this type of 

teaching embeds learning 

emotionally and cognitively in 

the learner’s mind. 

 

5. Integration of learning should 

be used to access the learner’s 

own realm of experience; the 

connection between the 

learning and one’s own frame 

of reference is accomplished 

through learners rephrasing 

knowledge into their own 

words. 

Why ELearning? 
 
As organizations continue to manage 

sweeping changes from corporate 

restructuring to variable financial 

situations, people are required to 

acclimatize quickly, take on more 

responsibilities, and learn new skills, 

often without sufficient 

experience or expertise. To confront the 

charge of bringing people up-to-speed with 

less capital and time, organizations need 

learning solutions that can be implemented 

rapidly and effectively– all at a reasonable 

cost. 

 

For many companies and learning 

institutions, the answer is computer-based 

instruction. There are many benefits of using 

eLearning to deliver skills to people when 

and where they need it:  increased retention 

rates, better access to large amounts of 

information, and measurable results.  

 

When is eLearning Effective? 
 

• Training for remote employees 

including sales representatives and 

workers in the field 

• Training and certification of business 

partners including authorized resellers, 

training centers, and consultants 

• Company-wide Human resource 

training on medical, retirement and 

other H.R. issues 

• Workplace quality and safety training 

for government regulated standards 

(e.g. OSHA standards) 

• College and university degrees and 
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certificate programs 

• Formal certification of 

professional organizations 

including healthcare, insurance, 

law and accounting 

• K-12 educational programs 

making learning and 

information available to 

students, parents, and teachers 

Effective ELearning Strategies 
 
If a business or educational system is 

going to invest in eLearning, the 

benefits must justify the costs.  In 

order to make sure this happens, 

effective eLearning strategies must 

be employed.  So what really works 

according to learning theory?  It's not 

effective enough to only give the 

learner the information to be learned; 

eLearning must guide the 

participant's cognitive processing 

during the experience, allowing them 

to actively process the objectives for 

long-term retention.  Whatever the 

mode of delivery – mobile or not – 

the following strategies should be 

employed when designing 

coursework. 

 

 

Graphics: 

Everyone knows graphics are fun and 

interesting, but	  do	  they	  help	  people	  learn?	  	  

The	  answer	  is	  yes	  and	  no.	  	  Graphics	  that	  

add	  design	  and	  decoration	  to	  a	  module	  

can	  be	  confusing,	  and	  even	  worse,	  detract	  

from	  the	  learning	  experience.	  	  Of	  course	  

everyone	  likes	  eLearning	  to	  look	  

professional	  and	  creative,	  but	  design	  

principals	  cannot	  be	  ignored	  if	  learning	  

retention	  is	  the	  number	  one	  priority.	  	  

Make	  sure	  all	  graphics	  are	  directly	  related	  

to	  the	  eLearning	  objectives.	  	  Use	  design	  

principals	  when	  placing	  graphics	  so	  

uniformity	  and	  flow	  is	  always	  consistent.	  	  

	  
Graphics	  to	  show	  concepts	  instead	  of	  just	  

using	  text	  are	  very	  helpful.	  Research	  

shows	  that	  graphics	  can	  increase	  learning	  

rates	  55-‐121	  percent	  over	  words	  alone.	  	  

This	  doesn’t	  mean	  video;	  it	  has	  been	  

shown	  that	  still	  pictures	  with	  audio	  

describing	  the	  event	  is	  more	  effective	  

then	  a	  video	  in	  most	  situations.	  	  So,	  all	  

those	  expensive	  video	  hours	  and	  planning	  

can	  be	  reduced	  substantially	  in	  the	  

eLearning	  environment.	  

	  

Audio	  and	  Text:	  

Many	  eLearning	  modules	  use	  graphics,	  

text	  and	  narration	  to	  reach	  all	  the	  
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learners	  and	  their	  specific	  learning	  

styles.	  	  While	  this	  sounds	  like	  a	  

good	  idea	  on	  paper,	  it	  doesn’t	  

work	  out	  that	  way	  in	  the	  real	  

world.	  	  Research	  shows	  that	  when	  

graphics	  are	  explained	  by	  using	  

text	  and	  narration,	  the	  learner	  

doesn’t	  pay	  very	  much	  attention	  to	  

the	  accompanying	  graphics.	  	  Also,	  

the	  learner	  may	  try	  to	  compare	  

audio	  narration	  with	  written	  text,	  

using	  up	  valuable	  processing	  space	  

in	  the	  brain.	  	  A	  better	  option	  is	  to	  

use	  narration	  and	  graphics	  only,	  or	  

text	  and	  graphics	  only.	  	  If	  there	  are	  

many	  words	  and	  confusing	  ideas,	  a	  

button	  may	  be	  supplied	  

somewhere	  in	  the	  eLearning	  that	  

lets	  the	  user	  read	  the	  narration	  if	  

they	  need	  or	  want	  to	  see	  it	  in	  

writing.	  

	  

For	  example:	  	  An	  eLearning	  

module	  is	  describing	  the	  change	  of	  

a	  caterpillar	  into	  a	  butterfly.	  	  Each	  

graphic	  shows	  a	  different	  stage	  in	  

the	  process.	  	  The	  graphic	  may	  have	  

a	  simple	  label,	  but	  the	  explanation	  

is	  done	  by	  audio	  narration	  only.	  	  

This	  allows	  the	  learner	  to	  focus	  on	  

the	  picture	  of	  the	  stage	  and	  hear	  

the	  description	  clearly.	  

	  

There	  are	  times	  when	  exceptions	  occur.	  	  

When	  the	  concept	  presented	  is	  very	  

complicated	  with	  no	  pictures	  to	  help	  the	  

learner	  understand,	  the	  use	  of	  both	  text	  

and	  audio	  narration	  can	  be	  helpful.	  	  Also,	  

both	  text	  and	  audio	  can	  be	  used	  if	  they	  

are	  presented	  sequentially	  rather	  than	  at	  

the	  same	  time.	  	  The	  last	  exception	  occurs	  

when	  the	  learner	  is	  not	  a	  native	  English	  

speaker	  and	  may	  have	  a	  hard	  time	  

understanding	  the	  narration.	  

	  

Extraneous	  audio,	  including	  music	  or	  

other	  sounds,	  often	  work	  to	  overload	  

memory.	  	  Extra	  audio	  or	  music	  should	  not	  

be	  used	  during	  lessons	  that	  present	  a	  lot	  

of	  material	  to	  be	  absorbed,	  the	  material	  is	  

unfamiliar	  or	  the	  material	  is	  presented	  at	  

a	  rapid	  rate.	  	  	  According	  to	  Clark	  and	  

Mayer	  (2008),	  students	  perform	  61-‐149	  

percent	  better	  with	  no	  extra	  audio.	  

	  

Extra	  Graphics	  and	  Videos:	  

Sometimes	  designers	  are	  tempted	  to	  add	  

interesting	  graphics	  or	  videos	  to	  the	  

eLearning.	  	  	  The	  research	  shows	  that	  

these	  can	  take	  away	  attention	  as	  well	  as	  

understanding	  from	  the	  facts	  that	  must	  be	  

learned.	  	  According	  to	  Harp	  and	  Mayer	  
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(1998)	  there	  are	  three	  reasons	  to	  

avoid	  extraneous	  graphics.	  	  First,	  

they	  are	  a	  distraction	  to	  the	  

learning	  process	  and	  take	  away	  

attention	  from	  relevant	  material	  to	  

be	  learned.	  	  Second,	  they	  are	  

disruptive	  since	  they	  prevent	  the	  

learner	  from	  building	  appropriate	  

links	  among	  pieces	  of	  relevant	  

material.	  Third,	  existing	  prior	  

knowledge	  that	  is	  not	  relevant	  to	  

the	  material	  to	  be	  learned	  is	  

awakened,	  taking	  away	  attention	  

from	  appropriate	  prior	  knowledge	  

that	  relates	  to	  the	  relevant	  

material.	  

	  

Personalization:	  

Type	  of	  Speech:	  

Most	  eLearning	  relies	  on	  a	  very	  

technical	  and	  formal	  learning	  

atmosphere,	  but	  there	  is	  much	  

research	  that	  backs	  up	  using	  a	  

more	  personalized	  approach.	  

	  

Using	  first	  or	  second	  person	  

throughout	  the	  course,	  including	  a	  

visible	  author,	  has	  many	  benefits.	  

	  The	  formal	  tone	  of	  presenting	  

information	  in	  a	  matter	  of	  fact	  

manner	  actually	  works	  opposite	  of	  

the	  human	  mind	  and	  the	  way	  

the	  mind	  processes	  information.	  	  

According	  to	  cognitive	  theories	  of	  

learning,	  the	  learner	  actually	  works	  

harder	  to	  understand	  the	  information	  

when	  it	  is	  presented	  in	  a	  conversational	  

format,	  therefore	  increasing	  retention	  

rates.	  

	  

For	  example:	  	  An	  eLearning	  screen	  

discusses	  scientific	  facts	  of	  a	  brand	  of	  

surgical	  glue	  for	  the	  sales	  team.	  

	  

Formal	  style:	  

a.	  	  The	  glue	  takes	  30	  seconds	  to	  

polymerize.	  

Informal	  style:	  

b.	  	  You	  and	  the	  doctor	  will	  only	  have	  to	  

wait	  30	  seconds	  for	  the	  glue	  to	  dry	  on	  the	  

patient.	  

	  

Formal	  Style:	  

a.	  	  The	  tensile	  strength	  is	  two	  times	  the	  

competition.	  

Informal	  Style:	  

b.	  	  After	  you	  explain	  that	  our	  glue	  is	  twice	  

the	  strength	  of	  brand	  x,	  the	  doctor	  will	  

begin	  to	  see	  one	  of	  the	  main	  benefits	  of	  

our	  product.	  

	  
Although	  personalization	  has	  obvious	  
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benefits,	  it	  should	  not	  be	  overdone.	  

	  Phrases	  that	  are	  too	  familiar,	  such	  

as	  “Hey,	  dude...let's	  move	  onto	  the	  

next	  section”,	  can	  be	  distracting	  

and	  silly;	  the	  writer	  does	  not	  want	  

to	  lose	  credibility	  during	  the	  

eLearning	  course.	  

	  
Voice	  Quality:	  
Whenever	  possible,	  human	  

generated	  voices	  should	  be	  used	  

versus	  machine	  generated	  voices.	  

	  Preliminary	  research	  also	  shows	  

that	  learners	  may	  retain	  

information	  better	  from	  a	  person	  

with	  a	  standard	  accent	  versus	  a	  

foreign	  accent.	  

	  

Polite	  Speech:	  

Instead	  of	  directly	  telling	  the	  user	  

what	  to	  do,	  a	  request	  or	  casual	  

remark	  might	  work	  better.	  	  Formal	  

example:	  "Click	  the	  mouse	  button	  

to	  scroll	  through	  the	  photos".	  

	  Polite:	  	  "You	  may	  want	  to	  click	  

through	  the	  photos	  by	  using	  the	  

mouse	  button	  at	  this	  point",	  or	  "Do	  

you	  want	  to	  click	  through	  the	  

photos	  using	  the	  mouse	  button?"	  

	  

On-screen	  Coaches:	  

Research	  shows	  that	  using	  an	  

animated	  coach,	  whether	  cartoon,	  animal,	  

or	  human	  being	  can	  increase	  retention	  

rates	  by	  24-‐48	  percent.	  	  These	  coaches	  

appear	  throughout	  the	  module	  and	  act	  as	  

a	  narrator.	  	  Research	  shows	  that	  just	  

using	  the	  voice	  without	  a	  picture	  on	  some	  

of	  the	  screen	  works	  just	  as	  well	  as	  having	  

the	  narrator	  appear	  on	  each	  screen.	  	  Even	  

though	  the	  agent	  doesn't	  need	  to	  look	  

real,	  there	  is	  evidence	  that	  the	  narrator	  

should	  sound	  conversational.	  	  Having	  the	  

author	  give	  relevant,	  personal	  

information	  during	  the	  lesson	  rather	  than	  

remaining	  anonymous	  to	  the	  user	  can	  

also	  personalize	  ELearning.	  

	  

Thinking	  Skills:	  

Elearning	  should	  also	  use	  techniques	  that	  

inspire	  higher	  level	  thinking	  on	  the	  job.	  	  

This	  can	  be	  accomplished	  through	  case	  

scenarios,	  research	  tools,	  data	  sources,	  

activities,	  and	  thinking	  processes	  that	  

expert	  job	  performers	  would	  employ	  

while	  performing	  the	  tasks.	  	  Games	  and	  

simulations	  are	  also	  a	  good	  way	  to	  bring	  

higher	  level	  thinking	  to	  a	  learning	  

solution.	  	  If	  the	  lessons	  use	  the	  above	  

techniques,	  the	  learning	  is	  much	  more	  

likely	  to	  result	  in	  performance	  

improvement	  than	  if	  a	  more	  general	  
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learning	  solution	  was	  

implemented.	  

Mobile Learning – Three 
Models 
 

There are key differences between 

eLearning and mobile learning 

although mobile learning often uses 

eLearning as its learning vehicle.  

The main difference is the learning is 

given in mobile format, allowing 

anytime, anywhere learner control.  

ELearning is often used in the 

creation of mobile learning, along 

with web browsing and creation of 

apps.  The biggest benefit of using 

mobile learning is that it is the 

ultimate “just in time” learning 

solution.  It is exactly what is 

needed, when it’s needed, and where 

it’s needed. 

 

Web Model: 

Due to the arrival of advanced 

mobile devices and internet 

technology, an integration of 

capabilities has permitted users to be 

able to access the internet from 

mobile devices, from any location, as 

long as they are connected to the 

internet. 

 

As a result, the mobile device began to 

provide all the capabilities of a desktop 

computer: browsing, emailing, and chatting.  

When these activities are used in a learning 

environment, for example, if students use 

their phones to browse for information on a 

blog or visit a webpage, then it is a mobile 

learning activity. 

 

App Model: 

Apps are software that is designed to work 

on a mobile phone or tablet. An app can 

provide any functionality or capability the 

user requires, such as measurement unit 

converters, list builders, and games. 

Learning apps are focused on teaching 

specific skills, knowledge, or applications. 

When a learner accesses an educational app 

to learn something on the go, he/she is using 

the app model of mobile learning. QR codes 

are more sophisticated two-dimensional 

barcodes, and can contain more information 

that can be read with a scanner. QR code 

scanners are downloadable as smart phone 

apps and use the phone’s camera to scan the 

code. 

 

Cellular Model: 

The cellular model of mobile learning makes 

use of the phone capabilities of the mobile 
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device. Every phone has basic voice 

and data capabilities. When learning 

is imparted via text messaging (for 

example, replying A,B,C or D to a 

multiple choice question), that is 

using the cellular model of mobile 

learning. 

 

While both the web model and the 

app models require Internet 

connectivity, the cellular model of 

mobile learning only requires the 

phone’s network connectivity. 

 

When to Choose Mobile 
Learning 
 
For the purposes of this paper, we 

will consider mobile learning 

according to the above three models.  

The essence of mobile learning 

discussed focuses on the mobile 

delivery of the instruction, although 

there are other definitions for mobile 

learning discussed in the learning 

community. 

 

The following is a list of questions 

created by The Innovative Learning 

Group in Royal Oak, MichiganBy 

answering these questions, the 

designer can decide whether to 

use a more traditional eLearning format or a 

mobile learning format as the solution to the 

knowledge gap. 

 

1. Is the learning purpose performance-

based rather than foundational? 

 

2. Is follow-up to formal learning 

needed? 

 

3. Do learners need the content on the job 

as performance support? 

 

4. Can content be provided in small, 

discrete chunks? 

 

5. Is the learning need tied to a particular 

location or variable locations? 

 

6. Are learners mobile, either within or 

outside the work environment? 

 

7. Are computational or other computer 

friendly tasks (e.g. recording or 

retrieving data) part of the content? 

 

8. Is any type of communication required 

or desirable? 

 

. 
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Conclusion 
 
Whether choosing an eLearning 

and/or mobile learning solution, the 

client must first know the 

relationship between the two forms 

of learning.  ELearning can be used 

as a more formal type of learning 

that is good for base knowledge, 

contemplation, and learning new 

skill sets.  ELearning can be 

converted to a mobile format where 

the user can learn “anytime, 

anywhere” through their mobile 

device.  This device can be a phone, 

camera, media player, tablet, or other 

device designed specifically for the 

learning purpose. 

 

Mobile learning should be employed 

when the learner needs on-the-spot 

information about the work at hand.  

The information is accessed only 

when needed and can be selected out 

of order according to the current 

need.  Mobile learning is often used 

as an augmentation to more formal 

learning designs, solidifying the 

information that was already 

presented in the past in order to 

increase learner retention. It is also 

used for computations and reference 

material, augmenting the human 

brain and increasing the capabilities of the 

worker. 

 

No matter what form of learning is chosen, 

effective learning design rules must be 

adhered to in order to make the solution 

worthwhile.  ELearning strategies have been 

well documented and should also be used 

when creating mobile learning solutions. 

 

According to a recent study by IDC, more 

than a third of the workers are projected to 

work in a “mobile worker” environment.  In 

order to stay competitive in any type of 

marketplace, effective learning solutions can 

make the difference between becoming a 

flourishing business, able to compete now 

and in the future, and losing ground to other, 

more adaptable competition that is using the 

best that technology has to offer. 

 

Choose the correct learning solution wisely, 

design the instruction effectively, and the 

money invested will help push your 

company into the next phase of growth. 
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