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	Resumo

	Identifying issues: motivating factors in mobile learning

Six reasons why mobile learning might be motivating were suggested in the opening presentation (see Jones et. al. 2006):

– control (over goals)

– ownership

– fun

– communication

– learning-in-context 

– continuity between contexts

Features of mobile learning that were either motivational (i.e. positive motivational factors) or were barriers to learning:  identity or ‘coolness’ (fashion is an important consideration for young people in particular), privacy, instant access, sharing and portability.

The association between the use of móbile devices and informal learning was salient because learners often find their informal learning activities more motivating than learning in formal settings such as schools because they have the freedom to define tasks and relate activities to their own goals and control over their goals. By the very nature of informal learning, there is a strong relationship to learners’ goals and interests which means that intrinsic motivation is likely to be high.

The locus of such control varies with age and with setting. In formal settings (e.g. schools), not only is there usually less control over learning activities and goals but it also varies with age, with younger children usually having much less control, and older children more freedom. The traditional separation between extrinsic and intrinsic motivation (e.g. learning in order to get grades as opposed to having a deep interest in what is being learnt) is not always sustainable. Activities that start off being externally motivated may change as the learner discovers they have a passion for  the particular topic they have been set. Feeling in control matters.

.

Appropriation as the integration of a new technology into the user’s activities. Her analysis  revealed a two way process in which the user adapts the tools they use according to their every day practice, prior expectations and preferences in order to carry out their activities and how, in turn the tools also change the user’s activities.

Identify

The appropriate mobile device and using it for appropriate activities was viewed with any issues included sharing, instant access, portability, and privacy.

Implications for theory, design and practice

The theory group identified and discussed a range of theories including the work of Dewey, Pask, Levy, Vygotsky, Durkheim and others that related to motivation in mobile learning. For example, in relation to sharing, an important idea is the joint construction of knowledge and the culture of sharing or possession of knowledge.

But one of the motivations here may be of performance. It was suggested that Vygotsky’s concept of the zone of proximal development (ZPD) could also be applied here in considering collective ZPD: for example a community can help and support an individual to develop. The current plethora of open content and freely available sites and software would suggest that there is indeed a motivation to share

The design group decided to focus on designing for appropriation, discussed earlier, and

considered how the User Centred Design (UCD) process would take motivation and engagement

into account.

Understanding what technologies and devices people currently have and how they relate to them and appropriate them is needed in order to consider how new technologies or devices might fit with current technologies.

The group discussing practice concentrated on a formal setting, the classroom and its teacher

and pupil practices, and considered the role of personal motives when engaging with technologies.

research scenarios and considering the methodological challenges:

Research scenario 1: Ownership or appropriation?

A challenge for this scenario was developing a precise enough definition of appropriation. Findings that  emerged from this hypothetical study were that many factors influenced appropriation including providing mechanisms for social networking, motivation, control and disruption.

Research scenario 2: Fun

decided to develop an activity that was fun. In order to be engaging it should include the following elements: challenge, competition, collaboration, serendipitous surprise, and speed. These elements could be physical, social and/or cognitive.

Research scenario 3: Supporting affective development 

It was argued that affect and cognition should be tightly coupled and the aim was to develop ways of supporting affective development as well as cognitive development, in particular to support learners in stressful situations that might lead to disengagement and disaffection. The idea was not to try to remove the anxiety completely but

to make it sufficiently manageable (i.e. bring it close enough to the comfort zone) through the use of mobile devices to provide appropriate support to alleviate the stress so that a learner might choose to engage rather than opt out.

	Problema

	what makes móbile devices fun? As yet, however, this line of thinking has relatively little empirical evidence, nor do we know whether the theories of motivation that have been applied to non-mobile learning apply equally well and are adequate for this new context.
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	Notas
	Ver também o artigo Learning and Instruction on

Feelings and Emotion in the Learning Process (Efklides and Volet, 2005), que traz uma discussão sobre teorias psicologicas da motivação.
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