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1. Introduction

Today the M-learning (mobile learning) concept had
been known as the next evolution of E-learning.
However, M-learning is still regarded by many to be
in its infancy stage and suffers many problems
similar to its predecessor but they are exacerbated
due to the current limited technological capacity [
mainly on issues of motivation insufficiency and
lack of a generic concrete framework. Our research
is to address these preceding problems by proposing
the dual-integrations of Massive Multiplayer Online
Games (MMOG) technology and Instructional
Design (ID) methodology as the solution. The paper
will start with reviews on related literatures on
relevant M-learning researches, followed by
introduction to our proposed research architecture.
The final section closes the paper with our
conclusion as well as future works.

2. Literature Reviews

The two focused M-learning problems of this
research is in dire need of a concrete solution as
these ‘wireless mobile technologies for education’
are still incredibly diverse and incompatible tdiyfu
achieve a large scale impact on learning [2]. Nokia
had even suggested several usability principles due
to the lack of formal instructional design strag=gi
and principles in current M-learning standards yoda

[3].

Games technology had always been connected with
researches on motivations since E-learning and the
same integration interest had attracted researchers
for M-learning. The MobileGame prototype [4] for
example, focused on location-based learning games
in a university setting while others like Savanish

are more focused on role-play and simulation.
However, most of these researches are not entirely
focused improving the learning standards, espgciall
for higher education institutions level [4]. Forigh
reason, principles and methodologies especially for
utilizing games to maintain their engagement aspect
in the learning environment need to be further
researched and established [6].
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One of the most prominent game genres that can
deliver such engagement and immersive values is
Massive Multiplayer Online Games (MMOG) [7]
which is one of the focuses of our research.

The integration of instructional content had also
been noted as one of the important principles that
should be taken into account during pedagogical
considerations of M-learning [8]. This is because
currently there is a dearth of suitable M-learning
content, not to mention that user management,
access control and activity management receive too
little systematic attention at the institutionalvéé

[1]. Unless proper planning is done in consideretio
towards issues of pedagogical changes, motivational
values, strong instructional methodology, and issue
on technical features, future M-learning desigres ar
going to face a lot of difficult challenges.

Thus the test here is to design and develop aaetev
learning environment, based on sound pedagogical
principles that will ensure the optimization in tkle
learning environment [9].

3. The Proposed MM OM Architecture

Basing our development framework from the
general architecture of M-learning [10], we propose
our MMOM (Massive Multiplayer Online M-
learning) research architecture in Figure 1. Th&t fi
set of process is on the gathering of relevant
information to be used in the research. These
information are gathered from classroom
observations, literature reviews, and testing of
currently available M-learning systems, E-learning
systems, MMOGs and instructional design
prototypes. The second set is the integration
processes which consist of (A) the integration of
teaching/learning data collection into the Content
Management (CM) section of E-learning
Management System (ELMS); and (B) the
integration of MMOG environment data collection
into the presentation layer of ELMS.
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In Integration (A), we propose to base it on Savery
& Duffy’s Eight Principles of Instructional Design
[11] as we believe that the general design of M-
learning is consistent with these principles inmer

of its learning approach and strategies and is table
facilitate the development of our research.
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Figure 1: Proposed MM OM Architecture

Looking into Integration (B), we propose to base it
on Preston’s six key points of establishing a low-
bandwidth, MMOG-style interface [7] which
emphasizes on adopting the compelling and
engaging nature of the game genre. We believe that
the key points will not just significantly motivate
the students on continuous learning due to its
MMOG-style immersive nature, but it will also help
to foster a more committed, engaged attitude among
the learners to be more active in class partiopati
with the teachers, other students and all the el&sne

in the virtual environment. The third set is the
adaptation processes which consist of (C) the
adaptation of the prior implemented E-learning
materials from the ELMS into the M-learning
Management System (MLMS). Subset (D) is the
adaptation of the ELMS’s MMOG Environment into
the Mobile Presentation Layer of the MLMS. The
adaptation development schemas will be determined
later in the development stage after the ELMS
integration process is completed. The final process
the implementation of the dual-integration system
into mobile devices and testing the system witlt-rea
life test subjects.
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4. Conclusion and Future Works

Despite the presence of the focused problems, we
believe that there is no doubt M-learning has
potentials to excel even further using our proposed
framework and can be generic enough to be tailored
into many fields of today's higher education
institutions. Furthering our research, we plan to
integrate the relevant data collection into the
Content Management section and the MMOG
Environment in the E-learning Management System
before adapting it in the Mobile Learning
Management System.
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