Association for Information Systems

AIS Electronic Library (AISeL)
2012 Proceedings

SIGED: IAIM Conference

2012

Understanding learners’ social and psychological
needs in a mobile learning environment
Dezhi Wu
Southern Utah University, wu@suu.edu

Iris Reychav
Ariel University Center, irisre@ariel.ac.il

Follow this and additional works at: http://aisel.aisnet.org/siged2012
Recommended Citation
Wu, Dezhi and Reychav, Iris, "Understanding learners’ social and psychological needs in a mobile learning environment" (2012). 2012
Proceedings. 8.
http://aisel.aisnet.org/siged2012/8

This material is brought to you by the SIGED: IAIM Conference at AIS Electronic Library (AISeL). It has been accepted for inclusion in 2012
Proceedings by an authorized administrator of AIS Electronic Library (AISeL). For more information, please contact elibrary@aisnet.org.

Wu, Reychav

Understanding Learners’ Social and Psychological Needs

UNDERSTANDING LEARNERS’ SOCIAL AND PSYCHOLOGICAL NEEDS IN A
MOBILE LEARNING ENVIRONMENT
Dezhi Wu
Department of Computer Science & Information Systems
Southern Utah University
Cedar City, UT 84720, USA
Email: wu@suu.edu
Iris Reychav
Department of Industrial Engineering and Management
Ariel University Center
Ariel, Israel
Email: irisre@ariel.ac.il

EXTENDED ABSTRACT:
New technologies and digital media have significantly impacted learning (Gee, 2009). The advancements
of mobile technologies have blurred the notion of traditional learning environment, since students can
interact with their course materials on-the-go, which makes it possible to learn anywhere and anytime
(Traxler, 2010). Due to its impact on leveraging the cognitive engagement to enhance learning, the use
of new mobile technology in education and training has contributed to its added value for innovative
learning (Ellis and Barrs, 2008). Previous studies defined mobile learning as being "just-in-time" situated
learning, which is mediated through digital technology in response to the needs of the user (Traxler, 2010;
Laurillard, 2007). However, what makes mobile learning different from other forms of technologysupported learning is the way it can mediate and facilitate the learning experience (Peters, 2009). More
recently, with the launch of new mobile technologies (e.g., iPad, iPhone, Android Phone etc.), schools
and training sectors have started to adopt these technologies for education. Therefore, it is important to
understand how recent mobile technologies can effectively support learning in order to engage today’s
tech-savvy learners.
Needs are considered as one important aspect of personal psychology that shapes new media behavior.
Uses and gratifications (U & G) theory to media use assumes that audiences are aware of their social and
psychological needs and actively seek the media to fulfill them (Palmgreen, 1984). Scholars have started
to recognize the importance of applying the U & G theory to new media and digital technologies
(Ruggiero, 2000) and recent Internet-related research (Ko et al., 2005; LaRose and Eastin, 2004; Chen,
2010). Ruggiero argues that "as new technologies present people with more and more media choices,
motivation and satisfaction become even more crucial components of audiences analysis" (p. 14). The U
& G is beneficial in exploring these questions because its principle elements include people’s
psychological and social needs as well as how media can gratify needs and motives to communicate
(Rubin and Bantz, 1987). The U & G holds that multiple media compete for users’ attention, and audience
members select the medium that meets their needs, such as a desire for information, emotional
connection, and status (Tan, 1986).
The purpose of this research is to utilize the U & G theory to explain the impact of learners’ social and
psychological needs on learning through today’s cutting-edge mobile technologies. The U & G theory can
be said to be a user-centered approach. According to the U & G theory (Marston, 2010), users’
gratification needs can be broken down into five categories: (1) cognitive needs, which reflect a need to
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structure relevant situations in meaningful and integrated ways; (2) affective needs, which include all
kinds of emotions, such as pleasure and other moods; (3) personal integrative needs, which belong to the
self-esteem need as to their status and gain credibility, stability and status; (4) social integrative needs,
which indicate the need to socialize with others in society; (5) tension-free needs, which refer to the need
to escape and relieve tension.
In this research, based on the U & G theory, we will propose an in-depth conceptual research framework
that integrates learners’ gratification needs in a mobile learning environment in order to effectively engage
students for innovative learning. In general, we assume that learners’ cognitive, affective, personal and
social integrative, and tension-free needs will have a positive relationship with their learning outcomes
obtained in a mobile learning environment. We plan to conduct a field study with college students in an
iPad-equipped university campus. A pre- and post-questionnaire will be designed based on the proposed
research model. The pre-questionnaire will be sent to students before their mobile learning starts, and the
post-questionnaire will be filled out at the end of mobile learning period (which is one semester). We will
also conduct field observations on site. Since abundant campus resources and time are required to set up
its mobile infrastructure and to conduct faculty and staff training at the targeted university in Fall 2012, the
initial data collection is expected to take place in Spring 2013. Once data are collected, we will use a
structural equation modeling (SEM) approach to analyze data and to examine the overall research model.
We expect that the study findings will provide useful guidelines for higher education sectors to adopt
today’s cutting-edge mobile technologies into classrooms and other campus facilities. Moreover, from a
pedagogical point of view, this study will offer practical hints to educators for designing and implementing
interfaces and multimedia course contents in mobile devices to actively involve students for achieving
higher-order learning outcomes.
Currently this study is still in a very preliminary stage. By the time to present at SIGED meeting in
December, we should have a solid study plan ready to discuss with the meeting participants.
REFERENCES:
Chen, G. M. (2010) “Tweet This: A uses and Gratifications perspective on How Active Twitter User
Gratifies a Need to Connect with Others,” Computers in Human Behavior, 27, pp. 755-762.
Ellis, S., and M. Barrs (2008) “The Assessment of Creative Learning,” In J. Sefton-Green (Ed.), Creative
Learning, London: Creative Partnerships, pp. 73-89.
Gee, J. P. (2009) “Digital Media and Learning as an Emerging Field, Part I: How We Got Here,”
International Journal of Learning and Media, (1)2, pp. 12-23.
Ko, H., Cho, C., and M. S. Roberts (2005) “Internet Uses and Gratifications: A Structural Equation Model
of Internet Advertising,” Journal of Advertising, (34)2, p. 57.
Laurillard, D. (2007) “Pedagogical Forms for Mobile Learning,” In Pachler, N. (Ed.), Mobile Learning:
Towards a Research Agenda. London: Institute of Education University of London.
LaRose, R., and M. S. Eastin (2004) “A Social Cognitive Theory of Internet Uses and Gratifications:
Toward a Model of Media Attendance,” Journal of Broadcasting and Electronic Media, (48)3, pp. 358–
377.
Marston, C. (2010) “Generational Insights: Practical Solutions for Understanding and Engaging a
Generationally Disconnected Workforce,” United States.

2
Proceedings of the AIS SIG-ED IAIM 2012 Conference

Wu, Reychav

Understanding Learners’ Social and Psychological Needs

Palmgreen, P. (1984) “Uses and Gratifications: A Theoretical Perspective,” In R. N. Bostrom (Ed.),
Communication yearbook 8 (pp. 20–55). Beverly Hills: Sage.
Peters, K. (2009) “M-learning: Positioning Educators for a Mobile, Connected Future,” In M. Ally (Ed.),
Mobile Learning: Transforming the Delivery of Education and Training, Vancouver: Marquis Book Printing.
Rubin, A. M., and C. R. Bantz (1987). “Utility of Videocassette Recorders,” American Behavioral Scientist,
30, pp. 471-485.
Ruggiero, T. E. (2000). “Use and Gratification Theory in the 21st Century,” Mass Communication &
Society, 3, pp. 3-37.
Tan, A. S. (1986). Mass Communication Theories and Research, (2nd ed.). Columbus, OH: Grid
Publications.
Traxler, J. (2010). “Sustaining Mobile Learning and Its Institutions,” International Journal of Mobile and
Blended Learning, (2)4, pp. 58-65.

3
Proceedings of the AIS SIG-ED IAIM 2012 Conference

