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Design of Learning Contents Focus on Game to Support the

Mobile Learning

Hyungsung Park, Youngkyun Baek

Korea National University of Education, Dept, of Educational Technology

Abstract

The world is changing fast from the information society to the knowledge society as the amount of

knowledge exploded over through development of the information communication technology. In this
situation, mobile learning based on the mobile devices (PDAs, Cellular phone, Tablet PC, etc) offers the

opportunity to assist each individual and group to learn anytime, anywhere. The purpose of this study is

to discuss development direction of game styled contents for mobile learning. we

introduce the

development direction and prototypes of mobile learning contents focused on game-styled activities as

the alternative to make up for the weak points of the mobile devices.

Keywords: Mobile Learning, Game, Flow
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