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Building Mobile Social 
Presence for U-Learning

ABSTRACT

Mobile learning environments are human networks that afford learners the opportunity to participate in 
creative endeavors, social networking, organize and reorganize social contents, learner-created cognitive 
space, and manage social acts anytime and anywhere through mobile technologies. Social interaction 
with mobile technology is very different from Computer-Mediated Communication (CMC) or Web 2.0 
networking technologies. Effective mobile interaction focuses on social-context awareness by integrat-
ing location-based technology, which is unique to mobile technology, not easily found in other types of 
commuting. This chapter proposes a model for mobile social presence consisting of four dimensions: 
enriching social context-awareness, managing location-based communication, personalizing multi-
layered interactivity, and optimizing digital and social identities. Under each dimension there are a 
few suggested strategies or tips to assist educators in integrating them into their mobile instructions to 
enhance the mobile-social presence of learners.

INTRODUCTION

Mobile learning environments are human networks 
that afford learners the opportunity to participate 
in creative endeavors, social networking, organize 
and reorganize social contents, learner-created 
cognitive space (Cornelius & Marston, 2009), 
and manage social acts at anytime and anywhere 
through mobile technologies. Social acts that 
elicit identities, develop awareness (Kekwaletswe, 

2007), cement relationships, ensure connections, 
and promote interactions between and among 
learners are necessary for interactive learning.

Rather than seeing students’ mobile devices 
as a distracting technology, perhaps teachers can 
transform mobile devices into learning devices and 
learning tools. Since we may not have resources 
to provide each student with a computer. Even if 
we could, computers are not personalized enough, 
and are not context specific enough, and are not 
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easily mobilized to enhance learning in disruptive 
and innovative ways, when compared too mobile 
technology.

Social interaction with mobile technology is 
very different from Computer Mediated Commu-
nication (CMC) or Web 2.0 networking technolo-
gies. Researchers (Koole et al., 2010) are aware 
of mobile technology and that through human 
interaction on mobile technology both the user 
and the technology are shaping each other. Mobile 
technology connects learners virtually anytime 
and anywhere while mobile learners utilize it in 
fairly non-traditional ways to interact with each 
other (Kukulska-Hulme & Traxler, 2007), such 
as location-based technology and Augmented 
Reality (AR) etc. Research has shown that mobile 
technology has impacted human social relation-
ships (Jones & Issroff, 2007) and interaction 
both positively and negatively (Rau et al., 2008). 
Mobile learning is more than just integrating 
mobile devices and mobile technologies. Mobile 
learning from an instruction aspect should be 
integrated from four dimensions: Technology 
mobile, Learners mobile, Teachers mobile and 
Instructions mobile.

Mobile social interaction should not just 
integrate mobile technologies to replicate digi-
tal social interaction on computers. Effective 
mobile interaction is more than a replication of 
desktop and laptop computing. Effective mobile 
interaction focuses on social-context awareness 
by integrating location-based technology, which 
is unique to mobile technology, not easily found 
in other types of commuting. With the features 
of location-based technology or Global Position 
System (GPS), mobile learners are able to obtain 
and to enrich their learning context. For example, 
with these technologies, learners can access online 
information specifically related to their current 
location with mobile devices; learners can access 
their social network friends who are nearby to 
collaborate their learning tasks; or learners can 
record the data, such as photos, audio, video, envi-
ronmental data etc., with embedded geo-location 

data layer as their learning content and resources. 
Effective mobile learning design is able to fulfill 
learning in a more ubiquitous manner, with richer 
social awareness that is more personalized, and 
with more meaningful contexts.

MOBILE SOCIAL PRESENCE

Online social presence could be a critical factor to 
the understanding of social interaction in mobile 
learning environments. Although Shin & Lowes 
(2007) preliminarily concluded that active network 
users did not demonstrate higher social presence 
in online discussion. Boulos, & Wheelert (2007) 
& Dunlap & Lowenthal (2009) argued that social 
network technologies would positively relate to 
online immediacy and presence. Online social 
presence should not be overlooked when one 
ponders integrating mobile learning environments 
to improve socio-cultural learning.

Online social presence is the degree of feel-
ing, perception, and reaction of being connected 
by computer-mediated communication (CMC) 
to another intellectual entity through electronic 
media (Tu & McIsaac, 2002) and is explained 
from four dimensions, social context, online 
community, interactivity, and privacy. Network 
social presence (Tu, Yen, Blocher, & Chan, 2012) 
is defined as the degree that network participants 
engage in creating, maintaining, sharing, connect-
ing social content, digital and social identities, 
network linkages, and collaborative community.

Mobile social presence is different from on-
line social presence and network social presence 
in the aspects of control, context-awareness, 
multi-layers, and location-free digital interactions 
(Tu, McIsaac, Sujo-Montes, & Armfield, 2012). 
Mobile social presence is defined as the degree 
of enriching social context-awareness, managing 
location-based communication, personalizing 
multi-layered interactivity, and optimizing digital 
and social identities to other intellectual beings 
through mobile technologies (See Figure 1). Mo-



 

 

15 more pages are available in the full version of this document, which may

be purchased using the "Add to Cart" button on the publisher's webpage:

www.igi-global.com/chapter/building-mobile-social-presence-for-u-

learning/139031

Related Content

Adoption of Mobile Devices in the Australian Healthcare: A Conceptual Framework Approach
Vasundhara Rani Sood, Raj Gururajan, Abdul Hafeez-Baigand Nilmini Wickramasinghe (2018). Technology

Adoption and Social Issues: Concepts, Methodologies, Tools, and Applications  (pp. 954-977).

www.irma-international.org/chapter/adoption-of-mobile-devices-in-the-australian-healthcare/196713

Problem with Multi-Video Format M-Learning Applications
Michael O. Adeyeye, Adebola G. Musaand Adéle Botha (2016). Human-Computer Interaction: Concepts,

Methodologies, Tools, and Applications  (pp. 702-739).

www.irma-international.org/chapter/problem-with-multi-video-format-m-learning-applications/139061

Security Incidents and Security Requirements in Internet of Things (IoT) Devices
Pabak Indu, Nabajyoti Mazumdarand Souvik Bhattacharyya (2024). Human-Centered Approaches in

Industry 5.0: Human-Machine Interaction, Virtual Reality Training, and Customer Sentiment Analysis  (pp.

154-175).

www.irma-international.org/chapter/security-incidents-and-security-requirements-in-internet-of-things-iot-devices/337101

What-If Analysis on the Evaluation of User Interface Usability
Saulo Silva, Mariana Carvalhoand Orlando Belo (2020). Interactivity and the Future of the Human-

Computer Interface (pp. 50-71).

www.irma-international.org/chapter/what-if-analysis-on-the-evaluation-of-user-interface-usability/250745

Length Perceptual Characteristics on Raised-Dot Slippages
Yoshihiko Nomuraand Kazuki Iwabu (2014). Human-Computer Interfaces and Interactivity: Emergent

Research and Applications  (pp. 286-308).

www.irma-international.org/chapter/length-perceptual-characteristics-on-raised-dot-slippages/111763

http://www.igi-global.com/chapter/building-mobile-social-presence-for-u-learning/139031
http://www.igi-global.com/chapter/building-mobile-social-presence-for-u-learning/139031
http://www.irma-international.org/chapter/adoption-of-mobile-devices-in-the-australian-healthcare/196713
http://www.irma-international.org/chapter/problem-with-multi-video-format-m-learning-applications/139061
http://www.irma-international.org/chapter/security-incidents-and-security-requirements-in-internet-of-things-iot-devices/337101
http://www.irma-international.org/chapter/what-if-analysis-on-the-evaluation-of-user-interface-usability/250745
http://www.irma-international.org/chapter/length-perceptual-characteristics-on-raised-dot-slippages/111763

