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Abstract-This paper is part of a larger study on an attempt to develop a mobile application for basic Mandarin 
communication (App-MFoL). App-MFoL is developed with the intention to assist Malay speakers to learn and acquire the 
Mandarin language, focusing the basic communication competencies of listening and speaking.  App-MFoL applied 
technology enhances approaches to learn Mandarin in a more engaging manner.  The development framework of App-MFoL 
is designed using the ADDIE Instructional Model, which is modified according to the needs of the study. ADDIE consists of 
five phases: analysis, design, development, implementation and evaluation. This paper discusses the design phase in the 
development of App-MFoL. The design phase focuses on 4 important aspects, namely learning strategy, mobile learning 
features in App-Mfol, learning content, and learning motivation. 
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I. INTRODUCTION 
 
With the vast and fast development in modern 
technology, new challenges and demands in the 
teaching and learning approaches used are greatly 
highlighted by scholars, educators and learners [1]. 
As one of the effective approaches adopted by many 
educators and learners, mobile learning has become 
an important educational technology component in 
education. According to Jones, mobile learning as a 
learning with enhanced capabilities have dramatically 
increased the interest level, including among 
language educators [2]. Mobile learning as a kind of 
learning model allows learners to obtain learning 
materials anywhere and anytime using mobile 
technologies and the Internet.  It has the potential to 
increase learners’ performance by making learning 
accessible. Mobile learning technologies eliminates 
geographic boundaries. Mobile devices such as 
laptops, personal digital assistants, and mobile phones 
have become a learning tool with great potentials 
[3][4], inside or outside the classroom. Furthermore, 
advances in handheld devices have facilitated the use 
of multimedia in mobile applications, which allows 
mobile learners to have access to a wide variety of 
richly diversified learning resources [5]. Thus, it is 
believed that students can learn and acquire language 
skills in a more dynamic and meaningful way and not 
just tied to the rules of language  
 
as a means of learning a language when mobile 
learning is integrated in the teaching and learning 
processes. In the study of Lin and Fan [6], most of the 
perceived that learning with mobile application is fun 
and effective. it is claims that the lack of authentic 
and meaningful opportunities for language practice 
outside the classroom has always been characterized 
as a limitation in language instruction. Recognizing 
that changes in teaching and learning methods are 
growing in parallel with modernization, learning 

Mandarin with mobile devices with the software 
named Apps Communication Basic Mandarin Apps 
(App-MFol) is developed. It is, a mobile application 
for learning Mandarin as a foreign language, 
intentionally designed for Malay speakers. This paper 
is a description of the design of the mobile learning 
language project to improve learners’ Mandarin 
communicative competence.  language. This paper 
focuses on the development stages involved in the 
production of the App-MFol.  
 
II. LITERATURE REVIEW 
 
i. Mobile language learning apps. Apps that are 
designed specifically for language learning are 
classified as mobile language learning apps, 
regardless of the types of content and the choice of 
pedagogical approach [1]. In the case of mobile 
language learning apps for Mandarin, there are some 
mobile apps which are developed for learning 
Mandarin through various approaches. For example, a 
research group directed by Tian [7] across Beijing 
and California studied 25 traditional Chinese group 
games in aim to design two group-learning games on 
mobile phones, namely the Drumming Stroke and the 
Multimedia Word; Shih, Chen and Li [8] had 
developed a mobile Mandarin learning system by 
adopting the theory of inventive problem solving or 
TRIZ; while a R&D team led by Darren Edge had 
been designing mobile learning app for Mandarin. 
They created the Micro Mandarin app to provide 
contextually relevant content; based on micro-
training and micro-learning approaches [9]. Besides, 
they also invented a game named Tip Tap Tones to 
help learners acquire the tonal sound system of 
Mandarin Chinese [10].     
ii. Contextual language leaning approach.  
Contextual learning is recognized as one of the 
potential language acquisition approach. According to 
Wenger and Lave [11], when learners are situated in a 
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realistic context, they will actively construct 
knowledge for use in the specific context. According 
to many scholars, multiple stimuli upon the principles 
or theories to be learnt could be provided through 
authentic learning environment or context, and this 
would require context-dependent and interconnected 
knowledge [12]. Many scholars also believed that 
variability in learning events which are afforded 
through authentic context may yield better 
construction and generalization of knowledge among 
the learners [12][13]. Through this, learners would 
improve their recall of learning outcomes as the 
stimuli shown during the recall; for instance, an 
authentic context would be familiarized to learners 
because they had learned the contents in appropriate 
contexts. Thus, for adult learners who can make sense 
of real life contexts, they should be guided to 
construct their own language acquisition, e.g. what to 
say and how to say as to communicate in a specific 
context [1]. In practice, De Jong, Specht and Koper 
[14] based on their reviews on the current supporting 
systems for mobile contextualized learning, they had 
proposed a five-dimension design approach, which 
covers content, context, information flow, pedagogy 
model and purpose for mobile app creation.  
iii. Mobiles features for learning. It is known that 
most of the mobile devices have various distinctive 
features that may be able to enhance the effects of 
certain pedagogies, such as self-directed learning. 
Features like individualized interfaces, context 
sensitivity, instant feedback , real-time access to 
information  are important for effective learning with 
information technology to ensure effective learning 
[15][16]. Thus, the mobile learning software must 
have the ability to integrate mobile devices with 
suitable instructional strategies and match the unique 
features of mobile devices to the objectives of 
specific pedagogic challenges to maximize the impact 
of those features on learning outcomes. Mobile 
learning promotes and encourages students to learn 
according to their time and liking. It enables learners 
to learn in a variety of scenarios; besides, that they 
can switch from one scenario or one context to 
another effortlessly and quickly [17]. According to 
Traxler [18], mobile learning features three essential 
elements, the personal, contextual and situated. 
 
III. THE DESIGN OF APP-MFOL 
 
App-MFol is a mobile application to assist Malay 
students and Malay language speakers to learn and to 
acquire Mandarin communication competencies, 
namely speaking and listening skills, through 
contextual dialogs, multimedia graphics and language 
games. Apart from the contextual learning approach, 
the design of App-MFol ais grounded on the 
conversation theory, which depicts the process of 
knowing conversation as a continual sequence within 
and between entities, which include individuals, 
groups and technologies [19]. The Development 

Framework of App-MFoL software is designed using 
ADDIE Instructional Model [20] which is modified 
according to the needs of this study. ADDIE model 
has five phases: analysis, design, development, 
implementation and evaluation, as shown below, 
Figure 1. 
 

 
Figure 1: ADDIE model 

 
This framework is followed to ensure App-MFol 
software can be develop as planned. In the design 
stage, the content and software are highlighted.  
Based on the literature reviewed, 4 important aspects 
have been highlighted and followed while drafting 
the contents and software, as described below: 
i. The theory of language learning strategies. The 
learning theory of Behaviorist [21]is used as a base 
since App-MFol is built in stages of language 
learning and games. Therefore, elements of mimicry 
and repetition are adopted with the aim to provide 
knowledge of the language to the target group and to 
enhance the language communicative skills. In view 
of this, the software is at the level of basic skills in 
Mandarin. The main proposed basic level skills are 
listening and speaking; repetitions and mimicry 
functions for listening and speaking enhancement are 
embed.  
ii. Learning content. With the target users in view, the 
Malay speakers as a foreign language, identifying the 
content to be delivered in App-MFol is focused.  The 
learning content is selected and designed after a 
process of document analysis, comparing the contents 
of the books and modules to learn Mandarin as a 
foreign language. Based on the literature reviews and 
analysis, App-MFoL focused on 7 contents, namely: 
1) Hello; 2) Where do you live?  3) We are family; 4) 
How old are you?  5) What day is today?  6) 
Shopping; 7) Pay. For each content, colorful 
contextual graphics with dialog were drawn. 
Utterances of each dialog were embedded with 
recording. Each dialog utterance is designed with a 
speaker button to replay the recording. The learners 
will be learning the contextual content and skills 
through various multimedia interactive dialogs and 
multi levels language games, as in Figure 2. Each 
contextual content learning will be supported with a 
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few language games under games modules. Samples 
are shown above in Figure 3. 
 

 
Figure 2: learning modules with contextual interactive dialogs 

 

 
Figure 3: samples of language games with single task 

 
iii. Features in App-MFol. Colorful contextual 
graphics, sound recordings of learning contents are 
included to produce multimedia contents. Besides, 
various game based language activities and 
assessment which aims to stimulate learning 
motivation and strengthen students’ engagement are 
designed; In App-Mfol, features like ‘drag and drop’, 
‘type’, ‘clicks’, are types of games used in the 
software; instant feedback features are highlighted 
and embedded to engage meaningful learning. With 
the intention to motivate students’ learning, some 
learning modules in games are locked, for example 
game modules 2 to module 7. Learners can play the 
language game in modules 1 and 2 freely without any 
condition. But when the player would like to use 
game modules 2 to 7, These modules can be opened 
with a condition. The learners need to learn and 
master the language skill in modules 1 and 2, by 
playing the language games with high correct 

answers to enable them to open and play those 
language games.  Samples are shown as in Figure 4. 
 

   
Figure 4: samples of language games and locked language 

games 
 

 
Figure 5: samples of language games with multiple tasks 

 
iv. The varieties and different difficulty level of 
language learning content and activities are 
considered to meet the learning objectives. Story 
board for software contents were designed. One of 
the ways of controlling the difficulty level of the 
game is time allocation. The shorter the time 
allocated, the degree of difficulty is higher. Another 
way to determine the level of difficulty of the game is 
the number of tasks assign to the learner. For example, 
the game shown in the Figure 4, the learner is 
required to listen a few utterances at a time to collect 
the items mentioned in a limited time allocated. 
 
CONCLUSION 
 
App-MFol is an attempt to develop an educational 
mobile learning application using ADDIE 
development framework, trying to bring together 
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mobile hardware and software, lessons content, 
teaching methods, and educational goals, with the 
intention to provide an alternative in acquiring 
Mandarin communicative skills for Malay speakers. 
As there are thousands of mobile apps in the google 
play and app store for androids and apples device for 
Mandarin learning, there is only handful for Malay 
speakers which uses Mandarin and Malay as the 
medium. Based on the initial findings of the 
developing and testing of App-MFol, it is recognized 
that more in depth research is needed to ensure the 
positive impact to the learners can be optimized. 
Besides, more mobile apps to learn Mandarin 
communicative skills are needed for androids and 
apple devices to provide more choices for the Malay 
learners and to motivates educators to become 
invertors and not just merely users. 
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