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Abstract: This study shares the process of participant in developing TutorMandarin, which provides online Chinese 
language teaching service by official website and APP platform. The main contribution of this action research is how to 
assist user experience and user interface designers of TutorMandarin to distinguish the features of E-learning and M-
learning. Furthermore, designers can use user-centered design to revise existing User Interface after analyzing User 
Experience. Through the process of this action plan, it offers designers a reference from academic and practical perspectives. 
It provides designers a reference when developing M-learning UI. Moreover, it can result in positive influence for industry, 
company and individual. 
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I. INTRODUCTION 
 
In the light of the development of technologies, people 
using technology to learn have become a global scale. 
The evolution in education and training at a distance 
can be characterised as a move from d-Learning 
(distance learning) to E-learning (electronic learning) 
to M-learning (mobile learning). These three stages of 
development correspond to the influence on society of 
the Industrial Revolution of the 18th to 19th centuries, 
the Electronics Revolution of the 1980s and the 
Wireless Revolution of the last years of the 20th 
century [1]. However, many E-learning software had 
been launched on the Internet, most of designers 
didn’t have a reference about designing suitable User 
Interface (UI) for E-learning, let alone M-learning.   
The M-learning is an emerging concept as the 
development of and adoption rate of mobile 
technologies increase rapidly on a global scale.  With 
a perspective offered by historical data, the story of 
smartphone and tablet growth is truly amazing. By the 
end of 2013, 6% of the global population will own a 
tablet, 20% will own PCs, and 22% will own 
smartphones (Figure 1.1). On the other hand, the 
popularity of smart devices had influenced M-learning 
become an emerging concept over the past few years. 
Educationists are starting to explore more and more 
with mobile technologies in teaching and learning 
environments [2].  

 
Figure1.1 Global Devices’ Penetration Per Capita 

Jesse[3] pointed out that UI design is all about 
selecting the right interface elements for users. 
Interface elements include Checkboxes, Radio 
buttons, Text fields, Dropdown lists, action button and 
so on.  
 
This selecting action is trying to accomplish and 
arranging the right interface elements on the screen in 
a way that users will be readily understood and easily 
used. As a result, successful interfaces are those in 
which users immediately notice the important stuff. 
Unimportant stuff, on the other hand, doesn’t get 
noticed—sometimes because it’s not there at all. One 
of the biggest challenges of designing interfaces for 
complex systems is figuring out which aspects the 
users don’t need to deal with and reducing their 
visibility (or leaving them out altogether). Therefore, 
when designers want to develop a software Interface, 
how to empathize with users becomes an important 
mindset. UX is the foundation of designing great UI 
and it can help designers to clarify what users want 
and need (Figure 1.2). 
 

 
Figure1.2 Distinguish items of UX and UI 
(Source: Deb MacKenzie, 2014 [4]) 

 
In summary, this study will closely involve with this 
research background and give an overall 
understanding of how best to design UI for M-
learning for UX/UI designers.Selecting a Template 
(Heading 2) 
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II. LITERATURE REVIEW 

 
Features of E-learning and M-learning 
 
There are common features in E-learning and M-
learning. Both of them are student-centered 
teaching/learning process. They also use technological 
devices for the teaching/learning process. Besides, 
they happen away from school, and use wireless 
networks.  
In the following content, we’ll explore disparities 
between E-learning and M-learning in 6 domains 
(Figure 2.1), includes: aim, approach, medium, 
content & design, duration and user access. 

1. Aim: The aim of E-learning can make learners 
know retention of specific skills, or in-depth 
knowledge on a subject. M-learning includes instant 
accessibility of information and quick knowledge 
distribution.  

2. Approach: E-learning is formal and M-learning 
is informal. The formal model is everything driven by 
external entity such as an individual, a school, a 
college, a company etc. On the other hand, informal 
learning happens naturally and as a consequence of a 
person being motivated and wanting to learn. In that 
sense, informal learning is driven by the individual 
his/herself [5]. 

3. Medium: E-learning is limited by computer or 
laptop. M-learning involves using handheld devices 
such as mobile phones, iPods and Personal Digital 
assistants (PDAs) to facilitate and enhance the 
learning process [6]. m-Learning provides flexible 
access to learning and if carefully designed can 
overcome some of the limits of the Human–Computer 
Interaction community[7]. 

4. Content & Design: The content of E-learning, it 
need to considered that detailed information and 
graphics. On the other hand, usage of media, videos 
and game-based learning are included in designing E-
learning. To design M-learning, according to Sharples 
et al., [8]the first requirement is portability. If it is 
portable, it supports learning anywhere and anytime. 
Another requirement is its connection to an individual. 
This means that learning occurs as an individually 
study. Moreover, a learner should be able to retrieve 
knowledge without the technology becoming a 
deterrent. Communication must be available with 
friend, teachers and experts. When design an M-
learning tool, it must adapt to learners’ development 
in their skills and knowledge. Persistency is another 
requirement, as there must be persistence of learning 
despite the technological development. To be useful is 
another important requirement for M-learning. The 
last requirement is to be user-friendly. 

5. Duration: Due to the fact that M-learning is 
operated on mobile devices, and E-learning is showed 
on PC or laptop. The duration of E-learning and M-
learning are not the same. The duration of E-learning 
may provide learners over 20 minutes to 1 hour and 

M-learning have to care about users’ habit keeping in 
10 minutes. 

6. User access: M-learning is considered to change 
the state of affairs that the E-learning is suffering; the 
lack of infrastructure for accessing the internet in 
developing countries and the learners’ mobility. In M-
learning, learning can happen anywhere and at 
anytime without having the permanent wired 
connections to Ethernet, internet or cable networks 
[9]. 

 
Figure 2.1 Disparities between E-learning and 

M-learning in six domains 
 

Even though this study listed the disparities between 
E-learning and M-learning in six domains from 
academic papers, the author still need to dig out 
differences in real internship experience. After 
operating software in PC and smart devices, this 
section is revised in some characteristics. 
 
User experience in using APP 
 
Lyndon Cerejo[10] integrated mobile user experiences 
within the following components: 

(1) Finctionality: When users operate with tools 
and features that allow users to complete tasks and 
achieve their goal individually. (2) Information 
Architecture: When users operate with arranging the 
functionality and content into a logical structure to 
help users find information and complete tasks, 
including navigation, search and labeling. (3) Content: 
It is the various types of material in different formats, 
such as text, images and video, that provide 
information to the user. (4) Design: When developers 
want to make great UX, they need to do with the 
visual presentation and interactive experience of 
mobile, including graphic design, branding and layout. 
(5) User Input: Which should be minimized on mobile 
devices and not require the use of both hands. (6) 
Mobile Context: A mobile device can be used at 
anytime, anywhere. The mobile context is about the 
environment and circumstances of usage — anything 
that affects the interaction between the user and the 
interface, which is especially crucial for mobile 
because the context can change constantly and rapidly. 
(7) Usability: This is the overall survey of what is the 
performance of the information architecture, design, 
content and other elements work together to allow 
users to complete their goals. (8) Trustworthiness: 
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This relates to the level of confidence, trust and 
comfort that users feel when using a mobile website or 
app. (9) Feedback: When users execute function, APP 
has to do with the methods for attracting users’ 
attention and displaying critical information. (10) 
Help: Including the options, products and services that 
are available to assist the user in using the website or 
app. (11) Social: The goal must create a sense of 
social participation, that enable user interaction and 
that facilitate sharing on established social networks. 
(12) Marketing: Which and where can make users find 
a website or app and the factors that encourage 
repeated usage. 
UX of operating mobile devices is still a developing 
field, and opportunities for improvement continue to 
emerge. This section presented an overview of the key 
elements of the APP user experience, along with some 
guidelines to get started in each. Focusing on these 
individual elements will help designers create great 
overall APP user experiences for our users. 
 
Trends in designing APP user interface 
 
In general, mobile app design trends change according 
to the appearance of new operating system versions 
and companies release on the new phones, best device 
models. (People are looking for the best models 
around new phones with new upgrade, including the 
latest Android phones, best new iPhones and best new 
Windows phones in different device manufacturers 
like Apple phones, Microsoft phones, Google phones, 
Samsung phones, Sony phones, HTC phones, LG 
phones and more.) 
After integrating several famous UI designers’ 
comments in the trend of designing UI in 2017, the 
following elements are common points from their 
opinion: 

(1) Flat design (2) Simple style (3) Emphasis on 
Typography (4) Material Design (5) Dynamic 
Animation (6) Subdued Color Contrast 
 
III. METHODOLOGY 
 
User-centered design 
 

User-centered design (UCD) is an ordinary term 
for a philosophy and methods which focus on 
designing for and inviting users to participant in the 
design process[11]. The ways in which users 
participate are various when designers use tools to 
execute the process. 

 
Figure 3.1: The process of user-centered design 

(Source: Tristan Weevers, 2012) 

The following are the general phases of the UCD 
process, and it is a circle depending on designers’ 
judgments when they find somewhere need to be trace 
and work with users (Figure 3.1): 

1. Analysis  
2. Design  
3. Evaluation  
4. Implementation 
 

User centered design canvas and analysis 
 

User Centered Design Canvas (UCDC) is the basic 
of analyzing UX. UCDC is divided into 9 fields 
(Figure 3.2). Done with the user-centered approach in 
mind, the users field was placed at the very heart of it. 
The left side of the canvas focuses on the users, the 
right side on the business. Following the logical order 
of analysis, the canvas enables creating a one sentence 
summary in the form of Unique Value Proposition. 

 

 
Figure 3.2 nice field of UCDC 

(Source: LeszekZawadzki, 2016[12]) 
 

(1) Business: Includes the name of short description of 
the analyzed APP. (2) Users: Young foreigners who 
want to learn Chinese (3) Problems: UI of APP beta 
version need to be revised. (4) Motives: Learn in 
anywhere, anytime. (5) Fears: unsuitable UI may 
possible anxiety the users (6) Solutions: Improve 
existing version of M-learning UI (7) Alternatives: 
Arrange design elements in UI. (8) Competitive 
Advantages: Add UX into UI to optimize M-learning 
service (9) Unique Value proposition: To integrate M-
learning property UI in user interface yield. 

 
Parallel Design 
 
After analyzing UX, this step is start to use the 
parallel design technique. Every designer creates an 
initial design from the same set of requirements. Each 
designer works independently and, when finished, 
shares his or her concepts with the group. Then, the 
design team considers each solution, and each 
designer uses the best ideas to further improve their 
own solution.  
This process helps to generate many different, diverse 
ideas and ensures that the best ideas from each design 
are integrated into the final concept. Parallel design 
allows for: 
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(1) A range of ideas to be generated quickly and 
cost effectively. (2) Several approaches to be explored 
at the same time, thus compressing the concept 
development schedule. (3) Concepts generated to be 
combined so that the final solution benefits from all 
ideas proposed. 
 
IV. RESULTS 
 
This study involves in two yields, one is in education 
and another is design realm. In education yield, this 
study tries to trigger M-learning in long distance 
learning. The goal is to clarify the features of E-
learning and M-learning so that can aid educationist 
and designers to eliminate confusion between E-
learning and M-learning. On the other hand, the 
results of this study can help UX/UI designers have a 
reference when they develop UI for M-learning based 
on UX. This idea is anticipated to assist educationists 
and designers to imagine a framework in designing 
M-learning UI. Based on this ideal state, this study is 
expected to create cross-border integration and enter 
in potential E-learning market (Figure 4.1). 

 

 
Figure 4.1 Cross-domain innovation can create business 
 

Contribution to TutorMandarin is to help UX/UI 
designers to excavate and solve problems when 
developing web and APP platforms. Moreover, 
author can help the UX/UI designer of 
TutorMandarin to clarify the trend of E-learning and 
provide research results to revise the beta version of 
TutorMandarin APP. The ultimate goal of analyzing 
UX is to help developers and designers make accurate 
decision and the anticipated contribution to is to 
revised and give an overall suggestion for the UI of 
beta version of TutorMandarin (Figure 4.2).  

 

 
Figure 4.2The UI of TutorMandarin 
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