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Abstract—Information Communication and Technology or ICT becomes a part of education. Educators can take advantages 
of ICT by using ICT in learning process. Moreover, mobile learning also becomes useful for education because devices are 
more mobility, user friendly and most of students have the mobile devices to get into online such as smart phones or tablets. 
The programs in mobile devices are called application. There are many categories of applications for example applications for 
entertainment, application for news, application for communication, application for education and etc. A revision of Bloom’s 
Taxonomy is the classification statements of learning objectives in cognitive domain to six categories: remember, understand, 
apply, analyze, evaluate and create. The creating is the highest order thinking skill from the taxonomy. The applications for 
education and instructional design are feasible for achieving the creating in learning objectives. So, in this paper aims to 
propose the creating by using application for education model which consist of 6 components: learning objectives, teachers and 
students’ roles, applications for education, devices, supports and evaluation and 4 stages of procedures: introduction stage, 
teaching and learning stage, conclusion stage and assessment stage.   
 
Index Terms—Creating, Bloom’s Taxonomy, Revision of Bloom’s Taxonomy, Application for Education, Application in 
learning, Instructional Design 
 
I. INTRODUCTION 
 
As the ICT2020 policy of Thailand is aimed to 
develop human capital in efficiently of creating and 
using ICT and make use of ICT for children’s learning. 
Moreover, the policy requires school to use ICT as an 
educational media or tools for learning [1]. Not only 
ICT2020 policy of Thailand concerns about ICT skill 
for student, but the framework of 21st Century 
Learning also mention about information, media and 
technology skills that we are being spread throughout 
with media and technology. So, the characteristics of 
skills related to information, media and technology are 
effective to students in 21st Century. ICT (Information, 
Communication and Technology) literacy is a part of 
information, media and technology skills scopes to 
apply technology effectively including; using 
technology as a tool to research, organize, evaluate 
and communicate information, using digital 
technologies (computers, PDAs, media players, GPS, 
etc.), communication/networking tools and social 
networks appropriately to access, manage, integrate, 
evaluate and create information to successfully 
function in a knowledge economy, and applying a 
fundamental understanding of the ethical/legal issues 
surrounding the access and use of information 
technologies [2]. Enhancing the soft skill like ICT 
literacy, teachers need to integrate ICT in learning 
process of the subjects or let students learning by 
themselves while teachers are facilitators. Mobile 
learning or M-Learning is learning through mobile 
devices such as smart phones or tablets that can 
improve the effective of learning and ICT literacy.  
Application is a software program in mobile devices. 
There are many categories of applications to meet the 
users’ needs for example applications for 
entertainment, application for news, application for 
communication, application for education and etc.  

 
Bloom’s Taxonomy is the classification statements of 
learning objectives in three domains: cognitive 
domain, affective domain, and psychomotor domain 
[3]. For cognitive domain in a revision of Bloom’s 
Taxonomy has six categories: remember, understand, 
apply, analyze, evaluate and create [4]. The educators 
can use application in learning for many objectives, 
for example, using the application for transform the 
reading from a book to electronic books or e-book that 
application can contain a lot of books, using the 
application to do homework, even using the 
application to evaluate the learning. Therefore, 
students can use the application for education to meet 
the highest order of learning objectives by creating.   
Creating by using application for education aimed to 
give the idea of model on instructional design by 
adopting application for education into learning 
process to achieve the creating in learning objectives.    

I. FRAMEWORK 

 
Fig.1: Framework of Creating by using Application for 

Education 
 
II. REVISION OF BLOOM’S TAXONOMY 
 
Benjamin Bloom is an American’s educator who trusts 
that the effective education must be started with the 
definite educational objectives. The educational 
objectives is a framework for classifying statements of 
what we expect or intend students to learn as a result of 
instruction [5]. He divided the subject matter into three 
domains including Cognitive domain, affective 
domain and psychomotor domain. Bloom created the 
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original taxonomy of the cognitive domain for 
categorizing level of abstraction into six categories: 
knowledge, comprehension, application, analysis, 
synthesis, and evaluation [3], which organize the 
thinking skills from the most basic to the most 
complex.  
In 2001, Anderson, Krathwohl and et al changed the 
original taxonomy. They changed from noun and verb 
in the learning outcomes to two dimensions; one is the 
knowledge dimension that is noun or noun phase for 
subject matter content and another one is cognitive 
process dimension, which use verb or verb phase to 
describe what is to be done with the subject matter 
content. The knowledge dimension consists of four 
knowledge categories from the original three domains 
plus metacognitive knowledge. The four knowledge of 
the knowledge dimension are factual knowledge, 
conceptual knowledge, procedural knowledge, and 
metacognitive knowledge. The cognitive process 
dimension is containing with six categories as the 
original but name of categories were changed to verb 
form related to chosen instructional tasks in 
objectives, moreover, the three categories were 
renamed and the order of two was swapped. The 
knowledge category was renamed to remember. The 
comprehension was renamed to understand. 
Application, Analysis and Evaluation were changed to 
verb form as apply, analyze and evaluate. Synthesis 
changed the order with evaluation and was renamed to 
create.  Therefore, the cognitive process dimension of 
the revised taxonomy consists of six categories are 
remember, understand, apply, analyze, evaluate, and 
create [4].  
The highest order of thinking skills is creating which 
students who can create are able to remember, 
understand, apply, analyze and evaluate the 
knowledge to generate, plan or produce something to 
represent their knowledge. Creating is putting 
elements together to form a coherent or functional 
whole; reorganizing elements into a new pattern or 
structure through generating, planning, or producing 
[4]. Creating requires students to make parts done in a 
new way, propose or review something new and 
different, create a new idea, work or product or invent 
a new project. There are many action verbs of creating, 
for example, adapt, assemble, compose, construct, 
create, design, develop, facilitate, formulate, 
generalize, hypothesize, improve, integrate, intervene, 
invent, manage, modify, organize, originate, plan, 
produce, propose, revise, rewrite, schematize, solve, 
structure, write, and etc. The example of learning 
objectives statement to achieve creating is developing 
an e-book about museum in Bangkok.   

 
III. APPLICATION FOR EDUCATION 
 
Application is a software program in mobile devices 
which user friendly and ease of use to respond the 
users’ need. The mobile applications are divided into 4 
categories as follow, 

 1. Application for communications – These 
applications are used for contact to each other or 
groups which are the social media applications. The 
users can communicate, share photos by using 
application. The examples of application for 
communication are Line, Whats App, Facebook, 
Instragram, etc. 
 2. Application for Education – These applications 
are used for learning or support learning. There are 
classroom management applications, book and 
reference or cloud applications. ClassDojo and Google 
Classroom are the example of classroom management 
application. There are many examples for application 
for education, e.g., iTunes U, Khan academy, 
Memrise, Edmodo, Drive Amazon Kindle, Kahoot, 
etc. 
 3. Application for Entertainment – These 
applications for entertaining like games, movie or 
music applications. The examples of application for 
entertainment are Netflix, Recolor – Coloring book, 
Word charm, Minecraft, Music, etc.  
 4. Application for News – these applications are for 
follow the news around the world. The examples of 
application for News are The New York Times, BBC 
News, CNN Breaking US & World News, weather, 
twitter, etc.   
Applications for education in this paper are 
specifically studied in applications for iOS (iPhone or 
iPad) only. The users can use application for education 
to support learning, encourage students in learning 
activities, or assess the students’ learning 
achievement. As mentioned about revised of Bloom’s 
Taxonomy, the taxonomy consists of six categories of 
learning objectives: remember, understand, apply, 
analyze, evaluate, and create. The applications for 
education can use in learning process to achieve the 
learning objectives, in this paper show how to use the 
applications for education to achieve creating in 
learning objectives. 
The creating applications for education assist users to 
assemble the procedures, compose ideas, construct 
pages, create info graphic, develop e-book, or produce 
video. The applications for education that support 
creating are shown in the table I. 
 
Table I : The examples of creating application for 

education 
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From the table I: The examples of creating application 
for education shown the examples of the application 
for education to use these applications should 
congruence with the proper instructional design to 
achieve creating in learning objectives. 
 
IV. INSTRUCTIONAL DESIGN 
 
Nstructional Design (ID) is systematic approach of 
principles or theories of learning and instruction to 
develop learners to reach the goals of learning in the 
form of learning objectives, plan, learning activities, 
learning materials, resources, and evaluation with 
elements that facilitate learning.  
Robert M. Gagné (1985) [6] proposed a systematic 
instructional design process that focuses on the 
behaviors learning outcomes in nine events. 

1. Gaining attention  
 2. Informing learner of the objective 
 3. Stimulating recall of prerequisite learning 
 4. Presenting the stimulus material 
 5. Providing learning guidance 
 6. Eliciting the performance 
 7. Providing feedback about performance 
correctness 
 8. Assessing the performance 
 9. Enhancing retention and transfer 
Smith and Ragan (2005) [7] described instructional 
design composed of three strategies: Organizational 
Strategy, Delivery Strategy, and Management 
Strategy. In the organizational strategy, Smith and 
Ragan proposed 4 sequencing events in instructional 
framework: introduction, body, conclusion, and 
assessment and expanded nine events of instruction 
that can use with the framework for teachers as 
follows, 
 1. Introduction 
  - Gain attention to learning activity  
  - Inform learner of purpose 
  - Stimulate learner’s attention/ motivation 
  - Provide Overview 
 2. Body  
  - Stimulate recall of prior knowledge 
  - Present information and examples 

 - Gain and direct attention 
 - Guide or prompt use of learning strategies 

  - Provide for and guide practice 
  - Provide feedback  
 3. Conclusion 
  - Provide summary and review 
  - Enhance transfer 
  - Provide remotivation and closure 
 4. Assessment  
  - Conduct assessment 
  - Provide feedback and remediation 
The organizational strategy from Smith and Ragan 
(2005) [7] grouped the nine events of Robert M. 
Gagné (1985) [6] into 4 sequencing events that also 
conjunction with Bloom’s Revised Taxonomy to 
design meaningful learning.   
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V. CREATING BY USING APPLICATION FOR 
EDUCATION 
 
The creating by using application for education model 
is an instructional system design that aims students to 
create which is the highest order in cognitive process 
of Bloom’s Revised Taxonomy by learning through 
the application for education in mobile devices of the 

iOS such as iPhone and iPad. This model comprises of 
6 components: objectives, teachers and students’ roles, 
applications for education, devices, supports, and 
evaluation and 4 steps of instruction: introduction 
stage, teaching and learning stage, conclusion stage, 
and assessment stage. 
 

 

 
Fig. 2: Creating by Using Application for Education Model

 
Fig. 2: Creating by Using Application for Education 
Model shows the components and the steps of 
instruction. 

There are six components of the creating by using 
application for education model. 
 1. Objectives – The learning objectives according to 
Bloom’s Revised Taxonomy that purpose students to 
create something.  
 2. Teachers and students’ roles – What teachers and 
students have to do in every steps of instruction.  
 3. Applications for education – The applications in 
app store that support creating. 
 4. Devices – Mobile devices use for learning. In this 
paper uses iPhone or iPad.  
 5. Supports – The infrastructure including 
classroom, resources, Internet, etc. that supports 
learning with the model. 
 6. Evaluation – The assessment of students’ 
learning achievement by authentic assessment and 
evaluation the using of this model.  
 The creating by using application for education 
model has four steps of instruction.  
 
 1. Introduction stage – This stage aims to prepare 
students, motivatestudents’ learning, give the learning 
objectives, and retrieve the prior knowledge. 
 2. Teaching and Learning stage – This stage 
proceeds learning activities to achieve learning 
objectives. Teachers present content, provide the  
 
 

 
guidance, and provide feedback; while students 
practice and create something teachers are facilitators.  
 3. Conclusion stage – The stage aims to summarize 
knowledge and procedures of creating that students 
gained. Teachers conclude and encourage students to 
transfer knowledge and skills.  
 4. Assessment stage – The authentic assessment will 
be used in this stage to check the achievement of 
students in creating. 
 
CONCLUSION 
 
Applications for Education on mobile devices can use 
to reach the goals of learning to create something.  The 
creating by using application for education model is 
the instructional system design model shows 
components, what are needed for the learning and 
steps, how to use the components in learning. The 
creating by using application for education model 
consists of 6 components: objectives, teachers and 
students’ roles, applications for education, devices, 
supports, and evaluation and 4 steps of instruction: 
introduction stage, teaching and learning stage, 
conclusion stage, and assessment stage.   
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