Paper

Matin and Parker stated that virtual classrooms allow students and teachers to
communicate synchronously using features such as audio, video, text chat, interactive
whiteboard, and application sharing [1]. Additionally, mobile learning (M-learning)
has become part of a rich mix of new features and facilities in the teaching and learn-
ing process [2]. With the advent and proliferation of the smartphone, M-learning is
reaching new heights with its potential in the learning process, which is just now
being explored and understood [3]. However, after a review of 102 M-learning pro-
jects and 1,469 publications, Frohberg, Goth and Schwabe, stated that there is no
consensus about the definition of the term itself [4]. There are however, countless
conferences and journals marketing to its use, with the first M-learning conference
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Abstract— Mobile learning (M-learning) has become part of a rich mix of
new features and facilities in the teaching and learning process, and with the
advent and proliferation of the smartphone, M-learning is reaching new heights.
In the art world, M-learning is also being explored, and as students can be con-
nected to their teacher from anywhere in the world, there is no longer the need
for a physical studio to learn the magic of art. The researchers therefore set out
to create a course using digital technologies for teaching the Art of Drawing
online. Initially, the researchers made use of the Delphi method to query a panel
of 19 experts in the fields of art education, educational technologists and artists
to gather their input for an online, M-Learning course model. After which, 248
Facebook members belonging to the ‘Society of the Professional Art Teachers
Development of Thailand’ were selected by use stratified random sampling.
From these members, 201 opted to participate in a 2-month M-learning course
concerned with the Art of Drawing. Results revealed that both the experts and
the course students found the use of digital tools such as the iPad, tablet, and
smartphone as very appropriate in learning the Art of Drawing. The same was
true for the applications as well.
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Introduction

taking place in 2002.
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Fig. 1 shows the task model developed for M-learning by Taylor, Sharples, O'Mal-
ley, Vavoula, and Waycott [5], which had its beginnings in activity theory [6], and
was explicitly designed to structure and analyze M-learning — both on a detailed level
and a project meta-level. Both Sharples and Taylor expanded Engestréms model,
which fails to resolve the complex interdependencies and dialectic of learning and
technology [4].
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Fig. 1. M-learning task model
(Source: [5], [7])

Finkelstein also listed five functions that are served by real-time synchronous in-
teraction in a learning environment [8]. These included instruction, collaboration,
socialization and informal exchange, support, and extended outreach. This is support-
ed by Cao, Griffin, and Bai which also suggested that M-learning interaction effec-
tively raises student satisfaction [9], and that "synchronous tools are more effective
for the social' side of education" [10 p. 131].

In the art world, M-learning is also being explored, and as students can be connect-
ed to their teacher from anywhere in the world, there is no longer the need for a phys-
ical studio to learn the magic of art. In fact, M-learning is characterized by the stu-
dents’ mobility, the chance of having localized information, the large amount of data
that can be collected during a learning session, the advantages of the technologies and
the social dynamics that characterize the context in which learning takes place [11].

The Internet has opened up the possibly of exploring the world’s museum treasures
online, and learning through the interaction of instructional material, seminars, online
classes, etc. But can the creation of art be taught with the use of digital technologies
such as smartphones and M-learning? Some think it can.

Austria has been a leading innovator in initiatives to develop ePortfolios, which are
now a central element in national learning policies [12]. In this environment, team-
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work is crucial and ‘copying’ is encouraged. Furthermore, teamwork and community
learning has become a higher motivation for learning then learning as a single person
[13]. With such community learning styles, the possibilities at judging somebody is
expanded. When combined with a LMS (learning management system), the ePortfolio
becomes a good backbone to support different kinds of peer evaluation and coaching
processes [12] [14]. Additionally, mobile phones are being used as online portfolios,
which is a great way to share knowledge and techniques with other students and pro-
fessionals.

M-learning, therefore, is one model that encourages and challenges a learner. In-
ternet searches show that there are 1,000s of art classes being taught online, with
many offered by universities, for-profit colleges, and online course sites like Crea-
tiveLive and Skillshare. Many make use of pre-recorded material, with aspiring artists
paying for courses packaged with personal instructor feedback. Social media plat-
forms such as Instagram and Facebook drive traffic to the sites, which allow short
glimpses of course material.

1.1  Informal Art of Drawing and Creative Self-Expression

Amabile wrote that fostering a creative environment helps children engage in ab-
stract and analytical thinking, sharpens their visual-spatial acuity, and allows them to
be more receptive to out-of-the-box thinking [15]. Also, color can help children de-
velop vocabulary, complex thinking, and keen observation [16]. Studying art and
painting can therefore be a starting point in developing creative human skills and
knowledge, as painting is a path to the dimension of imagination. Even more im-
portant however, is that the art of painting is a search for identity, which creates hap-
piness and protects the identity of the drawer.

In the early 1980's Discipline-Based Art Education (DBAE) emerged as a curric-
ulum, incorporating art history, art criticism, aesthetics and art production, " ... to
produce educated adults who are knowledgeable about art and its production and
responsive to the aesthetic properties of works of art and other objects [17]. Eisner
discussed the idea of DBAE, which is designed to encourage instruction that supports
and expands creative self-expression [18]. DBAE helps a student learn not only how
to create art, but how to respond to, interpret, and judge art. These four disciplines
include aesthetics, art criticism, art history and art production [19-20]. This is con-
sistent with Barkan which stated that the art educator cannot avoid theory, because he
must be guided by it; hence, “he must synthesize the knowledge in art of the artist,
and the knowledge about art of the aesthetician, the critic, and the historian” [21,
p.243].

Early testing of the DBAE curriculum combined with technology was conducted
by Wolf [22]. Using audio-visual programs, art teachers taught US fifth-graders use
of line, color and composition when creating still life drawings. As part of Wolf's
related research, he introduced The National Art Education Association's (NAEA)
1965-66 study which examined the use of audio-visual programs in art education [23].
This early study made recommendations for creating effective programs "...that would
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be aesthetically designed, incorporate contemporary art education theory, and be spe-
cifically planned for use with a specific school population” [23, p.6].

Later studies, such as the 1971 Brouch Study, attempted to fine-tune the use of au-
dio-visual materials, namely slides, in art education. This study was conducted to
investigate the benefits of slide-tape presentations as a supplement in art education,
and to determine whether the use of these presentations effected the outcome of stu-
dent work. In addition, Wolf introduced the Othman study, which evaluated the use of
computer interactive video and its effect on the instruction of college undergraduate
students [22].

Moving into the 21% Century classroom, technology has once again opened up new
frontiers into teaching. Bidarra, Figueiredo, and Natalio examined the potential of
mobile platforms, such as iOS and android, for Portuguese 4™ grade students’ envi-
ronmental studies classes [24]. Preliminary results revealed very good usability and
promising pedagogical potential in the proposed models. This was consistent with
Usal and Sirin which reported that M-learning devices and technologies, have had
broad repercussions in the teaching-learning process in art education in Turkey, as it
opens significant opportunities for art education and the potential to provide alterna-
tive perspectives [25]. M-learning therefore, makes it possible to work with different
kinds of virtual materials, and to display learning products at any time and place.

1.2 Informal Art through M-learning

Although the development of an informal process of learning art through M-
learning is not new, taking advantage of new digital age tools such as iPads, tablet,
phablets and smartphones for the teaching of art is a technologically advanced media
for art education. As M-learning is a multi-media learning system, creation of a virtu-
al environment in which learning resources are easily downloaded and classrooms are
on digital devices, increases the freedom to learn. It is also a stimulus for research and
collaboration, allowing interactions across cultures, as well as the immediate interac-
tion between the teacher and the learner.

Furthermore, with the ever increasing complexity, cost, and investment in educa-
tion, E-learning and M-learning have demonstrated great potential to society as they
reduce cost and allow training at any time or place [26]. Furthermore, the content if
learner-centered, which also allows the more efficient allocation of available educa-
tional resources, such as teachers and time. One of the mobile technologies strongest
argument is their availability, where mobile devices can be accessed much easier than
desktops [27]. It also expands educational channels and reduces disparities in social,
economic, time, distance, including age, gender and health of learners. The opportuni-
ty to learn from the experience is continuous and limitless, with the use of apps de-
veloped specifically for following university subjects highly valued by students as a
new format which both supports and enhances learning practices while also providing
not only further opportunities to establish connections and relations with their sub-
jects, but also fostering collaborative work among students and professors [28]. And
finally, digital art and painting has several advantages over the manual painting, as it
allows easier manipulation, color combinations, and other aesthetic applications [29].
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This technological and M-learning learning approach allows an easy approach in
implementing an artist’s imagination and virtual thought (Table 1). This paper there-
fore explores the learning of art and drawing by use of M-learning and blended learn-

ing [30].

Table 1. Applications for Digital Sketching/Digital Painting, Skills, and Devices

Applications Skills Appropriate Platforms
SketchBook Draw + Painting iPad, Tablet, SmartPhone
Pen & Ink Draw + Painting iPad, SmartPhone
Concepts Draw + Painting iPad, Tablet
Sketches Draw + Painting iPad, SmartPhone
MediBang Paint Draw + Painting iPad, Tablet, SmartPhone
ibisPaint X Draw + Painting iPad, Tablet, SmartPhone
Procreate Draw + Painting iPad, SmartPhone
Art Set Draw + Painting iPad, Tablet, SmartPhone
UBrush Pro Draw + Painting iPad, SmartPhone
Sketch Pad Draw + Painting iPad, SmartPhone
LINE Brush Draw + Painting iPad, Tablet, SmartPhone
MyBrushes Pro Draw + Painting iPad, Tablet, SmartPhone
ArtRage Draw + Painting iPad, Tablet, SmartPhone
Adobe Draw Draw + Painting iPad, Tablet, SmartPhone

1.3 Research Objectives

1. To develop a model for the teaching and learning of art through an informal M-
learning process.

2. It was also intended to better understand the terms and limitations of digital tech-
nology, such as 4/5G, PDAs (personal data assistants such as tablets and iPads),
Smartphones, WiFi, Bluetooth, and wireless.

3. To evaluate multimedia and online learning channels through the use of triangula-
tion of data analysis.

2 Research Scope

2.1 Phase 1

Phase 1 consisted of a step-by-step process to study M-learning components that
are consistent and supported in a digital age, while learning the art of drawing. Fur-
ther research was undertaken in the development of ‘eportfolios’ [12], and which
methods and technologies are best for their collaborative use. Also, this phase was
concerned with the collection of student behavior, and their observation techniques, in
learning and practicing art in a classroom and by the use of digital technologies. Fi-
nally, this phase made use of semi-structured interviews with artists and art profes-
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sionals to learn their thoughts concerning the use of digital devices in developing and
teaching creative art. Building upon these interviews, and a collection of related
theories, Fig. 2 was developed and is presented as the study’s informal learning
analytics model. The learning analytic model can help define the what, why, how, and
who within the M-learning process.

What kind of data does the system or theory Why does the system analyze the collected
gather, manage, and use for the analysis? data?

-To create a channel for learning

+ Informal stillife the art in accordance with the digital
Self-direct learning Portrait
+ = Art era.

Landscape/Urba : :
mf:;itim " To improve the skills of the art.

Art Education WHAT WHY -To expand educational

Context of Informal Objective of opportunities for a new gen.
Art Learning Learning

Informal learning

Experience learning ~ Learning
+

Prepare equipment . . Stakeholders .
g e - Children

Leam Interactive E-book HOW WHO Young
Youtube channal

Pz Younger
Facebook page PDA Adult

Older adult

Review
(iPad, Tablet)

Smartphone

Theieget E-sketchbook

Self assessment

How does the system perfarm the analysis of Who is tagged by the analysis?
the collected data?

Fig. 2. M-learning analytics model
(Source: The Author)

2.2 Phase 2

Phase 2 consisted of the development of a step by step model in which art was
taught through informal (M-learning) processes and multimedia forms through vari-
ous channels (Fig. 3). The researchers made use of the Delphi method to query a pan-
el of 19 experts in the fields of art education, educational technologists and artists
[31]. A structured interview format was used three times to determine the consistency
of the information, and to determine a corresponding development direction. Analysis
then made use of descriptive statistics, including frequency value, percentage, aver-
age, standard deviation, and One Sample ¢ Test to confirm results and apply to the
next phase.
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Fig. 3. M-learning quick response (QR) map
Source: The Authors - Attps.//www.facebook.com/IALmodel/

2.3 Phase 3

Phase 3 was concerned with developing an informal format to learn the art of
drawing and painting [32]. From this, an effort was made to explain in detail the con-
text and phenomena that comes from learning. In this phase, Facebook social media
was used in helping instruct, communicating and evaluating the development of indi-
viduals enrolled in an M-learning art-based learning program. From this, the students’
attitudes were evaluated and analyzed by use of descriptive statistics, including mean
(x) and standard deviation (SD). The data was stored and used to interpret the theory.
The synthesis was divided into three dimensions as follows:

Dimension 1 - The role of the learning style in the art of drawing through M-
learning and continuous learning.

Dimension 2 - Performance and appropriateness of digital tools such as PDAs and
Smartphones in the teaching and learning of the art of drawing through basic applica-
tions.

Dimension 3 - Multimedia and online learning channels. In this paper, triangula-
tion of data analysis techniques provided validation [33], which ensured the reliability
of the acquired information.
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Furthermore, the sequence for learning to draw included four groups, including
still life drawing, landscape/urban sketching, portraiture/figures composition and
fantasy and imagination for two months. In drawing, each group was divided into
three levels which included sketching/writing structure, light and shadow and coloring
(Fig. 4).

SN mm}l\l’

:

Picture 1 - Self-portrait Picture 2 - Self-portrait Picture 3 - Self-portrait
(Sketch/Writing Structure) (Light and Shadow) (Coloring)

Apps: LINE Brush Apps: LINE Brush Apps: Procreate
Equipment: Smartphone Equipment: Smartphone Equipment: iPad

Fig. 4. M-learning 3-level sketching/writing structure, light and shadow and coloring process
3 Methods

3.1 Population and Sample

Initially, from a population of 423 members belonging to the ‘Society of the Pro-
fessional Art Teachers Development of Thailand’, stratified random sampling was
used to contact 248 individuals who had access to interactive Facebook pages
(https.://www.facebook.com/IALmodel/). From this process, 201 individuals registered
and downloaded course material starting on 28 November 2016, continuing through
25 April 2018.

After enrollment, a two-month time table was established for the completion of the
course. During this period, there were semi-structured or guided interviews, in-depth
interviews, and open unlimited question/answer sessions via video call and talk
through Facebook’s inbox. The scale used to measure the art student M-learning
course satisfaction consisted of a 5-level, Likert type agreement scale [34]. The scales
used were as follows: 4.50-5.00 indicated very appropriate, 3.50-4.49 indicated good
for use, 2.50-3.49 indicated appropriate for medium level applications, 1.50-2.49
indicated suitable for use, 1.00-1.49 indicated no quality in use and needed
improvement.
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4 Results

4.1 Participants’ characteristics

Initially, from a population of 423 members belonging to the ‘Society of the Pro-
fessional Art Teachers Development of Thailand’, stratified random sampling was
used to contact 248 individuals who had access to interactive Facebook pages
(https://www.facebook.com/IALmodel/). From this process, 201 individuals registered
and downloaded course material starting on 28 November 2016, continuing through
25 April 2018 (Table 2).

M-learning course participants consisted of 56.2% female 43.8% male. Most
(72.6%) were 40 years old or younger and had university degrees (89.6%). Although
targeted at teachers, it was interesting to note that 39.3% indicated they were a ‘tem-
porary employee’ (contract teacher). As is well known, teacher salaries are low, and
the survey confirmed this as 28.4% indicated a salary of less than 15,000 baht per
month (§US455). Also, 34.3% were taking the course over a mobile network and did
so ‘to learn something new’ (38.3%) or ‘for self-development’ (28.4%).

Table 2. Participants® Characteristics (n =201)

Characteristics Description Participant No. Percent
Male 88 43.8
Sex Female 113 56.2
Total 201 100
18-40 years of age 146 72.6
41-65 years of age 35 17.4
Age
Over 65 years of age 20 10
Total 201 100
University level. 180 89.6
Education Technical or vocational level 21 10.4
Total 201 100
Government official. 26 12.9
Employee/and government employee 58 28.9
e Temporary employee 79 39.3
Entrepreneur 15 7.5
Unemployed 23 11.4
Total 201 100
Full time 115 57.2
Employment status Part time - ol 254
More than full time 35 17.4
Total 201 100
Less than 15,000 baht per month 57 28.4
Income 15,000-25,000 baht per month 37 18.4
25,001-35,000 baht per month 38 18.9
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35,001-45,000 baht per month 36 17.9
45,001-55,000 baht per month 11 55
55,001-65,000 baht per month 13 6.5
65,001-75,000 baht per month 5 2.5
75,001-85,000 baht per month 1 0.5
85,001-95,000 baht per month 2 1.0
More than 95,000 baht per month 1 0.5
Total 201 100
As a hobby. 47 23.4
To use for work. 10 5.0
To use in my classroom. 10 5.0
Learning Objectives
For self-development. 57 28.4
To learn something new. 77 38.3
Total 201 100
Home 40 19.9
Office 17 8.5
Place where School or University 28 13.9
connection to Internet |Library 8 4.0
is used. Café/Coffee Shop 39 19.4
Mobile network 69 343
Total 201 100
Less than one hour 12 6.0
) ) 1-2 hours 25 12.4
Efﬁﬁa"ﬁr@?g 34 hours 40 199
session) 5-6 hours 72 35.8
More than 6 hours. 52 259
Total 201 100
tablet 28 13.9
iPad 66 32.8
e . computer 19 9.5
Painting equipment -
Mobile Phone/Smartphone 70 34.8
E-Sketchbook 18 9.0
Total 201 100

Table 3 shows the assessment results for the Art of Drawing course from the 19
experts. From the results, the experts indicated that the use of the basic applications as
a tool for learning to draw was very appropriate (X = 4.87, SD = 0.12), as well as the
applications use on a computer (X = 4.83, SD = 0.28). Additional comments from the
experts also indicated that the M-learning concept by use of the Internet was a good
channel and choice for beginners to learn the Art of Drawing with the application. In
drawing, there are a variety of methods for the medium of art, such as pencil or oil, as
well as equipment, but in the digital world there is a great savings to the physical art
world’s costs. Use of the basic drawing application on a smartphone suitability was
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also indicated by the experts as a very appropriate tool (x = 4.80, SD = 0.28), as well
as a PDA (x = 4.73, SD = 0.39). The experts felt that although the smartphone was
not as robust a tool as an iPad, PDA, or tablet, it was more useful in the sense of
mobility and portability. Therefore users were more likely to use a smartphone. Also,
the experts felt that the free download of E-Sketchbook is a good choice for learners
who have problems with the reflection of light through the device. (x = 4.60, SD =
0.47). Although E-Sketchbook is available for download, there are some restrictions
on downloading and printing. It is also quite tricky to use because it has many steps.

Table 3. Assessment Results of Art of Drawing M-learning Course Experts (n = 19)

Evaluation Items x SD Results
The consistency of the pattern with the drawing through the Very appropriate
underlying application of PDA or Smartphone and E- 4.79 0.42
Sketchbook
Use of the basic drawing application as a learning tool for 487 012 Very appropriate
drawing. ' ’
Use of the basic drawing application on a PDA 4.73 0.39  |Very appropriate
Use of the basic drawing application on a smartphone. 4.80 0.28 Very appropriate
Use of the basic drawing application on a computer. 4.83 0.33 Very appropriate
Use of the basic drawing on E-Sketchbook. 4.60 0.47  |Very appropriate

Table 4 shows the 19 experts’ assessment results concerning media appropriate-
ness. From the results, the experts were shown to have consistent opinions on the use
of digital tools and media as a tool for learning art by use of M-learning. The results
showed that the experts felt that M-learning through YouTube was very appropriate
(x =4.95, SD = 0.12) as it has many lessons appropriate for art drawing education
and encourages continuous learning. Additionally, the experts also felt that M-
learning the art of drawing through a Facebook page was also very appropriate (X =
4.87, SD = 0.31), as Facebook is another area to collect content in the art of drawing,
is connected to YouTube, and can be used as a channel for communication between
students and instructors. It also acts as a gallery or online ePortfolio for students who
can present their work and exchange ideas, suggestions, and techniques [12]. The
experts also commented that learning the art of drawing through interactive e-book is
very appropriate (X = 4.81, SD = 0.26), because Interactive E-book is a digital book,
which has animation and art which encourages students to learn continuously. And
finally, E-Sketchbook was also viewed by the experts as very appropriate as it
allowed users who had trouble viewing digital devices another option (x = 4.80, SD =
0.30).

Table 4. Assessment Results of Media Approriateness by Course Experts (n = 19)

Evaluation Items x SD Results
Learning through an interactive e-book. 4.81 0.26 |Very appropriate
Learning through a YouTube channel. 4.95 0.12 | Very appropriate
Learning from a Facebook page. 4.87 0.31 |Very appropriate
Learn through E-Sketchbook. 4.80 0.30 |Very appropriate
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Table 5 shows the 19 experts’ assessment results concerning informal art learning
styles appropriateness. From the results, the experts believed that the informal learn-
ing style for art drawing education was very appropriate for both 21st-century learn-
ing (x = 5.00, SD = 0.00) and patterns of learning assessment (rubrics assessment
scoring) (x 4.92, SD = 0.19). Therefore, the goal is to provide students with the ability
to plan and manage their learning, as well as having the ability to assess their own
learning. All other areas were also judged to be very appropriate by the experts. This
included the learning process (x = 4.89, SD = 0.25), which was in accordance with
the Discipline-Based Art Education (DBAE) process, learning styles through experi-
ence (X = 4.84, SD = 0.37), composition within the model consistent and appropriate
for learning. Learn art free (X = 4.84, SD = 0.25), the appropriateness of learning
objectives (x = 4.89, SD = 0.28) and the learning objective (X = 4.84, SD = 0.19).

Table 5. Assessment Results of Art Learning Styles by Course Experts (n = 19)

Evaluation Items x SD Results

The right model for learning in the 21st century. 5.00 | 0.00 [Very appropriate
Patterns appropriate to the learning style through experience. 4.84 | 0.37 |Very appropriate
Elements within the style are consistent and appropriate for the Very appropriate
informal learning of art. 484 1025

Suitability of learning process 4.84 | 0.28 |Very appropriate
Learning objectives. 4.89 | 0.25 |Very appropriate
The objective of the study. 4.84 | 0.37 |Very appropriate
Patterns of learning assessment. 4.92 | 0.19 |Very appropriate

Table 6 shows the 201 students’ assessment results concerning the informal Art of
Drawing course learning styles appropriateness. From it and the M-learning students’
survey responses, it was determined that there was great enthusiasm for the course
and its appropriateness to learning in the 21* Century (X = 5.00, SD = 0.00), and the
students’ attitudes concerning the informal process of Art of Learning by M-learning
(x=4.95, SD = 0.22). The students also felt that M-learning is consistent with pro-
moting life skills (x = 4.84, SD = 0.19).

Additional comments from the course participants indicated that digital tools such
as PDAs and smartphones greatly assist in the process of learning art drawing
informally. It makes the process easy to start, with the quality not differing from the
art supplies used in a studio. In addition, the participants also had positive opinions on
the appropriateness of the evaluation form (X = 4.60, SD = 0.49), which included a
post-action review (PAR) and Self Performance Assessment (SAE) that helped
students see their progress in learning and performing their tasks.

Although some feel that beauty and happiness cannot be measured, there is no
opposition to the concept of educational evaluation. While the samples were
significant (x = 4.50, SD = 0.32), the DBAE learning theory was satisfactory.
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Table 6. Assessment Results of Informal Art Learning Styles by Students (n =201)

Evaluation Items x SD Results
The content was with art theory (DBAE). 448 | 0.33 |Very appropriate
The learning style is consistent with promoting life skills. 4.84 | 0.19 |Very appropriate
The self-assessment model was appropriate. 4.57 | 0.49 |Very appropriate
The Informal Art of Drawing course is consistent with promoting Very appropriate
P st 5.00 | 0.00

learning in the 21* Century.

Student attitude concerning the informal process of Art of Learn- 495 | 022 Very appropriate

ing by M-learning.

5 Discussion

M-learning has been found to offer exciting new frontiers in education and peda-
gogy [36], with smartphones being the key factor that enables learners to use mobile
technology as a learning device [37]. Research also indicates that students using tab-
lets start to include more and more mobile learning technologies into their learning
strategies, which is consistent with the findings of this study.

Mobile technology opens the door for a new kind of learning called here and now
learning that occurs when learners have access to information anytime and anywhere
to perform authentic activities in the context of their learning [38]. The art of drawing
and painting can now take place anywhere, anytime, with M-learning an initial model
for conceptual frameworks or learning styles. Combined with interactive learning
materials and online learning channels, students can easily access the instructor led
learning system. Mobile technologies can support learning across different contexts as
their portability enables them to be used by the learner in whichever context she or he
is in [39].

Through the interaction process of knowledge, media, technology and equipment,
the needs of the learners can be addressed through a process of blended learning [30].
E-learning also suggests a way of self-regulated activities so that active learning strat-
egies can be implemented, which is very helpful, because the students are responsible
for their own learning and they get involved in the teaching rather than just receiving
simple lectures, such as tutorials or presentations [40]. As online learning often en-
compass both e-learning and blended learning, it generally refers to the idea of using
online tools for learning.

In the Art of Drawing M-learning course, instructors have the opportunity to cus-
tomize their content and mix and match software and digital tools to suit the level of
skills and technological capability of their students. It also creates a unique learning
experience, which is creative and unique. Additionally, online connections through
social media networks such as Facebook, provide a social learning system [12-13],
which allows the exchange of activities and ideas.

Enrichment of context-aware technologies has enabled students to learn in an envi-
ronment that integrates learning resources from both the real world and the digital
world [41]. The next generation of the digital world will include interaction within the
entire environment where embedded devices will be more intelligent, with instant and
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continuous connectivity to large networks like the internet [40]. As the average US
smartphone user touches their phone 2617 times a day, the reality is the smartphone
has added another ‘sense’ to a human’s toolkit of devices (eyes, ears, brain, etc.) for
information collection and storage [42].

The addition of the virtual classroom allows students to access freely the vastness
of the world’s art and museums. It also allows the ability to exchange information
with experts never before possible, which can create an endless learning cycle. An
important aspect in the field of teaching lies in the shift of interest from the function
of a museum being only of an exhibition-informational nature, to a second being of a
constructive-expressive nature [43].

Also, from the study’s survey, it was determined that 34.3% were taking the course
over a mobile network, and did so ‘to learn something new’ (38.3%) or ‘for self-
development’ (28.4%). M-learning now allows learning activities that fits into their
daily lives where the learner is at the center of learning, and where the learner is high-
ly motivated to learn at their own pace.

Using M-learning for the Art of Drawing also permits students who are ‘shy’ to
participate in learning a skill that they might otherwise choose not to in a more formal
setting such as a studio with other students. The learner can now remove barriers to
learning, whether it be distance, time, language, ‘shyness’, being handicapped, or
cost.

And finally, the DBLE theory consisted of four topics including, performing arts,
artistic aesthetics, art history, and critique of art. Most students are only interested in
the first two topics, where art history is only of interest to some. Therefore, most of
the samples did not focus on performance evaluation and criticism, because art
students have their own way of working or technique, so there are different ways of
looking at beauty and different aesthetic attitudes.

6 Conclusion

Using M-learning for the Art of Drawing is not a new idea, as ePortfolios in High-
er Education (HE) have been used in the USA, Australia and New Zealand since the
1990s. More recently, they have been increasingly used by European higher educa-
tion institutions, such as previously discussed in Austria. HE with ePortfolio means
sustainable, reflective, and deep learning. It means handing over the ownership of
learning to the student, and with the ‘elephant in the room’ the smartphone, M-
learning has become the platform/digital tool of choice to do so.

There is no doubt that the smartphone and its technological successors are here to
stay. Formal HE, however, is a slow moving machine which appears to be ever more
falling behind other ‘informal’ channels of learning, which can adapt and change as
the technology changes. In the art world, as with any profession, there are naysayers
concerning the use of technology where for thousands of years the artist studio, and
their paint, canvas, and brush ruled. However, this study showed there is great ex-
citement building for moving this art form into a modern, 21* Century, digital world.
We hope this study conveys that excitement.
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