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Abstract— M-learning is about using the massive growth of mobile technologies to benefit learners and learning. As computers and 

the internet become essential educational tools, the technologies become more portable, affordable, effective and easy to use. Using 

portable computing devices (such as laptops, tablet PCs, PDAs, and smartphones) with wireless networks enables mobility and mobile 

learning, allowing college teaching and learning to extend to spaces beyond the traditional classroom. Within the classroom, mobile 

learning gives university instructors and learners increased flexibility and new opportunities for interaction. Decision support systems 

can play an important role in decision making for the interaction of instructors and students. Mobile technologies can support 

learning experiences at the university level that are collaborative, accessible, and integrated with the world beyond the classroom 

educative learning initiative. In the proposed framework we will use a decision support system for taking some decisions using the 

system. The system will notify students when they need alert of lecture time, low attendance, meeting time, exam schedule notification, 

result etc. Also, the Framework will take quizzes periodically for improving the quality of learning of each class and send the result to 

the student as well as faculty and add this result in the record of the student in university. Students can ask general and technical 

questions from the system, system reply answer of general questions and send technical questions to the faculty, faculty reply through 

the system. The student also votes at the end of every lecture, if the system found against vote then send the message to the concerned 

faculty for improvement in the lecture.  My research will be more helpful for students and university teachers to increase flexibility 

and interaction with students more effectively. 
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I. INTRODUCTION 

Now-a-days, in whole world the smart mobile phone users 

are increasing exponentially because smart mobiles provide 

most user friendly platform [1]. So people adopt this 

technology very well. Smart phones provide more facility to 

the end users and also attach with their daily life.  In the 

starting of mobile device, it is simple mobile with calling and 

SMS facilities. They enhance mobile phone technology and 

add facilities to the generation of mobiles. Now normal 

mobile is converted into smart phone. The smart phone has 

advance features more than normal phone. It provides more 

efficient applications; those applications make life of peoples 

more comfortable. Smart phones provide applications for 

using many facilities like access web browser, watch Live TV, 

take photo or make video by camera, listen music or FM etc.  

In recent years Mobile learning has obtained a lot of 

awareness as a growing section of the educational and 

instructional technology field. In m-learning users can access 

to learning resources independent of time and location. In this 

research we describes an approach to an intelligent DSS 

design framework for m-learning and use intended to enhance 

the development of both general and specific problem-solving 

skills of the user by encouraging the use m-learning 

technology as a tool for learning. Every university can easily 

implement this research for their students and staffs without 

huge infrastructure. 

M-Learning or Mobile Learning is one of the ability that 

provides the learning material for the students and teachers on 

mobile devices. Now a day Smartphone makes the life of 

people easy and most important part of people’s daily life. In 

the whole world, the mobile based technology is become the 

part of the lives of peoples. Because people can talk or chat to 

other peoples at anytime from anywhere using mobile phones.  

Also we can access the location, information, images, record 

voice with one device, and that we can share these with our 

friends, colleagues or the wider world [2]. The growth of 

mobile based technology has been experienced unprecedented 

in the variety and capabilities of mobile devices and in the 

number of people using them. Technology is not only 

changing the way the world operates; it’s changing the way 

we learn, and the way we offer learning. Educational 

institutions are facing the challenge of providing students with 

tools for mobile learning. However, the evolution of 
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technology makes the development and continuous 

impro¬vement of these tools rather expensive. In this research, 

we propose a mobile information system framework using 

decision support system for mobile learning in order to 

develop application for designing, implementing, evaluating 

and development of mobile learning [3]. 

II. PREVIOUS STUDIES 

Learning is a continuous process that does not stop when a 

student leaves the formal school setting. The learning 

experiences will continue, especially with the emergence of 

high access to mobile technologies and devices that are being 

used for many educational and communicative purposes. 

Many researchers have discussed how outside-the-classroom 

learning activities such as experiments, unintentional 

discoveries, events and various experiences can be classified 

as informal learning. 

In 2003, Robby Robson publish a research paper on 

“Mobile Learning and Handheld Devices in the Classroom” , 

in this paper he propose a new m-learning architecture that 

support creation, brokerage, delivery and tracking of learning 

and information contents, using ambient intelligence, location-

dependence, personalization, multimedia, instant messaging 

(text,video) and distributed databases [4]. 

In 2008, Jan Herrington, Jessica Mantei, Anthony 

Herrington, Ian Olney and Brian Ferry, write one paper on 

“New technologies, new pedagogies: Mobile technologies and 

new ways of teaching and learning”, In this paper describes a 

major development and research study that investigated the 

use of mobile technologies in higher education. The project 

investigated the educational potential of two ubiquitous 

mobile devices: Palm smart phones and iPod digital audio 

players (mp3 players). An action learning framework for 

professional development was designed and implemented with 

a group of teachers from a Faculty of Education. Each teacher 

or team created pedagogies to implement appropriate use of a 

mobile device in different subject areas in higher education 

[5]. 

In 2010, Karen Melhuish, publish a research paper on 

“Looking to the future: M-learning with the iPad”, in this 

paper explores the potential affordances and limitations of the 

Apple iPad in the wider context of emergent mobile learning 

theory, and the social and economic drivers that fuel 

technology development. Against the background of effective 

teaching and learning, the functionality offered by the iPad, 

and its potential uses for learning, are discussed [6]. 

Currently the Advanced Distributed Learning (ADL) 

initiative is leading a project that will develop an instructional 

design framework with best practices and design guidelines to 

better support mobile learning design (ADL, 2012). The 

OECD and UNESCO have also initiated projects and 

published reports on mobile learning. For example, UNESCO 

has recently published a working paper series on mobile 

learning to provide examples of global initiatives in mobile 

learning and also policy guidelines for implementation. 

III. METHODOLOGIES 

M-learning is convenient, in the sense that it is accessible 

virtually from anywhere (class, taxi, laundry room, bathroom 

etc.) which provides access to all the different learning 

materials available. Moreover, it is collaborative; that is 

sharing is almost instantly among everyone using the same 

content, which will in turn also lead to receiving instant 

feedback and tips. M-Learning also brings strong portability 

by replacing books and notes with small RAM [7]. In addition, 

this kind of learning is engaging and fun. With this kind of 

learning, it is much easier to combine gaming and learning for 

a more effective and entertaining experience. Mobile devices 

engage learners - young people who may have lost interest in 

education - like mobile phones, gadgets and games devices 

such as Nintendo DS or Play station Portable [8], [9], [10].  

The following are objectives of our research. 

1. To enable students to communicate and share ideas 

effectively in University [11]. 

2. To support differentiation of student learning needs and 

personalized learning. 

3. To enable new developments in formative and 

summative assessment [12]. 

4. To increase motivation and address low interaction 

levels in large classes. 

5. To improve retention and achievement, by improved 

monitoring of student attendance and by giving 

immediate and regular feedback to students regarding 

attendance and progress – teachers were able to do this 

by having ready access to information on their mobile 

devices [13]. 

6. Making wireless, mobile, interactive learning available 

to all students without incurring the expense of costly 

hardware. 

7. Delivering communications, information and training to 

large numbers of people regardless of their location. 

8. Blending mobile technologies into e-learning 

infrastructures to improve interactivity and connectivity 

for the learner. 

Mobile handheld devices are increasingly being used in 

education. In the last few years, mobile handheld devices have 

emerged as a tool for teachers and students to use in K-12 and 

higher education settings.[14], [15]. Mobile phones started as 

voice communication tools; however, they rapidly become 

devices for text and image exchange, and recent models 

include built in cameras [16]. Various research methods used 

in the previous studies we reviewed. A total of eight types of 

research methods were found: descriptive research, true 

experiment, experiment (weak), quasi-experiment, ex-post 

facto, single-subject, design-based research, and mixed 

method. The data collection methods that were found in our 

review of past empirical studies included the following five 

methods: test or quiz, questionnaire, interview or focus group 

discussion, observation, and content analysis. There are 

several methodological limitations concerning previous 

empirical studies. First, a majority of studies used a weak 

experimental method that utilised a one group pretest and 

posttest design to examine student learning outcomes due to 

use of mobile handheld devices use.  

According to [17], without a control group, differences 

found between pretest and posttest scores might not 

necessarily be attributable to the use of mobile handheld 

devices such as a PDA or mobile phone. Adding a control 

group and random assignment of participants to the research 

design could strengthen a study considerably [17]. While this 

may be true, we are hesitant to advocate media comparison 
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studies per se (e.g., one group with PDA versus one group 

without PDA). This is because historically researchers in 

instructional technology have voiced concerns about 

comparing learning outcomes between different media due to 

the presence of many potential confounding variables which 

makes the task of pinpointing a specific factor or factors that 

may account for the learning difference difficult, if not 

impossible [18]. Instead, since different media possess 

different attributes [19], future research studies might focus on 

investigating where and how to best use mobile devices as an 

instructional medium. 

IV. DISCUSSION 
In the scientific literature of mobile authoring, the authors 

of [20] propose an authoring tool named Mobile E-learning 

Authoring Tool (MEAT) to produce adaptable learning 

contents and test items. In addition, the visualized course 

organization tool has also been provided to teachers to 

organize their courses. All functionalities of the MEAT are 

designed according to the teachers’ feedback and their 

technological learning needs. To evaluate the MEAT, the 

authors have conducted an extensive comparison between the 

MEAT and other (adaptation) content authoring tools. The 

results indicate that MEAT can produce adaptable contents 

and test items while supporting learning standard. 

Moving on more recent works considering mobile learning, 

in [21] the authors designed a portable multiple-channel 

message servicing technology for educational reasons where 

the responding speed and service quality were greatly 

improved. 

The research presented in [22] examines the factors 

affecting social acceptability of multimodal interactions, 

beginning with gesture-based interfaces. The results of this 

study revealed the importance of social acceptability, 

demonstrating that some gestures were significantly more 

accepted than others. 

V. CONCLUSION  

M-Learning or Mobile Learning is one of the ability that 

provides the learning material for the students and teachers on 

mobile devices. Now a day Smartphone makes the life of 

people easy and most important part of people’s daily life. In 

the whole world, the mobile based technology is become the 

part of the lives of peoples. The use of mobile technologies to 

support, enhance and improve access to learning is a relatively 

new idea and while many teenagers and twenty plus are expert 

mobile phone users many educators are not. Decision support 

systems can play an important role for decision making for 

interaction of instructors and students. Mobile technologies 

can support learning experiences at the university level that 

are collaborative, accessible, and integrated with the world 

beyond the classroom educative learning initiative. In this 

research we will design a framework by using decision 

support system in mobile learning for universities. My 

research will be more helpful for students and university 

teachers to increase flexibility and interaction with students 

more effectively. 
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