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Introduction

The research project: The impacts of eLearning in
Hong Kong schools

Three-Year project: December 2015 – December 2018

Participants: Fourteen schools (including eight
primary, four secondary, and two special schools)

Research methods: interviews, class observations,
surveys, and student worksheets



Literature review on motivation and eLearning

Many studies have shown that using mobile devices in the
classroom can enhance students’ learning motivations in K12
education (See e.g. Toprac 2008; Sha et al. 2012).

Technology Acceptance Model (TAM) developed by Davis
(1986, 1989) is widely accepted and used for analysing
innovation in technology and education. TAM suggests that a
number of factors affect users’ intentions to use the innovation,
most importantly Perceived Usefulness and Perceived Ease of
Use.



Preliminary findings and research question

Preliminary findings:

Most students have high initial motivation to use the
technology (i.e. mobile devices such as iPads and smart
phones in our scenario) because of the novelty and the
playfulness of the hardware and software.

However, the first uses may not result in repeated uses.

Research question: What sustains students’ motivation
to learn using mobile devices?



Methodology

Longitudinal studies: 

Schools recommended classes which adopted eLearning approaches (e.g. iPads) to 
participate in the longitudinal study. 

The same groups of students and their teachers were traced in three consecutive 
academic years.

Research methods: 

Interviews with the same groups of students and teachers who teach the students 
throughout the three years

- 6-8 students for a focus group

- 1 teacher for one interview

Class observations: classes were observed and students’ activities were analysed for 
three years



Data

List of classes in the longitudinal studies

No. Grades (Year1      Year 3) Subject(s) of classes observed School type

1 P4 P6 Mathematics

Primary schools
2 P4 P6 Chinese, English

3 P4 P6 General Studies

4 P4  P6 Mathematics

5 S1   S3 English 
Secondary schools

6 S2   S4 Biology 

7 KS3 Chinese 
Special schools

8 KS4 Mathematics



Findings - Changes of students’ motivations to use mobile devices for  
learning

School 
code

Level of student motivation
Year 1 Year 2 Year 3

S4 6 4 5
S5 6 3 5
S6 6 3 3
S8 6 5 5

S11 2 3 4
S12 5 3 1
S13 6 5 5

Level Description

6
[“Crazy for it” but out of order] Majority of the students are very excited when using mobile devices in class. Sometimes,
teachers find it difficult to discipline students in order to carry out learning activities as planned.

5
[Well engaged and disciplined] Most students are very motivated to use mobile devices in class and concentrated well on
learning. Meanwhile, most of them are disciplined as required by the teacher. Students regard mobile devices as normal
learning tools. The entire class is energetic but in order.

4
[Interest maintained] Majority of the students maintain their interest in using mobile devices for their learning, although they
are not excited. They think mobile devices are useful for their learning, and they hold positive attitudes toward them.

3 [Neutral, “����”] Majority of the students hold a neutral attitude toward mobile devices for their learning (“����”).
Or students’ attitudes are highly diversified, e.g. half of the students like mobile devices, while others don't.

2
[Negative] More than half of the students do not like using mobile devices for their learning, e.g. students prefer printed
textbooks to iPads.

1
[Strongly negative] Majority of the students feel bored to use mobile devices in the classroom. They do not think mobile
devices are helpful to their learning at all. They suggest their teachers not to use mobile devices in the future.

Levels and descriptions



TAM & Analysis on students’ motivations

External 
Variables

Perceived 
Usefulness

Perceived 
Ease of Use

Attitude 
Toward 
Using

Behavioural
Intention to 

Use

Actual 
System Use

(Reference: Davis et al., 1989) 

What motivate students: 
Learning and playing at the same time (+Innovativeness)
More interaction with classmates
Learning from peers
Mobile devices visualize learning contents

What demotivate students:
No enough autonomy to use iPads for learning, e.g. the school blocks many apps and websites; or iPad usage is 
highly restricted. 
A mobile device is not a must

What demotivate students:
Students think their learning is affected by some students’ mischiefs in the eLearning classes.
Hardware problems

TAM



Case 1 P4 - P6 Mathematics



Case 2 Junior secondary, Chinese, special education



Similarities of the eLearning classes in the five schools:

Learning activities using mobile devices were different every
year.

There were often two learning activities using mobile devices.

Students were given tasks and sufficient time to work on their
tasks.

Students were required to complete tasks in groups.

Although students were very active and engaged, the classes
were in order and learning activities proceeded smoothly.



Discussions and Limitations

Discussions 

Perceived usefulness is the most important reason to 
motivate students to use mobile devices in their learning. 

Innovativeness is also important. But students think 
innovation is not helpful if it does not help learning.

Perceived ease of use may affect students’ opinions on 
mobile devices, but it doesn’t not play a crucial role. 

Limitations 

Data and analysis are mostly qualitative. 
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Thank you. 


