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ABSTRACT 

Mobile devices like smartphones and tablet PCs are widely used among university students and can be used for audience 
response systems (clicker systems) to improve teaching. Modern implementations of these systems are no longer limited 
to plain multiple-choice questions, but enable the lecturers to perform a variety of teaching scenarios. We present and 
discuss two novel extensions for audience response systems, namely message boards and teacher controlled self-learning 

tasks. In the former, students can use their mobile device to make comments and ask questions related to a lecture, which 
are then discussed directly during class. The second extension can be used to build multi-stage learning and exercise 
scenarios that accompany the lecture. These two techniques bring new pedagogical and technical questions with them. 
We discuss their large potential and point out some pitfalls we have encountered in our experiments. 
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1. INTRODUCTION 

Smartphones and tablet PCs are in widespread use among today's students. These devices are permanently 
used for communication and socializing, and students will swiftly shift their focus to them, as soon as their 

interest in the lecturer’s presentation diminishes. Even though such usage may be undesirable during a 

lecture, the overwhelming availability of mobile devices can be used successfully in audience response 

systems (ARS) to overcome the students’ fading attention and to enrich teaching. The functionality of these 

systems has been improving constantly in recent years, and they are no longer limited to plain multiple-

choice questions. Message boards and collaborative applications can be used in classrooms nowadays, which 

raise novel pedagogical and technical questions. When we developed our novel quiz application, the MQ2 

(Schön, 2016) with the capability to support advanced teaching scenarios, we experienced large potential as 

well as some shortcomings. Out of our developed enhancements, message board scenarios and teacher 

controlled self-learning tasks seem particularly promising. In this paper, we present these two extensions of 

our audience response system and discuss the feedback we got from students and lecturers during the past 

four semesters. 

2. RELATED WORK 

With almost every new evolving technology, approaches are made to use it for teaching and learning; mobile 

devices are no exception. The first available smart pocket PCs brought up the idea to implement  

device-independent applications to perform quizzes within university lectures. As one of the first systems, 
Scheele et al. presented the Wireless Interactive Learning (WIL/MA) system to support interactive lectures 

(Scheele, 2005). It consists of a central server and client software for pocket PCs. A quiz, a chat, a feedback 

tool, and a call-in module are supported by the system. Major disadvantages are the requirements of a Java 

compatible hand-held device and the effort to manually install the client software. 
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With the advancement of mobile technologies and hand-held electronic devices, more and more 
applications have been developed and deployed which run directly on the students' mobile devices (e.g. 

Abramson, 2013 and Adam, 2014). Most systems use a similar architectural structure: a dedicated interface 

to create the content and an application for the students’ devices that enables the answering and response to 

the central interface. 
Applications like Clicker (Rajavel, 2014) or QuizIt (Adam, 2014) are only a few examples of the  

bring-your-own-device era. Abramson et al. showed in 2013 that 86% of undergraduate students at American 
colleges and universities use laptop computers, while 62% of those students use a smartphone. Buchholz 
revealed in 2016, that already more than 90% of the questioned students owned smartphones. Therefore, 
making use of all these mobile devices is an obvious and economic step. By now, the mobile devices evolved 
in technical functionality and propagation. They not only allow an easy interaction with the device, but also 
support the visualization and playback of multimedia content like audio, text, images, or videos (e.g. Schön, 
2012). This new generation of lightweight ARS can also be used more easily in combination with different 
learning materials like lecture recordings and e-books (Vinaja, 2014). As students now carry their voting 
devices anyway and modern ARS usually communicate via the Internet, it became easy to virtually enlarge 
the classroom and decouple feedback from time and location. Students can participate remotely in virtual 
lectures or repeat quizzes for themselves when watching a video recording of the lecture. 

With the ease of developing Web-based ARS, dozens of new clicker systems appeared. Some systems 
only require a Web-server where the new applications are hosted, so that they are fast to create and cheap to 
maintain. In their survey of Web-based ARSs, Kundisch et al. presented as many commercial products like 
ActiVote, eClicker, or i>clicker, as free software like PINGO, Socrative, Kahoot!, or inVote (Kundisch, 
2013). 

All these systems have in common that they can enrich learning by activating students, by giving the 
lecturer feedback on the learning progress, and by providing variety in teaching and thereby reducing 
boredom. But they are very limited in the variety of supported scenarios as they are mostly focused on plain 
question scenarios. However, the more flexible the systems are, the more useful they can be for teaching as 
they can be adapted to the lecturer’s needs.   

3. ADVANCED AND CUSTOMIZED AUDIENCE RESPONSES  

In contrast to the applications mentioned above, our novel ARS, the MobileQuiz2 is capable of performing a 
large variety of different quiz scenarios on the students’ mobile devices. Besides standard single and 
multiple-choice questions, it supports individual customized quizzes that are defined by a set of rules. 
Therefore, it enables lecturers to individually customize their quiz scenarios or to create new ones. Among 
the already created ones are survey scenarios using a Likert-scale, presentation evaluations, and dynamic 
game-theory experiments. The two most interesting scenarios that we created so far are the message board 
and the teacher controlled self-learning tasks.  

 

Figure 1. Example of a Message Board with students' 
comments about live programming in an exercise lecture 

 

 

 

Figure 2. The overview page while running a quiz with 
five phases. The lecturer can see how many students 
already submitted the right answers as green colored 

fields 
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3.1 Message Board 

The Message Board is a scenario that supports real-time commentaries from students. The Web-based client 

provides a short textual description, a text input field, and a submit button. Students enter a comment into the 

text input field and submit it to the server. The comments are visualized on a Twitter-like message board, 

where the latest post is shown on top of the list. Figure 1 shows the message board with two highlighted 

comments that was used in a large computer science exercise in the Fall semester of 2015. About eighty 

students participated in the lecture. The lecturer explained the exercises while doing live programming of the 

solutions. The students had the possibility to give feedback to the lecturer and to ask questions by using the 
message board. After the teacher developed an example code snippet, he evaluated the comments and 

displayed them in front of the classroom. Within the first ten minutes of one lecture, thirty comments were 

received and the feedback was discussed immediately. This form of interaction with the lecturer allows 

students to ask questions, which they are too shy to ask in a large classroom, or to give a dynamic input to the 

current topic. The teacher can incorporate the questions and comments into the lecture and adapt it to the 

current needs of the students.  

Unfortunately, the perceived anonymity can also lead to annoying behavior, if the messages are not 

controlled. In our experiment, some students got bored halfway through the lecture and started submitting 

disruptive messages to the board. Seeing this content on the classroom projection motivated other students to 

send similar unwanted comments. To prevent the misuse of the system, the lecturer’s ability to block 

inappropriate comments, to highlight noteworthy ones, and to ban students from participation was added. 

Filtering through the messages in addition to the regular teaching causes an additional cognitive load on the 
lecturer, especially in large courses. 

3.2 Teacher Controlled Self-Learning Tasks 

The second scenario enables lecturers to switch through several quiz phases with different tasks that build 

upon one another. Each phase is started separately. In the scenario of our experiment, the lecturer of the 
computer science exercise explains the process of converting binary numbers into the decimal and 

hexadecimal system. The students open the quiz and are presented with the task of converting a given 

decimal number into the binary system. The answer is entered into a text-field and submitted to the server. 

The results are evaluated automatically and the students get direct feedback. In the case of an incorrect 

answer, a second attempt can be made. By using this quiz, students are able to practice the conversion by 

themselves. The lecturer can watch a list of submitted results as seen in Figure 2 and obtains immediate 

feedback about the students’ level of skill at number conversion. After a discussion of the calculations and 

the correct results, the lecturer introduces a more complex conversion problem and starts the next quiz phase. 

The tasks shown on the students' devices change automatically and the students are challenged with a more 

difficult conversion problem. By continuously being guided through multiple phases of exercises with 

increasing difficulty, the students are able to practice the learning content and difficulties can be identified 
and discussed immediately as they arise. Additionally, the tracking of ones student’s answers in the course of 

the phases enables the teacher to identify correlations in the answering behavior. These can reveal causes of 

students’ problems with the contents and needs for additional explanations. So if, for example, many students 

are not able to answer phase 2 and 5 correctly, there could be a need to go once again back to the more basic 

contents needed in phase 2.  

3.3 Discussion 

We performed a separate feedback scenario at the end of the semester, where the students evaluated the 

steady variety of the mobile teaching scenarios. The lecturer’s opinion was collected continually after every 

scenario usage. Lecturer and students state, that the new scenarios for audience response systems enhance the 

existing e-learning activities greatly. The participants report seeing the benefit and would like to use more of 

such scenarios. Nevertheless, several technical limitations of the developed system were recognized. 

Compared to our basic audience response system, the advanced applications do not scale well and there were 

complaints about the performance of the system. We observed this problem when more than about 50 

students used a complex scenario. Regardless of the scalability issue, the potential of the novel audience 
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response systems is high. Even after experiencing significant performance problems, some lecturers kept 

using novel audience response scenarios and created new tasks for their future courses. So the interest in and 

the need for new teaching methods are obviously high, especially when they enable lecturers to customize the 

teaching on learners’ needs by easily accessible means as students’ mobile devices.   

4. CONCLUSION 

We presented two novel scenarios for audience response systems that we developed and tested in different 

lectures. The message board allows students in large lectures to interact with the teacher and to ask questions 

and provide feedback. The lecturer can incorporate the feedback into the lecture and adapt the teaching to 
students’ needs. But our experience shows that the messages should be filtered, so that only the appropriate 

ones are presented in the classroom. 

The teacher controlled self-learning tasks are multi-stage learning and exercise scenarios that students use 

in class. They give students the ability to test their own understanding of the presented material, and allow 

the lecturer to adapt the pace of the lecture based on students’ performance. Unfortunately, they also demand 

higher requirements on the technical implementation. But they allow a more direct and better-monitored 

guidance through a set of tasks than usual single phased quizzes. 

REFERENCES 

Abramson D. et al, 2013. Classroom response systems in higher education: Meeting user needs with NetClick. In 2013 
IEEE Global Engineering Education Conference (EDUCON), Berlin, Germany, pp. 840-846.  

Adam D. et al, 2014. Do Your Students Get It? Quiz It! The Android Classroom Response System. In 2014 IEEE 14th 
International Conference on Advanced Learning Technologies, Athens, Greek, pp. 168-170. 

Buchholz, A. et al, 2016. Smartphone use and perceptions among medical students and practicing physicians. In Journal 
of Mobile Technology in Medicine, Vol. 5, Issue 1, pp. 27-32. 

Kundisch D. et al, 2013, Classroom Response Systems. In Informatik-Spektrum, Vol. 36, No. 4, pp. 389-393. 

Llamas-Nistal M. et al, 2012, Web-based Audience Response System using the educational platform called BeA. In 2012 
International Symposium on Computers in Education (SIIE), Andorra la Vella, Andorra, pp. 1-6. 

Jagar M. et al, 2012. AuResS: The audience response system. In ELMAR, 2012 Proceedings, Zadar, Croatia, pp. 171-174. 

Rajavel D. and Kushalkar R., 2014. Clicker: Device Independent Student Response System, Developed for Classroom 
and Remote Learning to Provide Instant Response and Feedback. In 2014 IEEE Sixth International Conference on 

Technology for Education, Clappana, India, pp. 62-65. 

Scheele N. et al, 2005. Experiences with Interactive Lectures: Considerations from the Perspective of Educational 
Psychology and Computer Science. In Proceedings of the 2005 Conference on Computer Support for Collaborative 
Learning: Learning 2005: The Next 10 Years!, CSCL ’05, pp. 547-556. 

Schön D. et al, 2012. A lightweight mobile quiz application with support for multimedia content. e-Learning and  
e-Technologies in Education (ICEEE), 2012 International Conference on, Lodz, 2012, pp. 134-139. 

Schön D. et al, 2016. Customizable Learning Scenarios for Students’ Mobile Devices in Large University Lectures: A 
Next Generation Audience Response System. In Computer Supported Education: 7th International Conference, 

CSEDU 2015, Lisbon, Portugal, May 23-25, 2015, Revised Selected Papers, Springer International Publishing, 
Cham, pp. 189-207. 

Vinaja R., 2014. The Use of Lecture Videos, eBooks, and Clickers in Computer Courses. Journal of Computing Sciences 
in Colleges, Vol. 30, No. 2, pp. 23-32. 

ISBN: 978-989-8533-55-5  © 2016

364


	13th INTERNATIONAL CONFERENCE ON COGNITION AND EXPLORATORY LEARNING IN DIGITAL AGE (CELDA 2016 )
	COPYRIGHT 
	TABLE OF CONTENTS
	FOREWORD
	PROGRAM COMMITTEE
	KEYNOTE LECTURES
	FULL PAPERS 
	A SERVICE-LEARNING PROJECT USING CROWDFUNDING STRATEGY: STUDENTS’ EXPERIENCE AND REFLECTION
	TOWARDS A THEORY-BASED DESIGN FRAMEWORK FOR AN EFFECTIVE E-LEARNING COMPUTER PROGRAMMING COURSE 
	AN ONTOLOGY FOR LEARNING SERVICES ON THE SHOP FLOOR 
	THE IMPACT OF TECHNOLOGY INTEGRATION UPON COLLEGIATE PEDAGOGY FROM THE LENS OF MULTIPLE DISCIPLINES
	A LEARNING SUPPORT SYSTEM REGARDING MOTION TRIGGER FOR REPETITIVE MOTION HAVING  AN OPERATING INSTRUMENT 
	TASK-BASED ASSESSMENT OF STUDENTS’ COMPUTATIONAL THINKING SKILLS DEVELOPED THROUGH VISUAL PROGRAMMING OR TANGIBLE CODING ENVIRONMENTS  
	FRAMEWORK FOR INTELLIGENT TEACHING AND TRAINING SYSTEMS – A STUDY OF SYSTEMS 
	MOBILE DEVICE USAGE IN HIGHER EDUCATION 
	FEATURES STUDENTS REALLY EXPECT FROM LEARNING ANALYTICS 
	MUSIC TECHNOLOGY COMPETENCIES FOR EDUCATION: A PROPOSAL FOR A PEDAGOGICAL ARCHITECTURE FOR DISTANCE LEARNING 
	INCREASING STUDENTS’ SCIENCE WRITING SKILLS THROUGH A PBL SIMULATION
	THE EFFECT OF CHOOSING VERSUS RECEIVING FEEDBACK ON COLLEGE STUDENTS’ PERFORMANCE 
	THE IMPACT OF MIDDLE-SCHOOL STUDENTS’ FEEDBACK CHOICES AND PERFORMANCE ON THEIR FEEDBACK MEMORY 
	NUMERICAL ACUITY ENHANCEMENT IN KINDERGARTEN: HOW MUCH DOES MATERIAL PRESENTATION FORM MEAN? 
	A VIDEO GAME FOR LEARNING BRAIN EVOLUTION:  A RESOURCE OR A STRATEGY? 
	COMMUNICATION VULNERABILITY IN THE DIGITAL AGE: A MISSED CONCERN IN CONSTRUCTIVISM 
	ONLINE LEARNERS’ NAVIGATIONAL PATTERNS BASED ON DATA MINING IN TERMS OF LEARNING ACHIEVEMENT 
	AMAZED BY MAKING: HOW DO TEACHERS DESCRIBE THEIR PBL EXPERIENCE  
	GROUP WORK AND THE IMPACT, IF ANY, OF THE USE OF GOOGLE APPLICATIONS FOR EDUCATION 
	FRACTANGI: A TANGIBLE LEARNING ENVIRONMENT FOR LEARNING ABOUT FRACTIONS WITH AN INTERACTIVE NUMBER LINE 
	EVALUATION OF LEANING UNIT DESIGN WITH USE OF PAGE FLIP INFORMATION ANALYSIS 
	EINSTEIN’S RIDDLE AS A TOOL FOR PROFILING STUDENTS 
	EXPLORING STUDENTS’ E-LEARNING EFFECTIVENESS THROUGH THE USE OF LINE CHAT APPLICATION 
	FACTORS AFFECTING PERCEIVED SATISFACTION WITH FACEBOOK IN EDUCATION 
	INTERACTIVE VIDEO, TABLETS AND SELF-PACED LEARNING IN THE CLASSROOM: PRESERVICE TEACHERS PERCEPTIONS 
	COGNITIVE DESIGN FOR LEARNING: COGNITION AND EMOTION IN THE DESIGN PROCESS 
	INVESTIGATING THE POTENTIAL OF THE FLIPPED CLASSROOM MODEL IN K-12 MATHEMATICS TEACHING AND LEARNING 
	LEARNING ANALYTICS TO UNDERSTAND CULTURAL IMPACTS ON TECHNOLOGY ENHANCED LEARNING 
	WIDENING AND DEEPENING QUESTIONS IN WEB-BASED INVESTIGATIVE LEARNING 
	YEAR 9 STUDENT VOICES NEGOTIATING DIGITAL TOOLS AND SELF-REGULATED LEARNING STRATEGIES IN A BILINGUAL MANAGED LEARNING ENVIRONMENT 
	PURPOSEFUL EXPLORATORY LEARNING WITH VIDEO USING ANALYSIS CATEGORIES 
	BUILDING A LEARNING EXPERIENCE: WHAT DO LEARNERS’ ONLINE INTERACTION DATA IMPLY? 
	RULES FOR ADAPTIVE LEARNING AND  ASSISTANCE ON THE SHOP FLOOR 
	PARTICIPATION AND ACHIEVEMENT IN ENTERPRISE MOOCS FOR PROFESSIONAL LEARNING 

	SHORT PAPERS
	CONNECTIVIST COMMUNICATION NETWORKS 
	LEARNING AND SKILLS DEVELOPMENT IN A VIRTUAL CLASS OF EDUCOMMUNICATION BASED ON EDUCATIONAL PROPOSALS AND INTERACTIONS 
	THE RELATIONSHIP AMONG ICT SKILLS, TRADITIONAL READING SKILLS AND ONLINE READING ABILITY 
	TOWARDS CONCEPT UNDERSTANDING RELYING ON CONCEPTUALISATION IN CONSTRUCTIVIST  LEARNING 
	E-LEARNING IN CHEMISTRY EDUCATION:  SELF-REGULATED LEARNING IN A VIRTUAL CLASSROOM 
	RELATIONSHIP OF MOBILE LEARNING READINESS TO TEACHER PROFICIENCY IN CLASSROOM TECHNOLOGY INTEGRATION  
	HUMAN COMPUTER INTERACTION (HCI) AND INTERNET RESIDENCY: IMPLICATIONS FOR BOTH PERSONAL LIFE AND TEACHING/LEARNING 
	A PORTFOLIO FOR OPTIMAL COLLABORATION OF HUMAN AND CYBER PHYSICAL PRODUCTION  SYSTEMS IN PROBLEM-SOLVING  
	INNOVATIVE COLLABORATIVE LEARNING STRATEGIES FOR INTEGRATED INTERACTIVE E-LEARNING IN THE 21ST CENTURY   
	EDUCATIONAL CRITERIA FOR EVALUATING  SIMPLE CLASS DIAGRAMS MADE BY NOVICES  FOR CONCEPTUAL MODELING 
	DIGITAL NATIVES AND DIGITAL DIVIDE: ANALYSING PERSPECTIVE FOR EMERGING PEDAGOGY 
	E-LEARNING SYSTEM USING SEGMENTATION-BASED MR TECHNIQUE FOR LEARNING CIRCUIT CONSTRUCTION 
	STUDENTS’ GOOGLE DRIVE INTENDED USAGE:  A CASE STUDY OF MATHEMATICS COURSES IN BANGKOK UNIVERSITY 
	AN EMPIRICAL STUDY ON THE IMPACT OF SELF-REGULATION AND COMPULSIVITY TOWARDS SMARTPHONE ADDICTION OF UNIVERSITY STUDENTS  
	ADAPTIVE GAME BASED LEARNING USING BRAIN MEASURES FOR ATTENTION – SOME EXPLORATIONS 
	EVALUATION OF THE COURSE OF THE FLIGHT SIMULATORS FROM THE PERSPECTIVE OF STUDENTS AND UNIVERSITY TEACHERS
	DEVELOPMENT OF CRITICAL THINKING WITH METACOGNITIVE REGULATION 
	ENACTING STEM EDUCATION FOR DIGITAL AGE LEARNERS: THE MAKER MOVEMENT GOES TO SCHOOL
	NEW SCENARIOS FOR AUDIENCE RESPONSE SYSTEMS IN UNIVERSITY LECTURES
	ACADEMIC RETENTION: RESULTS FROM A STUDY IN AN ITALIAN UNIVERSITY COURSE  
	LEARNING HOW TO WRITE AN ACADEMIC TEXT: THE EFFECT OF INSTRUCTIONAL METHOD AND REFLECTION ON TEXT QUALITY 

	REFLECTION PAPERS
	TEACHERS’ ATTITUDE TOWARDS ICT USE IN SECONDARY SCHOOLS:  A SCALE DEVELOPMENT STUDY 
	INVENTING THE INVENTED FOR STEM UNDERSTANDING 

	AUTHOR INDEX 



