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Abstract

The purpose of this research was to study the teaching and learning conditions
and factors affecting mobile application innovation for learning in a virtual learning
environment to promote English communication skills for higher education students in
the 217 century and to develop and investigate the results of using mobile application
innovation for leamning in a virtual leamning environment to promote English communication
skills. The literature review was conducted and then the 15 in-depth interviews were held
with educational technologists, experts in a virtual learning environment, and English
teaching experts. Meanwhile, the questionnaires were sent to 546 students in public and
private universities. The results from the questionnaire were analyzed using the Exploratory
Factor Analysis (EFA) to develop the mobile application innovation for learning in a virtual
environment to promote English communication skills for higher education students in
the 21" century.

The mobile application innovation was used in order to experiment with a sample
group, 105 higher education students attending public and private universities. The research
data were analyzed in the following ways: (1) Analysis of the self-assessment of learners
of communication skills in the 21™ century (listening, speaking, reading, and writing (focusing
on communication and collaboration) was found that the results of the analysis of the
difference of communication skills in the overall of the learners before and after the
study with the mobile application innovation and also was found that the sample group
had more communication skills in overall than before learning statistically at a significance
level of .05, (2) Analysis of the results of observing student behavior in self-learning was
found that the students had an overall score of self-learning at a good level, (3) Analysis
of the results of the observation of student behavior from the assignments was found
that the students had the overall average scores at a good level, (4) Analysis of the
results of the self-assessment and self-learning was found that the scores of the student
self-evaluation and self-learning in a good level, and (5) Analysis of the results of in-depth
interviews using Technology Acceptance Model was at a very good level satisfactory both
in terms of benefits and intentions for future use.

In addition, it can be concluded that the mobile application innovation for learning

In a virtual environment to promote English communication skills for higher education



students in the 21™ century consists of 5 components: (1) Ubiquitous technology — technology
that facilitates teaching and learning through the application which is similar to teaching in
classroom, (2) Mobility -- a learning through a portable device that activates the usage
behavior of learners and facilitates access to rich content and a variety of learning
activities easily and conveniently, (3) Flexibility -- the ability to adapt and be flexible with
learning in different contexts, (4) Individual learning (the development of learners to
improve themselves, and (5) Creative interactivity -- an activity in the form of interactive
learning that encourages each learner to understand and perform their communication
styles appropriately. The learning process consists of 6 steps - Step 1: Preparing to use
the application innovation (M: Mobile accessing), Step 2: Developing reading skills (A: Active
reading), Step 3 Develop listening (L: Listening vocabulary), Step 4 Reviewing knowledge
through exercises (L: Let's review), Step 5 Developing writing and interactive speaking skills
(I Interactive writing and speaking Avatar), and Step 6 Learning Enjoy the virtual learning

environment (E: Enjoy virtual leaning environment).
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