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1. Overall Idea
At the beginning of our #FSLN-Project, there were different ideas of what kind of mobile ap-
plication should be developed. There were five different appendages. In the next chapter you 
can read them out.

1.1 The idea selection process

Brainstorming:
First of all the whole group started with a Brainstorming. We posted the ideas in WIKI Here 
you can have a to the list with ideas and their explanations. 

 o Printing-APP
  Tutorial-app for people who doesn’t know what is important to establish if  
  they want to print their documents in a print shop/company.

  Description:
  Sometimes there are a lot of problems getting the desired results you want to  
  have (in the file format PDF-X3).
  For example: the printed colour is not the same as the colour that you have  
  selected. There may be bugs that prevent easy.
  Print Shops/Companies must change the dossier back to the client giving in 
  structions, before they can begin. Often it is necessary to send it back to the  
  designer/client. This can be time consuming and burdensome for both.

  You are the customer and want to print out your brand new business cards:  
  (1) First, you create them by your own.
  (2) Second, with the App for a better co-operation (hand-in-hand), the  
  customer learns creating the data correctly. That’s real life for an learning- 
  tool based on constructivism!
  How could it work?
  (1) In the first level, it asks for the correct settings (proper timing, the right  
  size, and so on. It based on a checklist). If you are a professional, you only have  
  to fit in and control, because you know the pressure terminology.
  (2) In the second level you can get some basic information, which describes  
  settings. This may be interesting for starter.
  (3) And on the third level you can get more background information if you   
  want. The app is also suitable for trainees in the media professions, as  
  practical learning tool.

 
 o International Students
  Developing an informational as well as fun application for the incoming  
  international students, which will address their problems. International stu 
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  dents are often faced with some kinds of problems. The app should help  
  students to reach university coming for the first time, finding accommodation,  
  Registration and other common issue in a fun and informative way.

 o Academic Degree
  Social application that give some information for people who would like to  
  learn for some kind of academic degree.
  The advantage of the application is that the students themselves  
  (those who graduated and those who is still learning in different years)  
  will give the information about the academic degree, they will answered  
  question, share products and information about the different courses, give  
  information about the different tasks and homework’s in each course, give  
  information and recommendation about the private teachers they used to help  
  them in the different courses, give different tips, how much time is required  
  to spend in each course, information about if the future students can work du 
  ring the studying and information about where can they get jobs and what they  
  think about the different lecturers.

 o Smart phones - Contextualized Learning - Socialized - students
  Introduction: I mean we are really living in super-fast age where students  
  are asked to keep track of all the activities including fun. Imagine the time  
  you chat with your friends or fellow students all over the world can also use to  
  improve your knowledge on any aspect FASTER!!!
  So what’s the fun part, the fun part is to create an app that could be used to  
  post a question online. The conventional way of posting a question on any  
  forum are any other social learning places is just in form of letters any words.  
  We may use English, German, or any other language.

  Scenario: I am building my house. I want to give best and modern  
  architecture to my house. I am a novice about architecture but have  
  certain taste and interest in it. So what I do is obvious search on the web...:)  
  I find many forums, which will be useful and understandable to even a guy  
  like me. I may understand them and choose one of the kinds of architecture  
  that is current trend somewhere in South Korea. The trend is very new and  
  there are basically, you can only find an architect from Korea who has already  
  worked and expert on that style of architecture and ready to share his  
  knowledge and guide you. So, how can you take help of him? 
  Options we have are go to the blog of him or forum in which he answers all  
  of questions of the people who are interested just like you. But the problem  
  is all of the resources he supply is in Korean language. You can go to Google  
  Translator ask to translate entire web pages. But again the problem is it can't  
  translate the meaning of all the words precisely, there are many of examples  
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  where the whole meaning of translations is wrong.
  Solution: We will design an app that will primarily for mobile phones that will  
  solve this problem, which I say in simple but effective way. So lets get back to  
  the scenario. In the above example the problem is communication. But when  
  we are dealing with students/ scholars who are using smart phones.  
  That makes problem more complex. Take the above scenario and assume  
  me to a German architecture student and guy from Korea is a scholar, both  
  of us doesn't know each other’s' language. Now, come back to the app. I will  
  use this app in which i will have a set of figures/diagrams, which can be  
  connected, by using some other kind of symbols. What I can do in this app is  
  model my question or problem into a diagrammatic representation by using  
  different kind of diagrams /figures connecting them with each other, which  
  could be easily understandable by the Korean. When he understands my  
  question he will modify my question or do some changes to my question  
  or draw complete different diagram for a better explanation. We all know that  
  reading to a pictorial representation of data is much more easier than  
  actually reading bunch of paragraphs. So many students can also join the  
  discussion making their own modification to the diagrams. At last same  
  question, which will undergo many refinements from all over the world  
  can give best solution. All the communication and everything can be done
  through the diagram/figures/symbols. We also use language and/or  
  language translator to convert very technical and important terms, which are  
  necessary. 
  Technical Part: So the technical part is that:
  1. It will be app just like all the other apps supplied for Smartphone’s, takes  
  touch feedback/input.
  2. Once some question is build (not typed). User can directly post on to the  
  social networking website.
  3. Building of diagrammatic language (most fun and tricky part) guys from  
  Department of education can give valuable idea on this (i guess!)
  4. The scope of expression should be primarily defined to the on technical  
  domain (for example: Computer science, mechanical or any other. We can  
  discuss this!)  
  Advantages: Solutions from all over the world on any problem you got is   
  in your pocket. Knowledge exchange will be done with a much faster and   
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  higher intensity. 
 
  o The Traffic-learning-App
  When you want to make your driver’s license you have to learn a lot of traffic  
  Rules. This App will help you to practice it by a playing game character.

  o Mathematic - App
  A learning app of mathematics for children. The app will include the four  
  basic mathematics that’s Connection (+), subtraction(-), multiplication(*)  
  and division(/). The child would have to drag the correct number of  
  oranges and put them on the tree for example if the question is how much  
  is 2+3 then the child would have to drag 3 oranges and put them on the   
  answering tree.

1.2  The intended target group

We all decided to develop the fifth idea: The Traffic-Learning-App. We discussed the diffe-
rent ideas by an Adobe Connect-Online meeting. But first of all the really first description of 
the App:

First Idea about the "Traffic Education"-Learning-Game-APP

The idea is to create a  "Traffic - Education"-Learning-Game-APP
The Problem: When you want to do your driver’s license you have to learn a lot of traffic Ru-
les. For example: In this exercise you want to learn something about the crossing situation.

Example: crossing situation - Parity intersection
At first you choose one picture from the existing four. You see the starting situation (back-
ground): here the parity intersection.  
Next you can choose the situation, meaning the different user: cars, biker or .... You "push" 
them on the junction.
If you have finished, three possible answers are suggested. Now it’s possible to check the 
right solution. If it’s wrong it will come to an accident. After that you will see the correct 
answer and the explanation for the correct handling.
Target group 1: Children have to learn something about road safety education in elementary 
school. There are Children 6-10 years. In Germany "road safety" is part of school education 
in primary school. "Road safety-education" is part of children competence in the 4th grade, 
so the core target group is between 7-9 years. 
Target group 2: Here are young adults /adults which will make their driver's license. They 
are between 16 and 50 years. Almost everywhere in the world young adults learn for their 
driver's license. For cars over 18 years and for scooter/moped from the age of 16. Also ol-
der people make their driver's license. So the target group are all adults, between 16 and 
55, the core target group are young adults, between 16-25. We think we all know there is a 
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different between young adult education (16 to 29 years) and (older) adult education (30 to 50 
years).
So we decided, because they affect the implementation of graphical and usability of the APP.
With the mobile app, children OR adults can learn the basic rules of road safety education 
(such as rights of way) and also - like a game - playful learning with others. Because all the 
players can mutually build up traffic situations with the APP, look to the Example: crossing 
situation - Parity intersection. 
About the APP "Road Education", users can learn knowledge about rules of the road traffic 
or refresh existing knowledge. The benefits for users are that they can learn the rules mobi-
le and playful. The APP also allows an exchange with other learners, which can be played to-
gether and the connection to the (driving) school and/or Learn-Community. That means, in 
addition, for example: with a QR-Code we can link to textbooks (from the driving school) or to 
a website (from the driving school) or to a community in Facebook etc.

At this time we thought it would be favourable to choose children between 6 to 10 years as 
one main part of the target group. After analysing this very young target group we decided 
to develop the traffic app for young adults. There were some reasons for this decision in our 
opinion it is difficult to develop an App for Children, because Children uses mobile phones but 
mostly they didn’t have one. They depend on their parent’s phones and we want to generate 
an App, which is the whole time available for our target group. Another reason is that in our 
opinion children would use this app only as a game and didn’t realize that they practice for 
reality. So it is possible that they can’t transfer it into reality.

1.3 The Prototypical user and learning-outcome
 
The target group are young adults. The next two examples describe the typical traffic app 
user.

 Anna,15 years old girl. She lives in a small, German village, which is 20 minutes   
 away from the next town. Her biggest wish is to decide by her own which time is right  
 to drive to school. She wants to be independent. But in this moment she addicted to  
 her parents and their schedule. Her parents know that she’s getting an adult and they  
 want to support her. So they allowed making a moped license. Two weeks ago Anna  
 started the driving school.
 Anna’s driving schoolteacher recommended her this brand new app. He knows she  
 can’t be right there for the whole time like the other students. In his opinion getting  
 in contact and exchanging with other students is really important. Now with this  
 mobile app Anna, the 15 years old „village girl“ also has the possibility to get in touch  
 with other students and learn together (collaboratively) with them.
 Anna has enough work in school so she doesn’t want to learn in her free time too. She  
 needs a playing learning app, because she is an intuitive type, when she is faced   
 with situations she often knows how to react and solve this difficult situations.  
 In this app she will be pushed by other users in different situations and has to react by  
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 her own. It’s not enough to know the traffic rules – she has to handle and practice  
 her knowledge!

(But we don’t want to create a new playing scooter game! Important is that you know if you 
are getting an accident you are in trouble! The user learns to evaluate different traffic  
situations and loose the fear of driving.)

 Luke is 21 years old. It's a bit unusual, but Luke hasn’t desired to make the  
 driver's license together with his old classmates in school. All the strange hypes  
 were too much. So he told his colleagues at the bank where he’s working now  
 everything you can touch, see, read or calculate is real. He loves working with  
 numbers. Sarah Luke girlfriend believes he is a bit frightened for the ride.  
 He isn’t really in fear about it but there are to many unknown risk factors and of   
 course he’s a type of security. For example he’s frighten of unknown situations  
 and the other road users etc.
 Sarah told him from this app. She wants him to practice more and getting a kind  
 of routine. She hopes that he notice that the situation repeat again and again and  
 that he can minimalist the risk of getting in an unknown surprising situations. 

2 Learning Design 

2.1 The learning theory 

First, we want to once again explain the concept and the idea that our app is built on. Our 
task was to take the responsibility for the design. From personal experience we know how 
hard and tedious learning for the drivers licence can be. In addition to the school in which one 
accumulates all the time anyway theoretical knowledge, it continues in the driving school. 
You learn the theory and the rules and practice in the later part of it may only then apply the 
knowledge. Our application uses before. It is based on constructivism and the situated lear-
ning theory of Lave and Wangler. Der Constructivism is based on the assumption that the 
acquisition of knowledge always referred to the prior knowledge and, ultimately, more know-
ledge of the learner is an individual design. It means that people learn best when they can 
construct their knowledge in an active and contexualized process. It is based on personal ex-
periences and the situation in which it emerge from.
This means for our application that we wanted to create an authentic scenario with social in-
teraction and collaboration. First of all the user can decide/choose how he wants to learn. 
He can select what kind of game he wants to play ("learn" either alone or together with other 
driving school pupils via facebbok). It means that he can create own content or that other 
user can create the content for the user, too. One way the user. One important point of con-
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structivism is that the learner can reflect their own knowledge and also reflect his personal 
development.
Constructivism means that the Learners have to experience a situation in a first hand experi-
ence or you can also say in a authentic context. 
So all in all in our mobile application based on constructivism especially points like selfanaly-
sis, reflection are very important. By trying , making mistakes (try and error) the user develop 
a cient of awareness. The app is constructed near reality so the learner get a kind of impres-
sion of real driving and a kind of real world activities.   
In the next chapter you can read out the detailed description. 

2.2 User Requirements

The kind of versatility and intuitive application of the Learning Apps users will be able to de-
velop various necessary skills.

By mapping and illustrate various traffic scenarios, including the associated traffic rules (e.g. 
priority rules), the user gets to know all possible and impossible traffic situations. He ac-
quired various skills and deepened his playful at the driving school theory and accumulated 
knowledge reinforces what they have learned with the help of other users. By positioning in-
dependent of traffic conditions, he may develop his own scenarios and obtain the appropria-
te solutions. He gained such a solid all round knowledge and loses the fear of driving without 
losing the respect what is important if you want to be a good and responsible driver.
The skills you have to learn you will get by a self-determined and active learning approach, 
so it doesn’t seem like learning. For example: in learning how to operate the arrangements 
with a pure knowledge query (via question and answer). Starting with the different situations 
(e.g.: peer crossroads, junctions, major roads, minor roads, garden paths, etc.), the various 
road users (bicycle, motorcycle, moped, car etc) towards the environment (traffic rules, traf-
fic signs, rules, etc).

  1.)  Practically-oriented learning: learning through the intuitive vicariously the  
 specially designed traffic situations you will learn driving, the security provided  
 by the virtual visualization of the various traffic situations. Through the constant  
 repetition you will learn and remember things in real driving.

 2.)  Self-directed learning: First, you can independently select the subject area  
 in which you want to gain more knowledge, experience, e.g. Crossing behaviour. 
 Here you can decide whether you want to play alone, or together with other   
 participants.
 This phase you can also decided which kind of player you want to be.  
 You can decide between the "agent", "team member" or the "solver".  
 Depending on whether you want to be checked, or would like to explain the events.  
 On the other hand, you can also choose to include the app as a mobile reference.  
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 So you have the possibility to use it for reading certain rules online.

 3.)  Playful - Realistic Learning: Because of the playing character of this game  
 you didn’t  get the feeling you learn something by heart, or learning at all. You feel  
 like a real road users in realistic situations and you have to resolves them. By  
 sharing topics such as teamwork, competitive behaviour, testing situations are  
 resolved through play.

 4.)  Intuitive - Repeating learning: vicariously through the intuitive of recurring  
 conditions and in different events or situations, and characterizes the learned  
 knowledge is deepened intuitive and subliminal.

At first you connect and start playing. You can choose between “Login with facebook” or “Lo-
gin with Email”
If you choose  “Login with Email” you create/ use your own Account. Here you can select the 
game variation. “Solo Game”, “Team Game”, “Last Game”.

 “Last Game”:  You can continue playing your last game and invoke the learning   
 situation
 “Team Game”: You can learn together with other players (like Anna, the 15 years old  
 village girl)
 “Solo Game”: You play by your own. (Like Luke)

“Solo Game”
 If you decided for this game variation you play the single use scenario:
 As previously described, the app itself can benefit. At first you choose what you want  
 to learn. Our example is about the learning the right of way.
 At first you choose one of the three shown road maps. In this example: Crossroads.
 Now you decide which traffic user will participate. It means you have to decide who’s  
 involved in your road scenario. In our example there are two cars involved.
 Now you swipe the road user on the playground (crossroad) while pushing them they  
 got a number. So if you swipe the first car the number one will be shown. Second car  
 get number two and so on. It’s not important for the answer or the solution of the 
 right order. It shows the order in which you swipe it. So you can better match the  
 solution.
 After you have chosen the road user you decide for one direction. You’ve got three to  
 choose from. The definition of direction is a selection with arrows (left, right, straight  
 on). Next you confirm your input. After that the question will be shown for  
 example: “Who is driving first?” Now you sort the answers (1, 2) in the right order by  
 swiping them. Next step is to check if it’s right. There are two possibilities. First:   
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 You’ve giving the correct answer and you get some points. In this moment you can  
 share them on facebook, if you want to.
 Second: It’s wrong but the correct answer will be shown with some explanations for  
 better understanding of these rules.

“Team game”
 The users also have the opportunity to get in contact with other users and start to  
 play with each other. One user creates a scenario and the other user has to solve the  
 situation. After selecting the game variation you can decide which kind of player you  
 want be. 
 There are two different parts of roles by playing this game.
 You can be a “Driver” or the “Builder”.
 As a “Builder” you create the scenario and defines the position and travelling  
 direction of all road users (including the “Driver”).
 As the “Driver” you have to solve the scenario from the viewpoint of the driver.
 The player in the role of the “Builder” sends via Bluetooth or facebook, the scenario  
 to the team player in the “Driver”-role.
 The  “Driver” enters the correct order of driving in the answer field and confirmed  
 this with OK. If the answer is correct, the “Driver” receives points.

“Last game”: 
 The saved traffic scenarios can be retrieved here. 
 The traffic scenarios can be saved with the »PIN«
 Now replace the points balance and "ceremony"

 Nice feature for the future could be the 
 QR Code & Tutorial (Learning Support)
 The QR code allows the users to get additional learning content online – directly, for  
 example, from some driving school.
 The Tutorial (Help)– is the Learning-Content about the Focus “Learning the Right of  
 Way”, explains everything you need to know about the right of way.
 
During the different approaches each user can develop their individual learning system. You 
can try different kinds and for the right to decide, for example, depending on the state of 
knowledge. For example by studying alone, and how far you can self-determined and playful 
by question - answer check again new knowledge or existing. You can play with each other by 
now you enhance the fun factor and the competition and again more knowledge and deepe-
ning. Then if you're fit enough you can help the other users may still be learned by expanding 
and deepening.
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2.2 The Assessment of learning

The application uses different kinds of assessments. The user can assess its
Learning status via scores and share it via facebook. That’s very important because the per-
sonal development is different from user to user and by publishing the individual high scores 
you can assess your achievement and compare it with other learners. 

The assessment elements Level and score qualify the learner to reflect how much they know 
and where they could improve their knowledge.
The level differs from its complexity factor and the user can earn different points. With the 
rise of the points the user gets better and better.
In this picture you can have a look for the deeper description of the different Level steps.
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Application Design

3.1 User Stories

We’ve got different examples for the user stories. In which were visualized the different user 
scenarios.

First Example: Crossroads 
It is about the right before left rules & Exceptions without trffic signs.
At first you choose the map (without signs). In the nest step you can swipe the different road 
user on to the map or gamefield. Next step is to give them a direction. That means for ex-
ample "say" the car you have to drive left. In the next step you confirm your answer and the 
question will be shown. Now you can put the right answer by swiping it into the right order. 
Here you can have a look for this example with three road user.  
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The second example is the same situation but only  with only two road users  

The third example is with traffic signs and the topic major roads.
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Overall Ref lection

What we can say in conclusion about the project is the communication in general was a little 
difficult. On the one hand by the language barrier. Secondly through the countless social me-
dia tools. We think it would make sense to focus it on fewer devices. We have used at the be-
ginning of the most common being information sharing by WIKI. We also have a short contact 
with Adobe Connect but then we started to skype. Because all team members had more ex-
perience and knowledge handling skype. Later, we focused on e-mails. On the one hand this 
was due to the language difficulties, because you simply can better explain in writing. For 
others, the personal shedules.  
Each student also has many other projects and in which he has committed, and of course still 
out of student activities, like work and it will come to a common denominator is really dif-
ficult time. The project was easy to big in between to handle it beside the other projects.

One important thing we missed was a leader, sometimes we felt lost with the project 
especially at the beginning it is important to know what is the project about and how are the 
milestones you have to reach. That wasn't clear, too. It seemed like a experiment without a 
clear structure. It was really interesting, but we think there must be really more communi-
cation especially about the personal role in the project and the competencies of the group 
members. 

What we would suggest for future projects like this, is to make sure that the flow of infor-
mation is worked out very well. This means especially between the mentors of each group. 
There were a lot of misunderstandings and uncertainties between the mentors from our 
impression.

At the end we can say that it was indeed an exciting project but also a bit chaotic. 
The course media didactics in general was a great idea. Solving a team project not only over 
the borders of the academy, but rather over the national and the language borders is actually 
new. It was a great competition in these aspects.
All in all: 
Good luck to us for having that team. It is great to see what a group of people could reach in 
such a short time, although not seeing each other in real life. 
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