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KUBBEE 

RESOURCES FOR USING THE LANGUAGE APP ACROSS 3 LEARNING CONTEXTS 

RESOURCE 3: CONNECTING WITH THE CURRICULUM  

 

THE ISSUES  

Children and young people from mobile communities are shown to have some of the lowest 

levels of literacy, school attendance and achievement of any minority groups (Cemlyn et al 

2009).  Given concerns about the ever-increasing attainment gap in Scottish education, there 

is a need to create new and innovative solutions to support literacy and engagement in 

education. 

 
THE NEED FOR NEW APPROACHES  

Mobile communities can have weak identification with formal education, following recurring 

generational patterns of educational marginalisation and limited recognition of their cultural 

heritage.   For an education system to be relevant, and for children to learn more effectively, 

the curriculum and routines must reflect their lifestyles, values, perspectives and 

experiences1.   

 

A FOCUS ON LITERACY 

The importance of language and communication for learning and education is well 

evidenced.  Dialogue and language are viewed as essential tools for learning2. Language 

facilitates social, emotional and cognitive development3.  It can support relationships with 

teachers and peers and plays a vital role in accessing the whole curriculum4.  Children also 

need appropriate vocabulary to ask questions and facilitate peer-to-peer discussion to 

support the learning process567.  Children’s voice can be silenced when language and literacy 

abilities are low therefore language development is important for their involvement in 

classroom decision-making. 

 

                                                      
1 O’Hanlon C. and P. Holmes 2004:93. The education of Gypsy and Traveller children. Stoke on Trent, UK: Trentham Books. 
2 Vygotsky, L.S (1962) Thought and language. Cambridge, MA: MIT Press. 
3 Goswami, U. and Bryant, P. (2007) Children’s Cognitive Development and Learning (Primary Review Research Survey 2/1a) 
Cambridge: University of Cambridge Faculty of Education.  
4 Rose, J. (2006) Independent Review of the Teaching of Early Reading DfES 
5 Reilly, J. and Murray, S. (2005) Thinking and Speaking in Primary Schools Barrington Stoke 
6 Alexander, R. (2006) 3rd Edition Towards Dialogic Teaching: rethinking classroom talk 
7 Skidmore, D and Murakami, K (eds) 2016, Dialogic Pedagogy: The Importance of Dialogue in Teaching and Learning (New 
Perspectives on Language and Education), Multilingual Matters: Bristol.  
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Language and literacy can therefore have a great impact upon children’s participation, 

confidence and self-esteem not only in learning but also school life.   

 

 

DIGITAL TECHNOLOGY AND MOBILE LEARNERS  

Digital pedagogy has been identified as highly engaging and thus the personalisation facilities 

and innovative learning pathways for children could be transformational.  Table 1 shows the 

potential for digital technology to support education in mobile cultures due to its multimodal 

and mobile affordances. 

 

AFFORDANCES OF DIGITAL 

TECHNOLOGY IN EDUCATION 

SUPPORTING MOBILE CULTURES’ LEARNING 

Multimodal affordances Resonates with mobile cultures’ preferred 

forms of learning, communication and 

expression.  Maintains oral and visual 

traditions. 

Storage and research Addresses issues of space and storage of 

hardware or resources within small living 

quarters (e.g. trailers or shared 

accommodation). Provides unlimited access 

to resources and information.  

Conceptual development of subject 

matter 

Supports active learning and consolidation of 

new knowledge and understanding 

Communication, sharing, collaboration Supporting continuity in education and 

communication with teachers and support 

networks during periods of travel. 

Content creation and interest-driven 

learning 

Empowering children and young people as 

creators and contributors. Ensures culturally 

relevant content and engagement in learning. 

Interactive, immersive, and creative Inspiring and motivating potentially 

disengaged learners with low literacy, and 

gaps in education.  Content must be engaging 

for independent learning while travelling.  

 

Table 1: Affordances of digital technology: supporting learning in mobile cultures 

 



3 
 

 

We recognise the potential for using the app alongside the curriculum for language and 

literacy development.  The app can be used in the classroom with Roma children, and other 

pupils with English as an additional language.  The app can act as a tool to compliment and 

support teaching and resources that already exist within the school.  For example, the 

‘lessons’ and ‘create a card’ feature can be adapted to learn key words in children's reading 

books at school or words and sounds of the week.  The ‘situations’ feature can be used to 

consolidate and contextualise learning where the words are embedded into practice 

sentences.   

 

Drawing on game-based learning approaches which have been identified as effective learning 

techniques with boys from mobile cultures8, the educational potential for boys from mobile 

communities lies in the combination of gaming applications and informal learning 

opportunities.  Game-based learning can support learning and literacy in many ways.  For 

example, oral language and discussion generated by game-play is a vital foundation for literacy 

development, and group discussion and interaction supports social development9.   

The app’s multimodal form means that children must develop new literacy practices where 

they interpret sound, image, and written text, to make sense and problem solve10. Games are 

effective learning environments primarily because they are interest-driven - so learners are 

engaged, focused and motivated11.  

With an improvement in literacy and language, an overall improvement across all subjects 

will follow.   

 

 

NEXT STEPS FOR PRACTITIONERS AND SCHOOLS 

In light of the evidence for high device ownership among mobile families, our research suggests 

that there is great potential for these devices to be integrated into technology-mediated 

learning opportunities across informal and formal learning contexts.   

 Opportunities to build confidence in using digital technology in new ways and 

increase the breadth of skills when using digital technology as pedagogical tool.  

                                                      
8 STEP 2016 Children and Technology Project: http://www.step.education.ed.ac.uk/wp-
content/uploads/2015/08/YPTech-Report-.pdf  
9 Gee, J. (2012) The Old and the New in the New Digital Literacies, The Educational Forum, 76 (4) pp.418-420, 
DOI: 10.1080/00131725.2012.708622 
10 Sandford, R. and Williamson, B. (2005) Games and Learning, Futurelab.  Available at 
https://www.nfer.ac.uk/publications/FUTL27/FUTL27handbook.pdf 
11  
Perrotta, C., Featherstone, G., Aston, H. and Houghton, E. (2013) Game-based Learning: Latest Evidence and 
Future Directions (NFER Research Programme: Innovation in Education). Futurelab. Slough: NFER. 

http://www.step.education.ed.ac.uk/wp-content/uploads/2015/08/YPTech-Report-.pdf
http://www.step.education.ed.ac.uk/wp-content/uploads/2015/08/YPTech-Report-.pdf
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 Use existing devices in mobile family lives into effective classroom practice.   

 Develop knowledge and strategies to support mobile children and young people 

through appropriate apps. 

 Extend classroom learning to mobile device platforms to maintain continuity through 

informal learning in the home and while travelling. 

 Encourage and support content creation. Provide opportunities and initiatives where 

children and young people can create digital content which is relevant to their culture 

and represents their lived experiences.   

 

 

 


