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Background info
LMS in HKU SPACE
– SOUL computer version & SOUL mobile app

The use of SOUL: relatively low level  



Quasi-experimental design 
2014-15 second semester 
Course: Intra- and Interpersonal Competencies
– 3 hours lecture/ week (in-class activities e.g. game, role-play, psy tests)

118 participants from 5 classes completed both pre- and 
post- intervention questionnaires (response rate: 72%)

– Associate Degree in Social Science
– Associate Degree in Science
– Associate Degree in Chinese Medicine
– Higher Diploma in Chinese Medicine

– Control group: N=42 (25M, 17F)
– Experimental group: N=76 (28M, 48F)
Some participants were invited for interviews after intervention



Designed simple 
interactive learning 

activities using 
SOUL  

Introduced & 
demonstrated 
SOUL mobile app

Experimental gp



Choice 
activity 
(computer 
version) J

Experimental gp



Choice 
activity 
(SOUL 
mobile 

app)

L Unable 
to view 
other 

classmates’ 
response 

after 
answering 

the Q



Experimental gp

Q & A Forum (computer version) 

L Description could not be shown on 
SOUL mobile appà



Calendar 
J

Experimental gp



Announcement 
J

Control gp & 
Experimental gp



Turnitin assignment submission (only available on 
computer version)

Control gp & 
Experimental gp



Demographic info & 
Manipulation check

Variables Control 
group

Experimental 
group

Previous 
SOUL 

Experience(1)

N 42 75

Mean (SD) 2.52 (.74) 2.24 (.75)
Median 3.00 2.00

IT
Competency(2)

N 42 75
Mean (SD) 2.60 (.86) 2.51 (.84)

Median 3.00 2.00
Notes. (1)Ratings of “SOUL Experience” are based on a 4-point Likert-type scale: 1 – “Less than 3 
months”, 2 – “3 months to less than a year”, 3 – “1 year to less than 2 years”, 4 – “2 years or more”; 
(2)Ratings of “IT Competency” are based on a 5-point Likert-type scale: 1 – “not competent”, 2 – “of 
little competency”, 3 – “somewhat competent”, 4 – “competent”， 5 – “very competent”
*p < 0.05, **p < 0.01, *** p < 0.001.
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1) Change in frequency of using SOUL 
(computer version) before & after intervention

1 2 3 4 5 6 7

Collaboration 

Interaction 

Taking tests 

Submitting assignments 

Accessing resources 

1 - Never to 7 - Several times a day

Control group - Pre

Control group - Post

Experimental group - Pre

Experimental group - Post

Notes. Ratings are based on a 7-point Likert-type scale: 1 – “Never”, 2 – “Once a month or less”, 3 – “Once every 2 
weeks”, 4 – “1-2 times a week”, 5 – “3-6 times a week”, 6 – “Once every day”, 7 – “Several times a day”. 



1 2 3 4 5 6

Satisfaction 

Learning Outcome 

Knowledge Applicability  

Collaboration 

Interaction 

Learning Community 

Personalization 

Learners’ Interface 

1 - Strongly Disagree to 6 - Strongly Agree

Control group - Pre

Control group - Post

Experimental group - Pre

Experimental group -
Post

2) Change in perception with SOUL 
(computer version) before & after intervention  

Notes. Ratings are based on a 6-point Likert-type scale: 1 – “Strongly Disagree”, 2 – “Disagree”, 3 – “Slightly 
Disagree”, 4 – “Slightly Agree”, 5 – “Agree”, 6 – “Strongly Agree”. 



3) Change in opinions on using SOUL 
(computer version) before & after intervention 

1 2 3 4 5 6

Behavioral Intent 

Facilitating Conditions 

Social Influence 

Effort Expectancy 

Performance Expectancy 

1 - Strongly Disagree to 6 - Strongly Agree

Control group - Pre

Control group - Post

Experimental group - Pre

Experimental group - Post

Notes. Ratings are based on a 6-point Likert-type scale: 1 – “Strongly Disagree”, 2 – “Disagree”, 3 – “Slightly 
Disagree”, 4 – “Slightly Agree”, 5 – “Agree”, 6 – “Strongly Agree”. 



4a) Frequency of using SOUL via mobile access
(i.e. SOUL App and/or mobile web browser)

1 2 3 4 5 6 7

Collaboration 

Interaction 

Taking tests 

Submitting assignments 

Accessing resources 

1.45

1.54

1.95

1.76

2.84

1.61

1.52

1.48

1.55

2.73

1 - Never to 7 - Several times a day

Control group - Post

Experimental group - Post

Notes. Ratings are based on a 7-point Likert-type scale: 1 – “Never”, 2 – “Once a month or less”, 3 – “Once every 2 
weeks”, 4 – “1-2 times a week”, 5 – “3-6 times a week”, 6 – “Once every day”, 7 – “Several times a day”.  These 
items were asked in post-intervention survey only. 



4) Opinions on using SOUL via mobile access (i.e. 
SOUL App and/or mobile web browser)

1 2 3 4 5 6

Behavioral Intent 

Facilitating Conditions 

Social Influence 

Effort Expectancy 

Performance Expectancy 

3.6

3.62

3.41

3.67

3.5

2.98

3.08

3.01

3.32

2.97

1 - Strongly Disagree to 6 - Strongly Agree

Control group - Post
Experimental group - Post

Notes. Ratings are based on a 6-point Likert-type scale: 1 – “Strongly Disagree”, 2 – “Disagree”, 3 – “Slightly 
Disagree”, 4 – “Slightly Agree”, 5 – “Agree”, 6 – “Strongly Agree”. These items were asked in post-intervention 
survey only. 



Limitations & Future directions

Incentives 
e.g. participation marks
Mobile access: potentials & development 



Thank you! J

Your feedback and comments are 
very much appreciated!J


