












Adaptive Mobile Learning Biology influence to 
increase the cognitive learning results of learners. 
 
Suggestion 

Adaptive Mobile Learning has been developed 
based on the needs analysis on site research which has 
been in SMA N 11 Yogyakarta. However, the 
development of Adaptive Mobile Learning Biology is 
not optimal because the stages of development are not 
through the process of limited test. Thus, in order for 
Adaptive Mobile Learning Biology developed can be 
more optimally, then it needs to continue testing using 
a limited test in advance. Then, on the application of 
kinaesthetic learning style, require revision in order the 
learners who have a kinaesthetic learning style can be 
optimally fulfilled for their learning style. 
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