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Digital sejak lahir atau screenagers tidak dapat dipisahkan dari teknologi dalam
pendidikan dan hiburan (edutainment). Fenomena ini memberikan screenagers
kesempatan untuk menjadi pebelajar mandiri. Dalam kaitanya memfasilitasi
screenagers menjadi pebelajar mandiri, studi ini bertujuan untuk mengembangkan
sebuah Android Package Kit (APK) aplikasi untuk ponsel pintar sebagai media
pembelajaran. Desain Research and Development digunakan dalam studi ini.
Sejumlah 55 mahasiswa semester | yang mengambil mata kuliah English Intensive
Course (IEC) dilibatan dalam studi ini. Data dikumpulkan dengan menggunakan
pedoman wawancara, analisis dokumen, rubrik penilaian ahli dan sebuah kuesioner.
Data yang diperoleh kemudian dianalisis secara kualitatif dan kuantitatif. Hasil
penelitian menemukan bahwa mahasiswa memerlukan media pembelajaran yang
inovatif, menantang, dan menyenangkan. Selain itu, media pembelajaran yang

Autonomous Learners, Digital dikembangkan sebaiknya dalam bentuk aplikasi yang mampu memfasilitasi
Natives, Intensive English karakteristik screenagers sebagai pebelajar mandiri. Aplikasi yang dikembangkan
Course berdasarkan pada lima topik yang ditemukan pada dokumen analisis, seperti “Meeting
at the Campus”, “What You Are Wearing”, “Directions”, “Weather”, dan “Necessity
and Obligation”. Hasil penilaian ahli menyatakan bahwa aplikasi termasuk dalam
kategorikan sangat baik dengan rata-rata skor sebesar 85 serta aplikasi ini membuat
mahasiswa lebih antusias dalam proses pembelajaran. Jadi, “English First” dapat
digunakan untuk memfasilitasi screenagers menjadi pebelajar mandiri.
ABSTRACT
Digital native or screenagers cannot be separated from technology in education and entertainment (edutainment). This
phenomenon gives them an opportunity to be autonomous learners. In order to facilitate them to be autonomous learners, this
study was aimed at developing an Android Package Kit (APK) smartphone application as learning media. A research and
development design was employed during the study. There were 55 freshmen year attending Intensive English Course (IEC)
involved in the study. The data were collected through interview guide, document analysis, expert judgment rubrics, and a
questionnaire. The data gained were then analysed qualitatively and quantitatively. The research found that the freshmen year
needed innovative, challenging, and fun English learning media. In addition, the learning media would be better in the form
of application to facilitate the characteristics of screenagers as autonomous learners. The developed application was based on
five topics found in the document analysis, namely “Meeting at the Campus”, “What You Are Wearing”, “Directions”,
“Weather”, and “Necessity and Obligation”. The expert judgment result revealed that the application was categorized
excellent with the score 85 and the freshmen were more enthusiastic during the learning process. Thus, “English First” could
be used to facilitate the screenagers as autonomous learners.

This is an open access article under the CC BY-SA license. @ ® @
Copyright © 2021 by Author. Published by Universitas Pendidikan Ganesha.

1. INTRODUCTION

In the 21st century, the learners cannot be separated from technology in their education and
entertainment (edutainment). They are surrounded by multimedia and digital devices since in their early age and
familiar as well as comfortable with the use of high technology and small screen devices (Novitasari, 2019;
Yoon et al., 2013). Thus, the learners are called as digital native or screenagers (henceforth the learners are
called as screenagers). Reading information on screen rather than on paper or book, writing by using keyboard or
keypad instead of pen or pencil, and finding information on internet despite searching information from libraries
are some activities done by screenagers. Education always considers learners and looks for ways to motivate
them and incorporating technology in education has become a demand in schools (Al Zieni, 2019; Coman et al.,
2020; Ghavifekr & Rosdy, 2015). It is due to the current learners are very familiar with mobile technology, and
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they use its applications in their daily life. This phenomenon would be motivating for them to use mobile
technology and its applications in the learning.” Therefore, there are challenges for nowadays teachers or
lecturers to adjust methods or strategies they teach, to select appropriate teaching and learning media in order to
meet the condition and need of the screenagers.

Not only facing the challenge, but the teachers also could take the phenomena about the screenagers as
opportunities that allow the learners to be autonomous ones. Autonomous learners could be defined as learners
who take more control over their learning both inside and outside classroom (Begum, 2018; Benson, 2001;
Uswatun, 2013). Autonomy refers to these following points, (1) the right of learners to determine the direction of
their own learning, (2) an inborn capacity which is suppressed by institutional education, (3) situations where
learners study by their own, (4) a set of skills which can be learned and applied in self-directed learning, and (5)
the exercise of learners’ responsibility for their own learning (Benson & Voller, 1997; Cakici, 2015; Yuwono,
2016). It could be pointed out that the principles for facilitating autonomous learners are offering choices and
decision-making opportunities, supporting learners, encouraging reflection, encouraging learners’ active
involvement in learning, as well as providing options and resources. A number of integrations of technology in
language classroom has been studied, but there is little empirical research dealing with the use of technology on
learners’ acquisition of language skills and learner autonomy. The study showed that there was a positive impact
of the integration of technology (M-learning) on learner autonomy (Alzieni, 2019, 2021; Melvina et al., 2021).
M-learning is a technique that uses mobile and wireless technologies for learning and education (Alsaadat, 2017;
Criollo-C et al., 2021; Ozdamli & Cavus, 2011; Rimale et al., 2016; Sarrab et al., 2012). In some levels, the
integration enhances learner autonomy and allow the learners the memorization time as well as give them more
time for practicing high levels of thinking skills such as application, analysis, evaluation, and creation.
Technology, in this context is mobile learning, with its features make it easy for them to learn effectively.
Research which states that the students’ perspectives towards the use of digital technology in autonomous
reading were slightly positive in terms of usefulness, comfortableness, confidence, and satisfaction (Choi & Lee,
2020).

Regarding the characteristics of screenagers and the principle of autonomous learners, it was considered
important to develop learning media to facilitate the learning process of nowadays screenagers. The developed
learning media, “English First”, is targeted for Intensive English Course (IEC), specifically in English Language
Education Program (henceforth the application is called as “English First”). The media was based on the course
syllabus. Based on preliminary research, it was found that the integration of technology in the learning process,
precisely in the learning media, was needed in this course. There were related studies developing technology-
based learning media which proved the importance of developing and utilizing learning media in the learning
process. The first one was a study about developing mobile application to improve college students’ English
vocabulary learning. Twenty-four vocabulary learning units presented both in English and Chinese were
designed for the learners and they were expected to learn thirty words in each week (Wang, 2017). Another
study about learning English as a Second Language (ESL) with smartphone was also done in 2014. A
smartphone application was implemented to help the ESL college students to learn English vocabulary. Seven
features consisted of spelling, pronunciation, meaning in the Chinese language, synonym, antonym, part of
speech and using it in example sentences were designed by the researcher (Wu, 2014). Similar study about
developing learning aids on mobile devices which could be used in language courses, specifically for
memorizing vocabulary, was conducted in 2013. The vocabulary on the application was based on published
textbooks (Dong & Liu, 2013). Therefore, this study was aimed at developing an Android Package Kit (APK)
smartphone application as learning media for facilitating screenagers as autonomous learners. A design
consisting of need analysis, design, development, implementation as well as evaluation was employed in this
study (Robert Maribe Branch, 2009). Android Package Kit or Androgenic is an Android installation package.
The package file is in zip and it contains all binary codes, resources, and profiles of the application (Ma, 2017).
The application could be installed in the learners’ android smartphone in order to provide the options and
resources for learning, to give them an opportunity to do reflection toward the learning process, to give them
chance to be actively involved in the learning process, and to offer them learning media choices.

2. METHOD

The participants of the present study were the freshmen or the first semester students of English
Language Education Study Program and the application developed was intended to support them in learning
English, specifically in learning Intensive English Course (IEC). In this course, the participants were exposed to
four language skills intensively. Research and Development (R&D) by Branch (2009) was employed in this
study which was aimed at developing an Android Package Kit (APK) smartphone application as learning media
for facilitating screenagers. It is said that research and development (R&D) is a research which aims to produce a
particular product and the product should be tested in term of the effectiveness. Therefore, ADDIE (Analysis-
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Design-Develop-Implementation-Evaluation) design model was implemented in this study. During the step of
Analysis, preliminary observation, students’ interview, and document analysis were conducted. A blueprint of
Android Package Kit (APK) smartphone application as learning media then was designed based on the result of
Analysis. Continuing to the next step, after conducting the need analysis and designing the materials completely
with its assessment and supporting learning activities, the steps of developing the applications was done. There
were two media experts and one IT expert examining the application. On the implementation step, a lesson study
by Rock & Wilson (2005) was implemented due to the limitation of time. The purpose of conducting
implementation step was to identify the effectiveness of English First smartphone-based application developed
by the researcher. On the last step, that is evaluation, an evaluation of the application was carried out by
administering a questionnaire. The questionnaire was used to gain information about the technical and students’
response after using and their willingness to promote the application as learning media for facilitating
screenagers.

There are three major sections in this application, namely five topics, bonus and games. “Meeting at the
Campus”, “What You Are Wearing”, “Directions”, “Weather”, and “Necessity and Obligation” are the topics
developed and each of them has language features, vocabulary in focus, language expressions, quizzes (in the
form of multiple choices, true or false, fill in the blank, matching, essay or writing prompt), the result of the
quizzes as well as the quizzes review. In addition, music (consisting of six songs), three audio books in the form
of stories, and videos are provided in bonus section. The mentioned section is aimed at giving the learners
opportunity to practice their listening skills. The last section of this application offers two games, that is,
“Hotspot” and “Flashcards”. Those game were added in the section in order to help the students to enrich their
vocabulary. Results are the main part of scientific articles, containing: final results without data analysis
process, hypothesis testing results. Results can be presented with tables or graphs, to clarify the results verbally.
The smartphone-based application was developed after conducting the need analysis and designing the three
major sections in the application including the materials, the assessments and the supporting activities. There
were three main steps in developing the application. First, it was started with creating the assessments by using
iSpring QuizMaker. Second, the step was continued to designing and linking the materials by using Microsoft
Power Point. Last, the meta product was organized by using Android Package Kit; Air SDK and Andraided.
Continuing the step of development, the application was examined by media and IT experts. There were two
media experts and one IT expert examining the application.

The data were collected through students’ interview guide, document analysis, expert judgment rubrics,
and a questionnaire. The students’ interview guide was used to analyse the students’ need toward learning media
specifically in Intensive English Course (IEC). As the objective of this study to develop “English First”
application, the syllabus of Intensive English Course (IEC) was used as the foundation and parameter of
designing the application. In this step, an instrument in the form of document analysis was used. To assess the
quality of the developed application, expert judgment rubrics were used. The rubrics were focusing on the
application and the material in it. There were 32 items in the rubrics and they were created based on several
related theories (Algahtani, 2015; Economides, 2009; Howard & Major, 2004; Jelisaveta, 2013). The last
instrument was questionnaire used to obtain information related to students’ response towards the use of
“English First” application as supplementary learning media. In other words, the questionnaire was used in the
last step of ADDIE. Data obtained in this research were analysed quantitatively and qualitatively. In the analysis
stage, the result of the interview and the document analysis was analysed qualitatively. In development stage, the
result of content validity from the two expert was analysed qualitatively and quantitatively by using a formula
from Gregory (2014). Meanwhile the quality of the application was measured by the two expert using a formula
from Nurkancana & Sunartana (1992). The formula classified the quality into five rating scale, namely
Excellent, Good, Average, Below Average, and Poor. Then, the data related to the implementation of “English
First” application were analysed qualitatively and quantitatively.

3. RESULT AND DISCUSSION

English First is intended for Intensive English Course (IEC). It is one of the courses in the first semester
of English Language Education. The aim of developing this application was to support the students in learning
English, specifically to support and facilitate them to be independent or autonomous in learning. The
development of this application was initiated by a process of designing the application from the blue print. Five
topics, bonus, and games are the three major sections in English First. The topics developed were “Meeting at
the Campus”, “What You Are Wearing”, “Directions”, “Weather”, and “Necessity and Obligation”. Those topics
were developed after need analysis was conducted in the beginning of this study. By having language features,
vocabulary in focus, language expressions, quizzes (in the form of multiple choices, true or false, fill in the
blank, matching, essay or writing prompt), the result of the quizzes, and the quizzes review, it was hoped that
English First would be able to help the screenagers in language studies.
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In order to find out the quality of the developed application, there were two media experts and one IT
expert examining English First. The first media expert gave 95, the second media expert gave 94, and the IT
expert gave 58. Based on those scores English First was categorized as good learning media and there were
several suggestions gained from the experts. English First had to be improved in some aspects such as
instructions, revision in the picture, materials in vocabulary focus, as well as font and space. Then the step was
continued to revision. After being revised, the first media expert gave 99, the second media expert gave 99, and
the IT expert gave 59. From those scores, English First could be categorized as excellent learning media.
Accordingly, this application could be used as learning media to facilitate autonomous learners. After
conducting revision based on the suggestion from the experts, the application was ready to be implemented. The
product details after being revised could be seen in the following figures 1, figures 2, figures 3, figures 4.

. OX . dap B

MAIN MENU

S and the days become lazy and long. The outdoor season has begun,
@ and lifeis definitel; when the weather is good.
TOPIC 1 |

TOPIC 2 TOPIC 3

The temperature increases, the sun becomes brighter

Blue skies Clear skies that are a feature of summer days I

@ M Bright S\lmmd .nd:ma

\V/ [ Heat wave Usually hot weather |

TOPIC 4 In the shade Find refuge under the cool trees away from the sun

E s sy Apofecly tiee sky ‘

[P Stovoutofthe sun oo hot tobe n direc sulight |
Sunkined Thelook of spending time in the sun | S 2

- BONUS GAME A I T L bl o H

: L/

Figure 1. The main menu in English First Figure 2. The material in English First

R— - - R - R —_
Quiz 2 R ,,
(&) -04:49 b N\
Question 1o 1 - oin Valus: 10 / Total Points: 0 out of 10 -~ Sl ; ¢
@
%

Choose one correct answer in each drop-down list!

I have 1 ~ [ clothes. but I've only worn once. Somelimes 2 - | g ; w1
something at the back of a drawer that 1 3 = . I bought it, put it away, and - 9 /

then | forgot about it. 4 =11 don't need so many clothes. | don't think anyone e 3 2
really 5 ~ | of jeans and 32 swealers. | won't tell you how many pairs of v O O - 4

shoes I've got. 6 ~|. The7 - |l love clothes and f -
1 love shopping. Maybe | have a problem. I'm sure I'd 8 ~ |if I had not Y \ y

bought se many clothes. | like brands, so the elothes | buy are quite expensive. 9 N VN P * v,
~ | going to have a big clear out. I'll take all the clothes | no longer wear and N e . )} S
give 10 - 17,\ \ . )L“\ v
= . FLASHCARD ¥
Figure 3. The quiz in English First Figure 4. The games in English First

English First could be categorized as excellent learning media. Accordingly, this application could be
used as learning media to facilitate autonomous learners. This is inseparable from the principles of autonomy
were taken into account when developing English First since it aimed at facilitating autonomous learners in their
learning process inside and outside classroom. Those principles were learners are able to (1) choose the direction
of their own learning, (2) learn by themselves with support from institutional education, (3) learn in any situation
by their own, (4) learn a set of skills and apply them in self-directed learning, and (5) do exercise for their own
learning (Benson & Voller, 1997). The principles taken into account is explained as follows.

The first principle of autonomy which is about choosing the learning direction of the learners could be
applied when the screenagers are able to learn with or without any assistance or being self-directed (Benson &
Voller, 1997). It is possible for them to be self-directed since the application offers learning materials completed
with exercises as well as review, for instance, in a topic about “Directions”, the learners are exposed to language
features about explaining directions, vocabulary and language expressions commonly used to ask and give
directions. Then, they could have exercises related to “Directions” in the form of multiple choices, true or false,
and essay or writing prompt. After doing the exercises, they learners could have the review on what they have
done. The second one proposed, was about learning by themselves with support from institutional education.
This principle is shown when the screenagers could use English First in learning Intensive English Course (IEC)
(Benson & Voller, 1997). Intensive English Course is one of the courses offered in the first semester by English
Language Education Program. There are five topics selected from the syllabus and represents each course book.
The selected topics were “Meeting at the Campus”, “What You Are Wearing”, “Directions”, “Weather”, and
“Necessity and Obligation”. The third principle related to autonomous learning is that learning could take place
in any situation (Benson & Voller, 1997). This is implemented when the screenagers could learn inside and
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outside classroom. In the beginning of introducing the application, the lecturers could assist the screenagers by
explaining how to install and what features are available on the application. Meanwhile, outside the classroom
the screenagers are free to use, learn the topics and practice what they have learned.

The fourth one is about learning a set of skills and apply them in self-directed learning (Benson &
Voller, 1997). It is accommodated when the screenagers could learn four English skills, that is, Listening,
Speaking, Reading and Writing, as well as enhance their language features and language expressions and enrich
their vocabularies by themselves. It could be seen from a topic provided in the application. In the topic about
“Weather”, an explanation on kinds of weather, language features about explaining weather, vocabulary and
language expressions commonly used to express weather could be learned by the learners themselves. Other
example taken when the learners could learn four language skills is when they click bonus sections. In the bonus
section, music (six songs), three audio books in the form of stories, and videos were designed in order to give the
learners opportunity to learn and practice Listening skill. The last principle regarding to facilitate autonomous
learners is about doing exercise for their own learning (Benson & Voller, 1997). After learning four language
skills through English First, the learners could do exercise or practice their four language skills by answering
quizzes which were in the form of multiple choices, true or false, fill in the blank, matching, essay or writing
prompt. After they have done with the quizzes, the result of their answer appears and they could do reflection by
clicking the quizzes review. The last part on the application is game. There are “Hotspot” and “Flashcards”
games in this section. They were designed to allow the learners to do exercise on what they have learned as well
as to help the students to enrich their vocabulary.

However, some technical challenges were found by the learners such as the application could not be
installed in certain android brand and version. Another challenge was some features like video need to be
provided in a clearer sound and a higher definition due to make clearer visual on the application. The challenge
could be solved by managing the learners learned in pairs or groups. Hence, all the students had the same chance
to use the application. Other challenge was about the sound quality within the video. It could be managed by
suggesting the learners to provide headset/headphone when listening to the audio in order to get clearer
information from the video. The results of this study strengthen research which states that one way to implement
M-learning in language learning is by using mobile application in a smartphone (Tracy, 2015). The application
developed can be moved, transferred and easy to be accessed anywhere and everywhere. In addition, the
application contains data purposely needed. In this context, the data purposely needed for helping to conduct
learning activities. In relation to the implementation of mobile application in learning, Foti & Mendez (2014)
strengthen that the implementation mobile application in college students learning supports the learning activities
outside the classroom. This was proven that “English First” could be accessed outside the classroom and with no
internet connection. The development of this application is in line with a development of Android Application
for Language Studies conducted by Dong & Liu (2013). The developed android application was based on
published textbooks and it greatly helped the students in their study, precisely in memorizing as well as
reviewing vocabulary learned by the learners. In bonus section, music (six songs), three audio books in the form
of stories, and videos are provided. The mentioned section is aimed at giving the students opportunity to access
the material by themselves and practice their listening skills. It was supported by previous research that by being
autonomous was with self-access and especially with technology-based learning (Masouleh & Jooneghani,
2012). The last section of this application offers two games, namely “Hotspot” and “Flashcards”. Those
technology-based games were added in the section in order to help the students to enrich their vocabulary. A
similar study aimed at enriching students’ vocabulary through mobile application was also conducted in Taiwan
(Wang, 2017). To enrich the college students’ English vocabulary, the application was equipped with both
English and Chinese descriptions.

During the implementation and evaluation steps of this research, it was found that the student exposure
to the language is greater with the application than with printed material and there was more opportunity for
them to practice different kinds of exercises outside of the classroom. This is in accordance with the research
from Louis (2005), Tayebinik & Puteh (2012), Mejia (2016) and Cojocnean (2017). Besides, to be autonomous
learners, the students have started to take control of their learning by participating in decision making with
regard to materials, activities and evaluation. What has been done in this research was a part of the
implementation of m-learning to facilitate students to be autonomous learners. Through the opportunities
provided by the learning devices, teachers and students also will get some benefits of m-learning (Sarrab et al.,
2012). They are as follows: (1) It less expensive, as the cost of mobile devices are significantly less than PCs and
laptops, (2) Multimedia content delivery and creation options, (3) Continuous and situated learning support, (4)
Anytime access to content, (5) Anywhere access to content, (6) Support distance learning, (7) Can enhance
student-cantered learning, (8) Great for just-in-time training or review of content, (9) Support differentiation of
student learning needs and personalized learning, (10) Can enhance interaction between and among students,
learners and instructors, (11) Reduce cultural and communication barriers between faculty and students by using
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communication channels that students like. All those benefits were gained by the freshmen year students who
have used “English First” application.

4. CONCLUSION

This study was a Research and Development which was aimed at developing an Android Package Kit
(APK) smartphone application as learning media for facilitating screenagers specifically for the freshmen or the
first semester learners of English Language Education Program. The application is intended for Intensive English
Course (IEC) and called English First. During designing the application, proper topics and elements to support
the materials to be used in the application were needed. To test the quality of the application, the application was
examined by two media experts and one IT expert. As results, the application was categorized excellent.
Therefore, the application could be used as learning media which provide authentic learning materials to learn
Intensive English Course (IEC) in practicing the students’ four English skills as well as facilitating the learners
to be autonomous learners. The principles of autonomous learning accommodated by the application were the
learners are able to (1) choose the direction of their own learning, (2) learn by themselves with support from
institutional education, (3) learn in any situation by their own, (4) learn a set of skills and apply them in self-
directed learning, and (5) do exercise for their own learning. ” English First” as a learning media and a part of
mlearning to facilitate autonomous learners enables access for independent learning with attractive application
for digital native learner (screenagers). To sum up, this study suggests that the integration of mLearning in
English Language teaching and learning could foster learner autonomy.

5. REFERENCES

Al Zieni, H. (2019). The effect of mobile learning on learner autonomy: A suggested measurement tool to assess
the development of learner autonomy. The Journal of Asia TEFL, 16(3), 1020-1031.
https://doi.org/10.18823/asiatefl.2019.16.3.19.1020.

Algahtani, M. (2015). The importance of vocabulary in language learning and how to be taught. International
Journal of Teaching and Education, 111(3), 21-34. https://doi.org/10.20472/TE.2015.3.3.002.

Alsaadat, K. (2017). Mobile learning technologies. International Journal of Electrical and Computer
Engineering, 7(5), 2833-2837. https://doi.org/10.11591/ijece.v7i5.pp2833-2837.

Alzieni, H. (2019). The effect of mobile learning on learner autonomy: A suggested measurement tool to assess
the development of learner autonomy. Journal of Asia TEFL, 16(3), 1020-1031.
https://doi.org/10.18823/asiatefl.2019.16.3.19.1020.

Alzieni, H. (2021). The Impact of Mobile-Assisted Language Learning (MALL) in Developing the Listening
Skill: A Case of Students at Dubai Men’s College, the United Arab Emirates. Arab World English
Journal, 2, 84-95. https://doi.org/10.24093/awej/mec2.6.

Begum, J. (2018). Learner autonomy in efl/esl classrooms in bangladesh: Teachers’ perceptions and practices.
International Journal of Language Education, 2(2), 96-104. https://doi.org/10.26858/ijole.v2i2.6411.

Benson, P. (2001). Teaching and researching: Autonomy in language learning (2nd ed.). Longman.

Benson, P., & Voller, P. (1997). Autonomy and independence in language learning. Longman.

CAKICI, D. (2015). Autonomy in Language Teaching and Learning Process. Inénii Universitesi Egitim
Fakultesi Dergisi, 16(1). https://doi.org/10.17679/iuefd.16168538.

Choi, H., & Lee, C. H. (2020). Learner autonomy in EFL reading with digital technology at secondary school
level. The Journal of Asia TEFL, 17(4), 1323-1345.

Cojocnean, D. (2017). Mobile learning in the foreign language classroom — Challenges and opportunities.
Journal of Pedagogy, LXV(1), 59-72. https://doi.org/10.26755/revped/2017.1/59.

Coman, C., Tiru, L. G., Mesesan-Schmitz, L., Stanciu, C., & Bularca, M. C. (2020). Online teaching and
learning in higher education during the coronavirus pandemic: Students’ perspective. Sustainability
(Switzerland), 12(24), 1-22. https://doi.org/10.3390/su122410367.

Criollo-C, S., Guerrero-Arias, A., Jaramillo-Alcéazar, A., & Lujan-Mora, S. (2021). Mobile learning technologies
for education: Benefits and pending issues. Applied Sciences (Switzerland), 11(9).
https://doi.org/10.3390/app11094111.

Dong, C., & Liu, X. (2013). Development of android application for language studies. Procedia IERI, 4, 8-16.
https://doi.org/10.1016/j.ieri.2013.11.003.

Economides, A. A. (2009). Requirements of mobile learning applications. International Journal of Innovation
and Learning, 5(5), 457-479.

Foti, M. K., & Mendez, J. (2014). Mobile Learning: How Students Use Mobile Devices to Support Learning.
Journal of Literacy and Technology, 15(3).

Ghavifekr, S., & Rosdy, W. A. W. (2015). Teaching and learning with technology: Effectiveness of ICT

p-ISSN : 2549-4856, e-ISSN : 2549-8290 212


http://u.lipi.go.id/1486478977
http://u.lipi.go.id/1488121543

G. A. P. Suprianti, Made Hery Santosa?, Made Agus Mandala Putra®, | Nyoman Laba Jayanta* (2021). Journal of Education Technology.
Vol. 5(2) PP. 207-213

integration in schools. International Journal of Research in Education and Science, 1(2), 175-191.
https://doi.org/10.21890/ijres.23596.

Gregory, R. J. (2014). Psychological Testing: History, Principles, and Applications (7th Ed.). Pearson Education
Limited.

Howard, J., & Major, J. (2004). Guidelines for designing effective English language teaching materials.
Procedia - Social and Behavioral Sciences, 101-109.

Jelisaveta, S. (2013). Strategies of learning English as a foreign language at Faculty of Technical Sciences.
Procedia - Social and Behavioral Sciences, 93, 775-782. https://doi.org/10.1016/].shspro.2013.09.278.

Louis, R. St. (2005). Helping students become autonomous learners: Can technology help? Webheads in Action
Online Convergence, 1-26.

Ma, J. (2017). Design and implementation of mobile learning system for soldiers’ vocational skill identification
based on android. I0P Conference Series: Materials Science and Engineering, 242(1-4).
https://doi.org/10.1088/1757-899X/242/1/012119.

Masouleh, N. S., & Jooneghani, R. B. (2012). Autonomous learning: A teacher-less learning! Procedia - Social
and Behavioral Sciences, 55, 835-842. https://doi.org/10.1016/j.shbspro.2012.09.570.

Mejia, G. (2016). Promoting language learning: The use of mLearning in the Spanish classes. Revista de
Lenguas Para Fines Especificos, 22(1), 80-99. https://doi.org/10.20420/rIfe.2016.305.

Melvina, Lengkanawati, N. S., & Wirza, Y. (2021). The Use of Technology to Promote Learner Autonomy in
Teaching English. Proceedings of the Thirteenth Conference on Applied Linguistics (CONAPLIN 2020),
546(Conaplin 2020), 315-321. https://doi.org/10.2991/assehr.k.210427.048.

Novitasari, K. (2019). Penggunaan Teknologi Multimedia Pada Pembelajaran Literasi Anak Usia Dini. Jurnal
Golden Age, 3(01), 50. https://doi.org/10.29408/goldenage.v3i01.1435.

Nurkancana, W., & Sunartana, P. (1992). Evaluasi hasil belajar. Usaha Nasional.

Ozdamli, F., & Cavus, N. (2011). Basic elements and characteristics of mobile learning. Procedia - Social and
Behavioral Sciences, 28, 937-942. https://doi.org/10.1016/j.sbspro.2011.11.173.

Rimale, Z., Benlahmar, E. H., Tragha, A., & El Guemmat, K. (2016). Survey on the use of the mobile learning
based on mobile cloud computing. International Journal of Interactive Mobile Technologies, 10(3), 35—
41. https://doi.org/10.3991/ijim.v10i3.5672.

Robert Maribe Branch. (2009). Intructional Design: The ADDIE Approach. Springer.

Rock, T. C., & Wilson, C. (2005). Improving teaching through lesson study. Teacher Education Quarterly,
Winter 2005, 77-92.

Sarrab, M., Elgamel, L., & Aldabbas, H. (2012). Mobile Learning (M-Learning) and Educational Environments.
International Journal of Distributed and Parallel Systems (IJDPS), 3(4), 31-38.

Tayebinik, M., & Puteh, M. (2012). Mobile learning to support teaching English as a second language. Journal
of Education and Practice, 3(7), 56-63.

Tracy, K. W. (2015). Mobile Application Development Experiences on Apple’s iOS and Android OS (Issue
December). https://doi.org/10.1109/mpot.2011.2182571.

Uswatun, H. (2013). Autonomous Learning As Language Learning Strategy Based on Students Preferenced
Learning Style. IDEAS: Journal on English Language Teaching and Learning, Linguistics and
Literature, 1(2), 1-22. http://ejournal.iainpalopo.ac.id/index.php/ideas/article/view/163.

Wang, B.-T. (2017). Designing mobile apps for English vocabulary learning. International Journal of
Information and Education Technology, 7(4), 279-283. https://doi.org/10.18178/ijiet.2017.7.4.881.

Wu, Q. (2014). Learning ESL vocabulary with smartphones. Procedia - Social and Behavioral Sciences,
143(June), 302-307. https://doi.org/10.1016/j.sbspro.2014.07.409.

Yoon, S. Y., Lee, J., & Lee, C. H. (2013). Interacting with screenagers in classrooms. Procedia - Social and
Behavioral Sciences, 103, 534-541. https://doi.org/10.1016/j.sbspro.2013.10.370.

Yuwono, M. R. (2016). Analisis Kesulitan Mahasiswa dalam Menyelesaikan Soal Geometri Berdasarkan
Taksonomi Bloom dan Alternatif Pemecahannya. Beta Jurnal Tadris Matematika, 9(2), 111.
https://doi.org/10.20414/betajtm.v9i2.7.

The Perceptions of Vocational School Students of Video Animation-Based Learning Media to Operate Lathes in Distance Learning 213



