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Abstract—This paper reports the ongoing project related to the development 

of mobile-based learning application particularly for Alpha Generations who 

studies in international school. Due to the advancement of digital technologies, 

Alpha Generations tend to interact with mobile device compared to conventional 

environment as they were born in the century of digital age. This includes their 

learning activities. In Malaysia, expert in language literacy particularly Malay 

language is compulsory for all including foreigner students who learn in 

international school. As the mobile-based learning application could provide 

attractive and interactive interaction compared to conventional teaching method, 

providing children with additional mobile-based learning tool could facilitates 

them to have their own active learning experience. This study found that this is 

the research gap that should be fill in to ensure children in international school 

able to literate in Malay Language similar to mainstream student. Therefore, 

mobile-based learning application called BM Year 2 has been developed and 

evaluated. The proposed application also has been discussed in the previous paper 

which involves expert evaluation. To ensure the proposed application could fulfill 

the actual users’ needs, user experience testing has been carried out and discusses 

in this paper. They are tested in terms of layout and design, functionality, and 

user’s satisfaction. A set of questionnaires has been set up and distributed to the 

actual users upon they use the proposed mobile-based learning application BM 

Year 2. Overall, the empirical findings found that theBM Year 2 able to evoke 

positive learning experience to the actual users.  
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1 Introduction  

The lifestyle of Alpha Generation is parallel with the advancement of digital age. 

The development of digital technologies has influence them to adapt the use of digital 

mobile device in their daily life routine including their learning activities [2][3][1]. 

From that a lot of mobile-based learning application has been designed and develop to 

fulfill their learning needs [4-8]. In the context of Malaysian scenario learning through 

mobile-based application has been researched and proposed since the past 15 years ago 

and is it continue with the new ideas based on the user needs. All of them have their 

own target users and objective.  

In the mainstream education system, it is compulsory for the students to expert in 

language literacy particularly in Malay Language. This education system is also 

implemented to the international school system where all the students including 

foreigner have to expert in Malay Language. To fulfill the identified research gap, this 

study has proposed a mobile-based learning application called BM Year 2 for Alpha 

Generation who studied in international school. It has been developed by utilizing the 

user-centered design (UCD) approach and evaluation has been conducted through 

expert review method. Hence, the main aim of this paper is to evaluate the user 

experience of BM Year 2 mobile-based learning application in terms of layout and 

design, functionality, and user satisfaction.  

To achieve the main objective, the research methodology of the study was discussed 

in the next section.  

2 Methodology 

 

Fig. 1. Research activities of the study  

The research methodology begins with phase one by conducting the user experience 

testing of BM Year 2 mobile application. The respondents involve are the children from 

international school. The closed-ended questionnaires were given to the respondents 
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upon complete using the prototype. The outcome of this phase is the result of the user 

experience testing. 

The second phase of the study is result analysis which means the gathered result in 

phase one were analysed and presented at this stage.  

3 The Proposed Prototype  

The BM Year 2 mobile learning application has been developed by utilizing Adobe 

Photoshop to design the character and objects and Adobe Flash with action script 3.0 

to integrate the interaction concept. The content of the proposed prototype has been 

design based on the Unicode Consortium Guidelines as well as other relevant studies 

related to mobile-based learning application. Multimedia elements which are audio, 

text, graphic, and animation were incorporate to trigger the interactive learning concept.  

Figure 2 until Figure 8 displays the screenshot of the BM Year 2 mobile-based 

learning application. Upon user click the start button they will be navigated to menu 

page which provides two main buttons, which are e-Dictionary and Quiz. BM Year 2 

mobile-based learning application enable the user to learn vocal, consonant, syllable, 

and phrase and pronunciation. Meanwhile in the Quiz page the students can test their 

understandable of vocal, consonant, syllable, and phrase and pronunciation.  

 

Fig. 2. Homepage  
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Fig. 3. Sub menu page 

 

Fig. 4. Syllable page 
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Fig. 5. Vocal and consonant page 

 

Fig. 6. Alphabet and phonics page 
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Fig. 7. Vocal and consonant quiz page 

 

Fig. 8. Quiz page for syllable and phrase 

4 Result and Discussion 

The section presents the result gathered from the user experience testing which has 

been analysed in terms of layout and design, functionality, and user’s satisfaction.  

4.1 Demographic profile 

The user experience testing was conducted with 11 students of year 2 in Universiti 

Utara Malaysia International School (UUMIS); 8 respondents (72.7%) are male 
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meanwhile the remaining 3 respondents (27.3%) are female. Figure 9 illustrates the 

percentage of the demographic profile.  

 

Fig. 9. Demographic profile of the respondents  

4.2 Layout and design 

This section consists of five questions related to layout and design. 

Table 1 listed the questions. 

 
No. Questions  

Q1 Does the arrangement of the buttons are suitable? 

Q2 Does the use of colours are suitable?  

Q3 Does the text is easy to understand?  

Q4 Does the animation is interesting? 

Q5 Does the overall design is eye-catching?  

 

The results indicates that all the 11 respondents agreed that with arrangement of 

button, the suitability of the colours, the understandable text, the interesting animation 

and the overall design of is eye-catching except for the question (Q3) two of the 

responded were disagreed. Figure 10 display the results.  

72.70%

27.30%

Gender

Male Female
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Fig. 10. Layout and design analysis 

4.3 Functionality 

In terms of the functionality five questions were provided to the user to express their 

learning experience. There are listed in Table 2.  

 
No. Questions 

Q1 Does the provided sounds is suitable? 

Q2 Does the provided buttons are well-function? 

Q3 Does the application react quickly based on the request?  

Q4 Is there any error occurred while using the application? 

Q5 Does the overall application perform smoothly?  

 

It is reported that majority of the respondents say “yes” to the Q1 until Q5 except for 

question (Q4) one of the respondents disagreed (Fig. 11).  
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Fig. 11. Functionality analysis 

4.4 User’s satisfaction 

In terms of user’s satisfaction, five question were asked as listed in Table 1.  

 
No. Questions 

Q1 Do you like the BM Year 2 mobile application?  

Q2 Does the application is simple to understand and easy to use? 

Q3 Is the BM Year 2 facilitate the students to learn effectively? 

Q4 Does the BM Year 2 provide clear information?  

Q5 Does the BM Year 2 is pleasant to use?   

 

As demonstrates in Figure 12, most of the respondents provide positive feedback 

except for the Q3 and Q4 one of the respondents disagreed.  
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Fig. 12. User’s satisfaction analysis 

Based on the user experience testing that has been conducted, the results indicate 

that most of the respondents satisfied with the BM Year 2 mobile learning application. 

The setting of the testing in the classroom makes them feel comfortable to enjoy the 

prototype. More important they also able to learn without guidance from their 

instructors. This ensure that the proposed BM Year 2 mobile-based learning application 

has successfully provides flexibility learning environment to the intended users.  

5 Conclusion 

Overall, this study achieves the main aim which is to test the user experience of BM 

Year 2 mobile-based learning application. The results reported that the proposed BM 

Year 2 mobile-based learning application able to evoke the positive learning experience 

to the target users. As the learning language literacy is important to the students since 

they was child therefore this study can be as a guideline for the school institutions to 

promote flexible learning environment.  
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