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Abstract. The qualitative study investigated the impact of the English With Tiffani App on vocabulary learning among
students, against a backdrop of increasing reliance on digital tools in education. The objective was to evaluate the app's
effectiveness as a Mobile Assisted Language Learning (MALL) tool and to understand student perceptions regarding its usage.
Using a descriptive qualitative research methodology, data were collected through interviews with students who had used the
app for vocabulary enhancement. The results revealed that students found the app beneficial for learning new vocabulary and
engaging due to its gamified elements and user-friendly interface. It was concluded that the English With Tiffani App
significantly aids in vocabulary acquisition, enhancing students' language learning experiences and outcomes. This study
contributes to educational technology by providing empirical evidence on the advantages of gamification in language learning
and by suggesting practical implications for incorporating similar digital tools in educational settings to improve student
engagement and learning outcomes.
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INTRODUCTION

The integration of technology in language learning has been extensively documented, with Mobile
Assisted Language Learning (MALL) applications increasingly recognized as potent tools for enhancing
linguistic proficiency. Historically, research in this domain has illuminated the positive effects of such
technologies on language acquisition, emphasizing their ability to offer personalized, flexible learning
experiences that cater to the diverse needs of learners (Ibrahim et al., 2019; Khodabandelou et al., 2022;
J. Li & Chen, 2021; T. Shen, 2021; J. Wang & Lei, 2021). Particularly those exploring the efficacy of
mobile apps for vocabulary acquisition, have consistently demonstrated improvements in students'
engagement and retention rates (Cui & Li, 2022; Gong et al., 2014; Y. Jiang, 2021; K. Li et al., 2015;
Yuan, 2021). The transformative potential of digital learning tools in educational settings, particularly
in facilitating the mastery of new languages (X. X. Chen, 2014; Qiu, 2019).

Despite these advancements, a significant gap in the evaluation of the pedagogical effectiveness of
specific MALL applications, especially newer ones that incorporate gamification and interactive
elements. While the general benefits of MALL, such as improved accessibility and learner engagement,
are well-established, detailed investigations into how individual apps impact specific areas of language
learning, like vocabulary development, are less common. This gap points to a need for targeted research
that not only assesses the overall utility of these applications but also provides insights into their specific
contributions to vocabulary learning within the framework of EFL (English as a Foreign Language)
education (Y.-L. Chen & Hsu, 2020; Fang et al., 2023; J. Liu, 2023; Mendoza et al., 2020; X. Zhao,
2018).

A solid foundation for the benefits of Mobile Assisted Language Learning (MALL) in enhancing
English as a Foreign Language (EFL) education, the specific impacts of many contemporary MALL
applications, particularly the English With Tiffani App, remain less explored. Research has
predominantly focused on broader educational outcomes and learner engagement with MALL tools but
has often overlooked the direct effects of these technologies on vocabulary acquisition. Furthermore,
while the general efficacy of MALL tools in educational settings has been recognized, detailed insights
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into how specific applications influence students’ perceptions and learning experiences are lacking. This
gap suggests a need for focused studies that examine not only the educational effectiveness of such apps
but also their reception among learners and potential for integration into formal educational curricula.

Moreover, despite the growing popularity of gamified learning environments within digital
applications, there is limited empirical evidence on how gamification in MALL applications specifically
affects vocabulary learning in EFL settings. The English With Tiffani App, which utilizes a gamified
approach to vocabulary learning, presents an ideal case study for addressing these gaps. It is unknown
how the unique features of this app, such as its interactive challenges and point-based reward system,
impact students' motivation, engagement, and ultimately, their vocabulary development.

The research gaps surrounding the English With Tiffani App and its application in Mobile Assisted
Language Learning (MALL) for English as a Foreign Language (EFL) education became evident from
Kalhori et al., (2021); Liao, (2023); W. Liu, (2022); L. Wang et al., (2022); Zhang et al., (2021). These
studies suggested that while MALL tools generally improve learning outcomes, the specific effects of
individual apps, especially newer or less studied ones like the English With Tiffani App, on vocabulary
acquisition had not been adequately explored. This gap highlighted the potential for significant
educational advancements through deeper understanding and integration of such technologies in EFL
settings.

In response to this need, conducted to assess the pedagogical effectiveness of the English With
Tiffani App in enhancing vocabulary learning among EFL students. The research aimed to determine
whether students displayed a favorable inclination towards EFL learning when utilizing the gamified
features of the app, and if these features could effectively support vocabulary development in an
academic setting. The hypothesis was that the English With Tiffani App would not only improve
students' vocabulary but also enhance their overall engagement and motivation in learning English. By
investigating these aspects, the study sought to provide empirical support for the app’s suitability in
educational institutions and contribute to the broader discourse on the effective use of technology in
language education.

The incorporation of digital tools into language learning has been recognized as a transformative
development in education, particularly in the field of English as a Foreign Language (EFL). While
Mobile Assisted Language Learning (MALL) platforms have generally been shown to enhance the
learning experience, their adoption in educational settings has raised specific issues concerning their
effectiveness, ease of integration, and overall impact on student outcomes. H. Li, (2023); Sun & Chang,
(2016); Yang, (2019); M. Zhang, (2018); Zhen, (2021) revealed that while such tools can increase
engagement and access to learning materials, they also present challenges in terms of ensuring consistent
educational value across diverse learning environments and maintaining student motivation over time.

Specifically, the implementation of newer MALL applications like the English With Tiffani App in
institutional settings has encountered several critical issues. Firstly, there was a lack of empirical data
regarding the app’s effectiveness in enhancing vocabulary, a core component of language proficiency.
Secondly, educators and institutions faced difficulties in evaluating and integrating new technologies
that had not been extensively tested in classroom scenarios. These challenges were compounded by the
rapid pace of technological advancement, which often outstripped the ability of educational frameworks
to adapt quickly. As a result, while the potential of apps like the English With Tiffani App was
recognized, their practical application in educational settings remained underexplored, underscoring the
need for focused research to address these gaps.

The integration of Mobile Assisted Language Learning (MALL) tools into English as a Foreign
Language (EFL) education has garnered considerable attention in educational research. Over the past
decade, studies have consistently demonstrated the efficacy of MALL in improving various aspects of
language learning, such as speaking, listening, reading, and writing skills. Researchers like M. Liu,
(2014); Shang, (2022); K. Sun, (2023) have established that MALL tools can significantly enhance
learner engagement and provide flexible learning opportunities that are not bounded by geographical or
temporal constraints. Furthermore, gamification features commonly used in these applications were
found to boost motivation and enhance the learning experience.

However, despite these advancements, the specific impact of individual MALL applications,
particularly newer ones such as the English With Tiffani App, on vocabulary acquisition has not been
thoroughly explored. While general benefits of MALL are well-documented, detailed insights into how
these applications affect vocabulary learning and how they are perceived by students remain limited.
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The literature lacks comprehensive studies that isolate the effects of specific features of these
applications on language learning outcomes, especially in diverse educational settings. Additionally,
while numerous studies have explored the effectiveness of MALL from a quantitative standpoint,
qualitative research providing deep insights into student perceptions and educational implications is
sparse. This gap indicates a significant area for further investigation, which this study aims to address
by focusing on the qualitative aspects of vocabulary learning through the English With Tiffani App and
evaluating its pedagogical outcomes in EFL settings.

Recognizing the gaps in existing literature concerning specific Mobile Assisted Language Learning
(MALL) applications, this study proposed to rigorously evaluate the English With Tiffani App, focusing
particularly on its ability to enhance vocabulary acquisition in English as a Foreign Language (EFL)
settings. This qualitative inquiry aimed to shed light on student perceptions of the app and assess its
pedagogical effectiveness, thereby offering potential solutions to the observed challenges of integrating
new technological tools in educational contexts. The importance of this research lay in its capacity to
provide empirical data on the effectiveness of gamified learning environments, which have become
increasingly popular but less understood in terms of their educational outcomes.

The purpose of this research to determine if students exhibit a favourable inclination towards EFL
learning when exposed to the MALL (Mobile Assisted Language Learning) instructional approach.
Additionally, the researcher seeks to establish that this application is appropriate for implementation in
an educational institution setting for EFL learning. Can the English With Tiffani App enhance students'
vocabulary in addition to that? These aims were crafted to directly address the critical need for detailed
educational technology assessments in real-world classroom applications.

The benefits of this research extended beyond the academic community to include educational
policymakers and practitioners. By providing a detailed analysis of how specific MALL applications
can affect vocabulary learning, the study contributed to the broader field of educational technology by
informing decisions on technology integration in language education. Additionally, it offered insights
that could lead to more effective and engaging language teaching strategies, ultimately benefiting
students by improving their language competencies and readiness for global communication challenges.

METHODS

The study employed a descriptive qualitative research design to examine how students perceived the
English With Tiffani App as a tool for vocabulary acquisition. The research took place at SMA Budi
Satrya, involving ten students from class 12 IPS 1, who were selected through purposive sampling. This
sampling technique was chosen to include participants who met specific criteria relevant to the study’s
objectives.

Initially, the researcher introduced the participants to the English With Tiffani App on March 5, 2024.
Following the introduction, the students were instructed to engage with the app, specifically accessing
the “Vocabulary snack pack for guess” section. The first engagement involved completing the “Letter
B” test, after which students were required to report their scores back to the researcher. Two weeks later,
on March 19, 2024, a second test, the “Letter D” test, was administered using the same app. Students
again reported their scores to provide data on their progress and interaction with the app.

Data collection was conducted using a mixed-methods approach: a questionnaire and semi-structured
interviews. The questionnaire, consisting of seven questions, was distributed through a Google Form,
while five interview questions were provided on paper with written answer columns. These tools aimed
to gather detailed accounts of the students’ experiences and impressions of using the app for learning
vocabulary.

After the tests, the researcher further collected feedback through a Google Form sent via a WhatsApp
group, which was used to validate the students' experiences with the app. The responses from this form
were then quantitatively analyzed and converted into percentages to facilitate the assessment of the app's
impact on the students' vocabulary learning experiences.

This comprehensive approach allowed the study to capture in-depth insights into the effectiveness of
the English With Tiffani App in enhancing vocabulary learning within an EFL educational setting.
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RESULTS AND DISCUSSION

Result

In this section, we will explain how two aspects will influence the results of interviews and
assessments of students' learning experiences using the English With Tiffani App as a vocabulary
learning medium. In questions 1-5 regarding introduction and experience of using the Tiffani App with
test adaptations with a gamification work system in learning vocabulary and gquestions 6-7 regarding the
feasibility of the English With Tiffani App application.

Table 1. Vocabulary Learning Through English With Tiffani App

Strongly . Strongly
. . : Disagree  Neutral Agree .
Questionnaire Samples disagree % % % Agree Conclusion

% %

1. Is according to You

application Study

effective For used in 10 0 0 10 70 20 Agree
the learning process
teach?

2. Is according to You
Is the English With
Tiffani App
interesting?

3. is according to You
English With Tiffani
App application is
difficult For used?

4. Is more
systemization in the
English With Tiffani
App application easy
For implemented than
other applications?

5. Is English With
application Tiffani App
help You For develop 10 0 10 10 30 50
capacity your

vocabulary mastery?

0 0 10 70 20 Agree

0 50 20 30 0 Disagree

0 30 30 30 10 Agree

Strongly
Agree

Table 2. Assessment on English With Tiffani App

Strongly Disagree Neutral Agree  Strongly Conclusion

Questionnaire Samples  disagree % % Agree
%
% ° %

6. Is according to 10 0 0 0 80 20 Agree
You

application worthy

For

used as a learning

medium?

7. Is according to 10 0 10 0 70 20 Agree
You English With

Tiffani App

application

recommended For

used in the learning

process teach?

From the results of the questionnaire presented, the researcher will only describe agree and disagree
in the results section, this aims to draw direct conclusions which depend on the dominant level of choice
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determined by the participant. In table 1, the first questionnaire question shows that 70% of participants
agree, plus another 20% who strongly agree, which concludes that learning applications are indeed
effective in learning EFL. The second question also showed the same results as the first question, where
it could be concluded that participants agreed with English With Tiffani App as an interesting learning
media with a score of 70% agree and 20% strongly agree. With this it can be concluded that participants
persist with the view that English With Tiffani App is easy to use with support for interview answers:

“The application is interesting, because the learning method is exciting (respondent 1), quite interesting,
because the learning system is like playing games (respondent 2), the application is easy to understand,
interesting, can stimulate students in learning English (respondent 3), the application is interesting with
several vocabulary that is rarely encountered (respondent 4) ”.

Furthermore, the third question indicated that participants still considered English With Tiffani App
is an application that is easy to use, this can be identified through the choice of 50% disagree that this
app is difficult to use and the remaining 30% who think this application is difficult to use (agree).
Support from the results of interviews that asked participants' perceptions about the level of difficulty
also showed predominantly positive results with the following responses:

“Easy, because the application directs and gives instructions to answer questions and how to learn
English easily (respondent 1), easy, because there is still vocabulary that is often heard (respondent 2),
easy, because there are many ways to understand and users get "The tutorial from the direct application
(respondent 3), is a little difficult, because the application system sometimes experiences bugs .

Then, in the next question, participants still agreed with the application of this learning application,
even though it was said that there was only a 10% dominant level of agreement, but it was still identified
that this application was still easier to use with the results being 30% agree and 10% strongly agree and
the remaining 30% % don't agree. In addition, interviews given to participants found mixed results, this
is in line with the results of the questionnaire which found a small dominant level of positive results that
this application is easier to use than similar applications:

“It's easier, because users are taught how to pronounce the correct vocabulary which is presented
through the user's gadget microphone . Apart from that, this application also includes images that make
it easier for users to recognize the meaning of vocabulary and remember it (respondent 1), which is
easy, because the vocabulary is easy to understand and suitable for beginners (respondent 2), no,
because this application is rarely used as a learning medium (respondent 3), yes, this application is easy
to use and has no advertising (respondent 4) .

The final question in table 1, namely the fifth question, shows very good results which can answer
the questions in this research, where participants strongly agree that this application can make them
more aware of other vocabulary that they have never encountered before with the results of 50% of
participants strongly agree and 30 Another % agree. Apart from that, the results of similar interview
questions also showed that participants had positive experiences by encountering new vocabulary that
they had not heard or vocabulary that they had heard before, but the participants had forgotten the
meaning. Researchers also asked for the score results after participants went through the test given
through this application, namely the score first test ( letter B) and second test score ( letter D). This can
be seen through the participants’ answers:

“I got a score of 230 on the first test and a score of 330 on the second test , apart from that | also
encountered several new vocabulary such as " did , bod , dud , dude , dye , dip rad, dash " (respondent
1), 1 got 80 points on first test and 340 in the second test and also discovered new vocabulary such as
"bun, blut , bow , ban, bin, dud , dude " (respondent 2), my first score was 200 and increased to 310
with the acquisition of new vocabulary "bin, block , dip , did , end , dash ” (respondent 3), first score
220 and 340 for the second and some new vocabulary “ did , dud , blot , rad, dash , bod , dip ~
(respondent 4) .
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The results of the questionnaire in the fifth point and interviews that are in line with this point are the
main support in answering the research question from this research , where the conclusion was drawn
that students felt they had gained new vocabulary and had an interesting experience by learning through
the English application With Tiffani App.

Furthermore, in table 2, the questionnaire findings show very positive results, where this application
received approval from participants for its suitability to be used as a learning medium with a total of
80% agree and the remaining 20% strongly agree, these results show the gamification system in English
With Tiffani App is able to produce good statements or perceptions. Researchers also asked students'
perceptions about what points make this application suitable for use with the results of interviews:

“This application is suitable for use because it is easy to use for beginners and even school children
(respondent 1), feasible, because there is a lot of new vocabulary (respondent 2), quite feasible, but
there are several bugs that need to be updated (respondent 3), feasible, because there is a lot of
vocabulary which is rarely found and an interesting application system in the form of a game
(respondent 4)”.

The results on the last question also showed positive results where participants agreed 70% and
strongly agreed 20% to recommend English With Tiffani App is used in the process of teaching and
learning activities.

Discussion

Researchers analyzed the data in the results section to identify different viewpoints regarding the
efficacy of the English With Tiffani App in English language instruction. The prevailing sentiment
among participants is that the English With Tiffani App is user-friendly and readily accessible,
particularly for acquiring English vocabulary. This aligns with the findings from the initial and
subsequent Google Form inquiries, which indicate favorable outcomes. The learning application is
highly efficacious in facilitating English as a Foreign Language (EFL) acquisition. Furthermore,
students, teachers, and other individuals interested in learning EFL perceive the English With Tiffani
App as easily accessible through laptops or mobile devices. Despite the perception of certain participants
regarding the usability of the English With Tiffani App, it is noteworthy that a significant number of
them also saw the application as an educational game (Imane et al., 2018; Jin & Zhirui, 2017; Orhan,
2023; Y. Wang, 2021; Yuan, 2022).

Hongetal., (2015); S. Liu & Jiang, (2022); Luo, (2022) assert that competence is a crucial component
of language proficiency and serves as a solid basis for students' speaking, listening, reading, and writing
abilities. Students have the ability to formulate their own expressions by applying the knowledge they
acquire. Proper usage is crucial in addition to the acquisition of vocabulary and words. X. Liu & Liu,
(2021); Z. Shen, (2021); C. Zhao et al., (2021) supports this perspective by asserting that instructors can
readily implement Duolingo in both indoor and outdoor settings due to its universal accessibility.

The English With Tiffani App garnered a favorable reception from its users, who expressed that this
application is well-suited for English as a Foreign Language (EFL) learning platform. This is attributed
to the application's user-friendly vocabulary management system and presentation, which are highly
comprehensible. This is quite vivid from the use of flashcards in the application that enriches the user's
memory in recalling the words displayed. Typically, human visual memory at times has different
memory systems which facilitate the recollection of events, pictures, or sights. This can be visible in the
great improvement in the scores of the participants from the previous ones. This shows that the flashcard
application, with an accurate skill identification, would increase the memory retention of English With
Tiffani App users.

English with Tiffani App, just like the one available at Duolingo, is an app that has a gamification
model. It has an approach that uses images and their respective words, coupled with a listening feature,
systematically. This approach ensures that the participants take home the information and, at the same
time, are in a position to retain the displayed vocabulary with ease. Participants developed much interest
in the use of the English with Tiffani App with its friendly interface in enabling active vocabulary
acquisition in the English language. The main sources that support addressing the research question in
this study are the results from the questionnaire in regard to the fifth point and interviews that were made
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for this point. With these findings, we can then suggest that students view the learning process, which
in turn allows them to acquire new vocabulary and make an engaging learning experience through the
use of the English with Tiffani app. These were then followed by scholar studies using a similar tool,
namely Duolingo. This research has revealed that the user feels more satisfied with the use of the
Duolingo game and even shows more interest after the use of the application. Instead, it is this research
that indicated Duolingo motivated students to commit the English language to memories successfully
(Gosztolya, 2022; Hunag et al., 2017; J. Liu, 2022; Zou, 2021).

Most students gave positive feedback rather than negative comments about the English with Tiffani
App. All of them agreed that the app was a tool to encourage the student in getting English language
skills, as it is an appropriate way to gain new knowledge in unfamiliar situations, and the features of the
English with Tiffani app are kind of wonderful and catchy. Students unanimously concur that the English
With Tiffani App facilitates the practice and practical application of English in daily scenarios. The
English With Tiffani App serves as a source of inspiration and motivation for users throughout the
learning process. Subsequently, kids' eagerness to acquire vocabulary intensifies.

The operation system of the English With Tiffani App is highly intuitive, providing automatic
guidance to users who have difficulties in answering questions. As mentioned by Chu et al., (2019); De
La Nuez Placeres & Séanchez Suarez, (2014); B. Jiang, (2024); Zhou, (2021), dungeon integrates
gamification components into its educational methodology with the aim of motivating and involving
students in their academic pursuits. This finding aligns with the outcomes of the previous research,
wherein students exhibit heightened engagement subsequent to responding to inquiries utilizing the
English With Tiffani App. Furthermore, students agree that this application is viable and can serve as
an effective instructional tool for both students and educators.

The retention of learning material through games may be affected due to students' affinity for the
method. An inherent limitation of this application is a glitch in the speaking test, when the participant's
voice is sometimes wrongly identified, despite the participant's accurate pronunciation. The sole issue
encountered by participants while utilizing this application is of minor significance to their score. This
is due to the infrequent occurrence of this incident, which does not constitute a severe bug resulting in
a decrease in score or adversely affecting participants' pronunciation.

CONCLUSION

This qualitative study successfully elucidated the pedagogical effectiveness of the English With
Tiffani App in enhancing vocabulary learning among EFL students. It was concluded that the app
significantly contributed to vocabulary development, with students reporting a favorable inclination
towards learning English when using this gamified MALL tool. The findings demonstrated that the
interactive and motivational features of the app, including its gamified elements and user-friendly
interface, played a crucial role in engaging students and improving their vocabulary acquisition. These
outcomes aligned with the research objectives, confirming the app's suitability for implementation in
educational settings as an effective tool for EFL learning. The research contributed to the field of
educational technology by providing empirical evidence on the effectiveness of gamification in language
learning apps. It highlighted the potential of such applications to transform language education, making
learning more accessible and engaging for students. This study adds to the growing body of knowledge
that supports integrating digital tools into education systems to enhance learning experiences and
outcomes. Looking forward, these findings suggest that educators and curriculum developers should
consider incorporating similar MALL applications into their teaching strategies to capitalize on the
benefits of technology-enhanced learning. Moreover, ongoing evaluation and adaptation of these tools
are essential to ensure they meet the evolving needs of students and educators in diverse educational
contexts.

REFERENCES
Chen, X. X. (2014). Design and implementation of mobile technology in english listening. In Lin Z., Hu

H., Zhang Y., Qiao J., & Xu J. (Eds.), Appl. Mech. Mater. (Vols. 687-691, pp. 2921-2924).
Trans Tech Publications Ltd; https://doi.org/10.4028/www.scientific.net/ AMM.687-691.2921

38



Nasution & Daulay /JED 12 (1) (2024): 32-41

Chen, Y.-L., & Hsu, C.-C. (2020). Self-regulated mobile game-based English learning in a virtual reality
environment. Computers and Education, 154. https://doi.org/10.1016/j.compedu.2020.103910

Chu, H.-C., Wang, C.-C., & Wang, L. (2019). Impacts of concept map-based collaborative mobile
gaming on english grammar learning performance and behaviors. Educational Technology and
Society, 22(2), 86-103.

Cui, Y., & Li, H. (2022). Evaluation System of Mobile English Learning Platform by Using Deep
Learning Algorithm. Mobile Information Systems, 2022. https://doi.org/10.1155/2022/3849079

De La Nuez Placeres, G., & Sénchez Suarez, J. A. (2014). Innovate to Educate: Use of mobile devices
in the teaching and learning of English. Historia y Comunicacion Social, 19(SPEC. ISSUE
JANUA), 771-779. https://doi.org/10.5209/rev-HICS.2014.v19.45001

Fang, Y., Zhao, J., Gao, M., & Ibrahim, N. M. (2023). Dropout Factors of English Mobile Learning
among Chinese College Students based on UTAUT2 Model. ACM Int. Conf. Proc. Ser., 129-
138. https://doi.org/10.1145/3625704.3625763

Gong, H. Y., Zhao, W. H., & Li, Y. (2014). Research of mobile system based on J2ME and web. In
Wang Z., Guo L., Tan T., Yang D., Yang D., Yang K., Yang D., Yang D., & Yang D. (Eds.),
Appl. Mech. Mater. (Vols. 644-650, pp. 6254-6257). Trans Tech Publications Ltd;
https://doi.org/10.4028/www.scientific.net/ AMM.644-650.6254

Gosztolya, G. (2022). Optimizing class priors to improve the detection of social signals in audio data.
Engineering Applications of Artificial Intelligence, 107.
https://doi.org/10.1016/j.engappai.2021.104541

Hong, J.-C., Hwang, M.-Y., Chang, H.-W., Tai, K.-H., Kuo, Y.-C., & Tsai, Y.-H. (2015). Internet
cognitive failure and fatigue relevant to learners’ self-regulation and learning progress in
English vocabulary with a calibration scheme. Journal of Computer Assisted Learning, 31(5),
450-461. https://doi.org/10.1111/jcal.12103

Hunag, C.-H., Fang, J.-F., Chen, H.-R., Tseng, P.-H., & Chang, J.-J. (2017). Design and evaluation of
mobile cuisine guiding system for english learning applications. In Huang T.-C., Lau R., Huang
Y.-M., Spaniol M., & Yuen C.-H. (Eds.), Lect. Notes Comput. Sci.: Vol. 10676 LNCS (pp. 355—
362). Springer Verlag; https://doi.org/10.1007/978-3-319-71084-6_40

Ibrahim, N. K., Hammed, H., Zaidan, A. A., Zaidan, B. B., Albahri, O. S., Alsalem, M. A., Mohammed,
R. T., Jasim, A. N., Shareef, A. H., Jalood, N. S., Bager, M. J., Nidhal, S., Almahdi, E. M., &
Alaa, M. (2019). Multi-Criteria Evaluation and Benchmarking for Young Learners’ English
Language Mobile Applications in Terms of LSRW Skills. IEEE Access, 7, 146620-146651.
https://doi.org/10.1109/ACCESS.2019.2941640

Imane, E. H., Slimani, K., Otmane, O., Bourekkadi, S., Abdelouahab, I., & Aziz, B. (2018). Moroccan
university students’ perspectives concerning english mobile learning. In Soliman K.S. (Ed.),
Proc. Int. Bus. Inf. Manag. Assoc. Conf., IBIMA: Innov. Manag. Educ. Excell. Vis. (pp. 1163—
1176). International Business Information Management Association, IBIMA.

Jiang, B. (2024). Design of English Mobile Online Education Platform Based on GPRS/CDMA and
Internet. In Yun L., Han J., & Han Y. (Eds.), Lect. Notes Inst. Comput. Sci. Soc. Informatics
Telecommun. Eng.: Vol. 548 LNICST (pp. 203-218). Springer Science and Business Media
Deutschland GmbH; https://doi.org/10.1007/978-3-031-50546-1_14

Jiang, Y. (2021). The development of english language education in the internet age. ACM Int. Conf.
Proc. Ser., 462—-465. https://doi.org/10.1145/3456887.3456991

Jin, W., & Zhirui, D. (2017). Research on mobile learning model of college English based on WeChat
platform. Eurasia Journal of Mathematics, Science and Technology Education, 13(8), 5847—
5853. https://doi.org/10.12973/eurasia.2017.01034a

Kalhori, S. R. N., Hemmat, M., Noori, T., Heydarian, S., & Katigari, M. R. (2021). Quality evaluation
of english mobile applications for gestational diabetes: App review using mobile application
rating scale (mars). Current Diabetes Reviews, 17(2), 161-168.
https://doi.org/10.2174/1573399816666200703181438

Khodabandelou, R., Fathi, M., Amerian, M., & Fakhraie, M. R. (2022). A comprehensive analysis of
the 21st century’s research trends in English Mobile Learning: A bibliographic review of the
literature. International Journal of Information and Learning Technology, 39(1), 29-49.
https://doi.org/10.1108/1J1LT-07-2021-0099

Li, H. (2023). Intelligent Evaluation Algorithm of Undergraduate College English Mobile Learning

39



Nasution & Daulay /JED 12 (1) (2024): 32-41

Efficiency Based on Big Data. In Fu W. & Yun L. (Eds.), Lect. Notes Inst. Comput. Sci. Soc.
Informatics Telecommun. Eng.: Vol. 468 LNICST (pp. 522-536). Springer Science and Business
Media Deutschland GmbH; https://doi.org/10.1007/978-3-031-28787-9 39

Li, J., & Chen, H. (2021). Construction of case-based oral English mobile teaching platform based on
mobile virtual technology. International Journal of Continuing Engineering Education and
Life-Long Learning, 31(1), 87-103. https://doi.org/10.1504/IJCEELL.2021.111837

Li, K., Zhang, Y., Li, J., & Dong, W. (2015). A Study on English Audio Segmentation Methods Based
on Threshold Value and Energy Sequence. In Tian M., Li J.Y., Liu T.Y., & Deng T. (Eds.),
MATEC Web Conf. (Vol. 22). EDP Sciences; https://doi.org/10.1051/matecconf/20152202017

Liao, L. (2023). Artificial Intelligence-Based English Vocabulary Test Research on Cognitive Web
Services Platforms: User Retrieval Behavior of English Mobile Learning. International Journal
of E-Collaboration, 19(2). https://doi.org/10.4018/1JeC.316656

Liu, J. (2022). Informatization of Constructive English Learning Platform Based on Improved GLR
Algorithm. IEEE Int. Conf. Mob. Networks Wirel. Commun., ICMNWC. 2022 IEEE 2nd
International Conference on Mobile Networks and Wireless Communications, ICMNWC 2022.
https://doi.org/10.1109/ICMNWC56175.2022.10031777

Liu, J. (2023). Research and Design of Business English MLP Based on DM Method. Int. Conf. Appl.
Intell. Sustain. Comput., ICAISC. International Conference on Applied Intelligence and
Sustainable Computing, ICAISC 2023. https://doi.org/10.1109/ICAISC58445.2023.10200631

Liu, M. (2014). The design of mobile learning system for English based on 3G platform. Proc. - IEEE
Workshop Adv. Res. Technol. Ind. Appl., WARTIA, 767-770.
https://doi.org/10.1109/WARTIA.2014.6976383

Liu, S., & Jiang, G. (2022). Design and Implementation of English Intelligent Learning System from
The Perspective of Distributed Cognition. Proc. - Int. Conf. Meas. Technol. Mechatronics
Autom., ICMTMA, 1153-1157. Scopus. https://doi.org/10.1109/ICMTMA54903.2022.00232

Liu, W. (2022). English Learning Patterns for Mobile Users Based on Multiple Data Mining Algorithms.
Lecture. Notes. Data Eng. Commun. Tech., 138, 521-528. Scopus. https://doi.org/10.1007/978-
3-031-05484-6_65

Liu, X., & Liu, H. (2021). Design of English Mobile Learning Platform Based on GSM-R Wireless
Network Communication System. International Journal of Antennas and Propagation, 2021.
https://doi.org/10.1155/2021/9944169

Luo, Y. (2022). Analysis of Mobile Learning Model and Design of Mobile English Platform Based on
Service-Oriented Architecture. Mobile Information Systems, 2022.
https://doi.org/10.1155/2022/3612420

Mendoza, V., Vera-de la Torre, A., & Paez-Quinde, C. (2020). Mobile apps (Englishlistening and 6
minutes English) and the listening skill. In Auer M.E., Hortsch H., & Sethakul P. (Eds.), Adv.
Intell. Sys. Comput.: Vol. 1134 AISC (pp. 60-66). Springer Science and Business Media
Deutschland GmbH; https://doi.org/10.1007/978-3-030-40274-7_6

Orhan, A. (2023). Predicting university students’ mobile learning attitudes in language classrooms: The
role of digital literacy. In New Perspect. In Teach. And Learn. With ICTs in Glob. High. Educ.
Syst. (pp. 99-116). IGI Global; https://doi.org/10.4018/978-1-6684-8861-4.ch006

Qiu, J. (2019). A preliminary study of english mobile learning model based on constructivism. Theory
and Practice in Language Studies, 9(9), 1167-1172. https://doi.org/10.17507/tpls.0909.13

Shang, Y. (2022). Functional Design and Model Development on Mobile Learning System of College
English. In Meen T.-H. (Ed.), Proc. IEEE Int. Conf. Soc. Sci. Intell. Manag., SSIM (pp. 45-47).
Institute of Electrical and Electronics Engineers Inc.;
https://doi.org/10.1109/SSIM55504.2022.10047931

Shen, T. (2021). Listening Learning System Based on Android Platform. In Chang J., Yen N., & Hung
J.C. (Eds.), Lect. Notes Electr. Eng. (Vol. 747, pp. 2249-2254). Springer Science and Business
Media Deutschland GmbH; https://doi.org/10.1007/978-981-16-0115-6_275

Shen, Z. (2021). An empirical study on adult students’ English mobile learning based on frame model.
In Wen F. & Ziaei S.M. (Eds.), E3S Web Conf. (Vol. 275). EDP Sciences;
https://doi.org/10.1051/e3sconf/202127502034

Sun, J. C.-Y., & Chang, K.-Y. (2016). Design and development of a location-based mobile learning
system to facilitate English learning. Universal Access in the Information Society, 15(3), 345-

40



Nasution & Daulay /JED 12 (1) (2024): 32-41

357. https://doi.org/10.1007/s10209-014-0392-x

Sun, K. (2023). Research on User Behavior of College English Mobile Learning App. In Jan M.A. &
Khan F. (Eds.), Lect. Notes Inst. Comput. Sci. Soc. Informatics Telecommun. Eng.: Vol. 467
LNICST (pp. 252-263). Springer Science and Business Media Deutschland GmbH;
https://doi.org/10.1007/978-3-031-23944-1 28

Wang, J., & Lei, L. (2021). Construction of College English Mobile Learning Model Based on
Distributed Terminal. Scientific Programming, 2021. https://doi.org/10.1155/2021/2220096

Wang, L., Jia, X., Cui, H., & Zhang, B. (2022). An interactive practice platform of English mobile
teaching in colleges and universities based on open API. International Journal of Continuing
Engineering Education and Life-Long Learning, 32(4), 418-431.
https://doi.org/10.1504/ijceell.2022.124968

Wang, Y. (2021). Application of college english mobile learning model in the field of “5g” technology.
ACM Int. Conf. Proc. Ser., 1386-1389. https://doi.org/10.1145/3482632.3483157

Yang, Y.-F. (2019). English language learners’ perceptions and experiences of an English mobile urban
game. In Chang M., So H.-J., Wong L.-H., Yu F.-Y., Shih J.-L., Boticki I., Chen M.-P., Dewan
A., Haklev S., Koh E., Kojiri T., Li K.-C., Sun D., & Wen Y. (Eds.), ICCE - Int. Conf. Comput.
Educ., Proc. (Vol. 1, pp. 603-605). Asia-Pacific Society for Computers in Education.

Yuan, Q. (2021). Research on the construction of College English mobile translation practice platform
based on Corpus. IEEE Conf. Telecommun., Opt. Comput. Sci.,, TOCS, 1082-1086.
https://doi.org/10.1109/TOCS53301.2021.9688729

Yuan, Q. (2022). Development of Mobile Learning Software for College English Based on Cloud
Computing. Proc. - Int. Conf. Netw., Commun. Inf. Technol., NetCIT, 207-211.
https://doi.org/10.1109/NetCIT57419.2022.00058

Zhang, M. (2018). Analysis of the impact of mobile information tools on college english learning.
IPPTA: Quarterly Journal of Indian Pulp and Paper Technical Association, 30(8), 622—630.

Zhang, P., Gou, X., & Xu, T. (2021). Platform construction and application strategy on mobile learning
for college english. ACM Int. Conf. Proc. Ser., 1012-1016.
https://doi.org/10.1145/3456887.3457452

Zhao, C., Muthu, B., & Shakeel, P. M. (2021). Multi-Objective Heuristic Decision Making and
Benchmarking for Mobile Applications in English Language Learning. ACM Transactions on
Asian and Low-Resource Language Information Processing, 20(5).
https://doi.org/10.1145/3439799

Zhao, X. (2018). Mobile english teaching system based on adaptive algorithm. International Journal of
Emerging Technologies in Learning, 13(8), 64—77. https://doi.org/10.3991/ijet.v13i08.9057

Zhen, L. (2021). An English Mobile Learning Platform Embedded in GSM-R Wireless Network
Communication. Security and Communication Networks, 2021.
https://doi.org/10.1155/2021/8228300

Zhou, W. (2021). College English Mobile Learning Strategies Based on Modern Information
Technology. In Sugumaran V., Xu Z., & Zhou H. (Eds.), Adv. Intell. Sys. Comput.: Vol. 1385
AIST (pp. 584-590). Springer Science and Business Media Deutschland GmbH,;
https://doi.org/10.1007/978-3-030-74814-2_82

Zou, C. (2021). Research on the construction and application of interactive oral english mobile learning
model based on internet wechat technology. ACM Int. Conf. Proc. Ser., 1059-1063.
https://doi.org/10.1145/3482632.3483083

41



