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Abstract
In today’s digital era, the integration of mobile technology into 
English learning has become an essential learning medium for EFL 
students. Therefore, the study is intended to develop a smartphone-
based learning application to support students’ autonomous 
learning for junior high school level. The study employs research 
& development (R & D) with the steps: need analysis and problem 
identification, designing and implementing products, and product 
evaluation. The data was collected through interviews for need 
analysis, expert validation, and questionnaires from 3 English 
lecturers and 28 seventh-grade students for field testing. Data were 
gathered following the ADDIE Model steps. The research findings 
showed that the implementation of a smartphone-based learning 
application proved effective and valid. The average ratings for the 
feasibility assessment by media and material specialists were 4.73 
and 4.77, respectively, and were both classified as very feasible. 
The average practicality score was 4.10. This suggests that the 
application is viable. Students’ answers also demonstrate that the 
activities help them understand descriptive passages, the content 
is presented effectively, and the application is visually appealing. 
Therefore, the developed application is effective as a learning tool 
for supporting autonomous learning of descriptive text material 
and is practicable in terms of content, media, and practicality. The 
English teachers are recommended to use this app in the learning 
process to support the students’ autonomous learning in the 
classroom.

Keywords: autonomous learning, developing, smartphone-based 
learning application, junior high school level

1.	 Research Background
 In a highly digitized world today, information and communication 
technology have become part of education. The adoption of mobile 
technology in the learning space has introduced some beneficial 
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shifts in the way students learn and work with the subject matter. It has been perceived as a beneficial 
phenomenon as smartphones are viewed as useful tools that improve learning experiences, give access 
to diverse educational content to pursue a highly personalised learning process, and enhance classroom 
experiences with a familiar technology (Chindia & Wawire, 2024). Mobile learning is able to increase 
behavioural, social, cognitive, and emotional interaction, providing the environment with greater 
interaction than traditional methods (Yu et al., 2022), and can positively impact the critical thinking of 
English learners by motivating them to analyse and reason (Tang, 2024). Introducing mobile technology 
also encourages personalization, collaboration, reality, inquiry-based learning, real-time feedback, 
and flexibility, expanding the possibilities to facilitate accessibility and flexible learning of junior high 
students (Becker et al., 2020). 
	 Nevertheless, even with the possibility of smartphones in learning, several students are yet to learn 
and comprehend descriptive writing in the English language due to the dull and traditional approach 
to teaching and the scarcity of teaching tools and resources (Sari, 2024). The conventional method is 
characterized by an emphasis on lectures and little exposure to a wide range of written materials, which 
makes it difficult to create an understanding of difficult texts and lose interest in reading in the long term 
(Fang, 2020). Monotony and the absence of variation in the methods lower the interest and engagement 
of the students (King and Frondozo, 2022; Baraibar-Diez et al., 2024). Teaching instruction based on the 
needs of students, which coincides with the new reform and personalized learning, is therefore essential 
to enhance reading and literacy (Vaughn, 2019). Autonomous learning is also anticipated further by 
the Indonesian National Curriculum, which prioritizes student choice and autonomy with the help 
of differentiated learning and flexible assessment (Halil et al., 2024; Cullen & Oppenheimer, 2024; 
Pratiwi & Waluyo, 2023).  Autonomous learning should contribute to motivation and positive social 
interactions, and mobile apps may contribute to the feeling of control and being able to interact with 
the materials independently in students (David & Weinstein, 2024; Jeno et al., 2019). 
	 Even though there have been previous studies that created apps to teach descriptive texts 
(Handayani et al., 2022; Ridwandha et al., 2022; Sintayani et al., 2022), the selected study design 
focuses on the role of a smartphone application in designing descriptive texts as an autonomous learning 
process. To meet these requirements, the researchers will create a learning application, Fun English, on 
his smartphone, with an emphasis on descriptive texts about animals (Mutiaraningrum & Nugroho, 
2021). The app is autonomous and can be used in the classroom to enhance the learning process by 
supplementing traditional methods with interaction, offline access, automated scoring of practice 
questions, and digital content. By using Articulate Storyline 3 (Lestarani et al., 2023) and web2apk 
(Nursalam et al., 2023), this project is expected to investigate how the application can assist in helping 
junior high students in gaining autonomous knowledge of descriptive texts.
	 Based on the preliminary study, the researchers found that the students are not yet autonomous in 
learning and still need to develop autonomous learning skills. The school uses monotonous conventional 
learning methods, which are considered less interesting for students. The teacher further suggests to 
have need special learning tool for the subject matter of descriptive text, which still does not support 
learning, and implementing innovative learning tools, such as the use of technology, that can improve 
the quality of learning (Muhfiyanti, et al., 2021). From the previous observation, the researchers aimed 
to formulate the design to develop and test the effectiveness of a smartphone-based learning application 
on facilitating autonomous learning in teaching descriptive text at SMP Negeri in Timpeh, Indonesia.

1.1	 Research Questions
a.	 How Smartphone-Based learning application can be developed to support the students’ 

autonomous learning for junior high school level?
b.	 How effective is the developed model of Smartphone-Based learning application in supporting 

the students’ autonomous learning for junior high school level?
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2.	 Review of Related Studies
2.1.	 Conceptual Studies
2.1.1. Autonomous learning 
Autonomous learning is an active and evolving process in which learners take charge of their 
education, especially in language learning by actively using the new language, building their abilities, 
and incorporating these skills into their self-concept, thereby fostering a greater sense of control and 
accountability for their learning, leading to higher engagement and effectiveness in their studies (Little, 
2022). Autonomous learning is characterized by self-regulation, where learners set goals, monitor 
progress, and adjust strategies as needed; independence, fostered through structured and open-ended 
tasks that allow for content creation and exploration; adaptability, enabling learners to respond to 
external stimuli and reorganize internal knowledge; and is shaped by emotional intelligence, self-
determination, sociocultural influences, and investment in learning (Reinders, 2020). Furthermore, it is 
also characterized by self-direction, choice, the use of metacognitive strategies, critical thinking, and an 
understanding of personal learning processes, a vital aspect of effective language learning and education 
in general (Oszwa, & Knopik, 2023).
	 The main components of autonomous learning involve self-regulation, where students set their 
own goals, monitor progress, and use metacognitive strategies to adapt as needed; motivation, which 
sustains their commitment to learning; and decision-making, all within specific cultural and educational 
contexts that shape their approach, including collaborative learning for social engagement and satisfying 
psychological needs. Autonomous learning requires involvement, freedom of choice, and responsibility, 
supporting critical thinking and self-evaluation, along with a combination of individual and cooperative 
work to acquire meta-knowledge and deepen self-awareness (Anca, 2023a). Self-directed learning, 
grounded in a constructivist approach, relies on motivation and effective strategies, self-monitoring, and 
collaborative learning, while the teacher’s role is to facilitate this process, encouraging students to take 
ownership of their learning journey through both self and peer assessment (Jumaah, 2024).

2.1.2. Smartphone-Based Learning Application
The Smartphone-Based Learning Application is one type of Mobile-Assisted Language Learning 
(MALL), which consists of a variety of methods and tools to facilitate language learning. Mobile-
assisted language learning (MALL) refers to the use of mobile devices, such as smartphones and 
tablets, to facilitate language learning (Deng & Wu, 2024). It leverages the portability, connectivity, 
and multimedia capabilities of these devices to provide learners with flexible and accessible language 
learning opportunities (Metruk, 2024). With the advent of mobile devices in the 1990s, the concept of 
mobile-assisted learning emerged to offer learner-centred instruction accessible anytime and anywhere, 
and with their greater portability and accessibility compared to computers, mobile devices enabled 
adaptable, personalized instruction and individualized learning opportunities both inside and outside 
the classroom (Persson & Nouri, 2018).
	 The Smartphone-Based Learning Application is a teaching medium designed for smartphones to 
enhance the learning process. This application contains content and features that facilitate understanding 
and skill development (Kedthawon et al., 2024). In these digital eras, Smartphone-Based Learning 
Applications offers many benefits in language learning, especially in English language learning (Liu, 
2022). Smartphone-Based Learning Applications have been used to enhance student engagement, 
particularly in grammar, speaking, reading, and vocabulary (Annamalai et al., 2022). Because of its ease 
of use and accessibility, this innovation can serve as a solution for teachers to address various teaching 
challenges related to limited media resources (Syamsir, 2023). These methods have already been used 
in several studies, such as in Daud (2019). Students are encouraged to bring their own laptops, iPads, 
or smartphones to class. They use Google Apps for Education, making the writing class more flexible 
and interactive (Kayra, 2024). Students and teachers can communicate easily, provide quick feedback, 
and collaborate on writing projects. This modern approach makes learning more engaging and helps 
students improve their writing skills effectively.
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3.	 Methodology
3.1.	Research Design
The research applied Research and Development (R&D) design using the ADDIE model, Analysis, 
Design, Development, Implementation, and Evaluation, to design and test a smartphone-based learning 
application named Fun English to help students learn descriptive texts on their own. The study took 
place between February and November 2025 at SMP Negeri 1 Timpeh, Indonesia, and used seventh-
grade students and 3 English teachers as the participants, a purposive sampling method was used, 
and the sample included one class consists of 28 students. During the analysis stage, needs analysis 
questionnaires were used to gather data from the students and teachers to determine the learning issues 
and instructional requirements. The Design stage entailed the reading of learning objectives, learning 
materials, and storyboard designs in line with the curriculum requirements. In the Development stage, 
the application was developed with Articulate Storyline 3 and Web2APK, and then it underwent an 
expert review of material and media specialists to validate the application. Implementation phase 
involved a restricted trial run to gauge the viability and efficiency of the application by way of student 
response questionnaires and an independent-student learning tool. The last phase was the Evaluation 
phase that included revising the product on the basis of the professional comments and the data analysis 
on the Likert-scale calculation and the descriptive classification based on the statistical data to identify 
the validity, practicality, and efficiency of the developed application.

3.2.	 Participants and Sampling
The purposive sampling technique was used to define the participants as the sample of this research. 
The determination of the required sample was based on Kelly’s statement (Campbell et al., 2020). The 
researchers considered to select 20% of the population as the sample, which is 28 students. In addition, 
the researchers chose 3 English teachers who teach the seventh-grade class. 

3.3.	 Development and Procedures
The researchers used the ADDIE model in this study based on several considerations, such as related 
studies that also conducted research on the development of learning media. The researcher chose 
ADDIE as a model, a systematic model that was suitable for developing Smartphone Based Learning 
Application, which helped the researcher in developing this study based on the systematic principles of 
ADDIE (Dilaines et al., 2024). The researcher modified this model according to the needs of the study. 
The goal of this research is to explore the process of development of learning media and to obtain results 
such as validation from material experts, media experts, the level of practicality based on smartphone 
application trials, and how this smartphone-based learning application facilitates students’ autonomous 
learning of descriptive text understanding. The framework of development of procedures can be seen 
as follows;

Figure 3.1 Development Procedures
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3.4.	 Steps for Collecting Data
Data were gathered following the ADDIE Model steps used in this Research and Development design. 
The researchers used needs analysis questionnaires on students and English teachers to investigate the 
issues regarding descriptive text learning and identify the needs of students regarding independent 
learning and smartphone usage. Second, during the design stage, the researchers made the instructional 
materials, learning goals, and draft storyboards according to the findings of the needs analysis and 
curriculum needs. Third, the smartphone-based application was created during the development phase 
using Articulate Storyline 3, Web2APK, and thereafter validation sheets were handed to material 
and media experts to achieve qualitative feedback and a quantitative validity rating. Fourth, in the 
implementation phase, the tested product was put to test in a single course of 28 students; at this stage, 
data were gathered using a student response questionnaire to evaluate usefulness and an independent 
learning questionnaire to evaluate efficacy. Lastly, during the evaluation stage, all the gathered data, i. e., 
needs analysis and expert validation scores, student feedback, and autonomous learning questionnaire 
results, were evaluated with the help of Likert-scale instruments and descriptive statistical classification 
to identify the validity, practicality, and effectiveness of the developed application.

3.5. Instrument
The researcher used a development research questionnaire to get the information related to the feedback 
from media experts, material experts, teacher and students about learning products. The questionnaire 
used a scale from 1 to 5 to gather responses. Here’s how the answers were set up: SS (Strongly Agree) 
is 5, S (Agree) is 4, N (Neutral) is 3, TS (Disagree) is 2, and STS (Strongly Disagree) is 1. There are no 
negative questions included since this survey focuses on evaluating the effectiveness of learning media. 

3.5.	Validity and Practicality Measures
Both qualitative and quantitative data were used.     The critique and recommendations of material 
specialists, media experts, English language teachers, and students were used to collect qualitative data. 
The majority of the information in the study is quantitative and comes in the form of readability 
questionnaire results from students, as well as feasibility assessment data on learning media from 
material experts, media experts, and English learning practitioners. 
	 Validation of learning materials was done by experts and practitioners in the field. The expert 
validator has a master’s degree in English education, while the criteria of the field practitioner are an 
expert teacher in English. Validation of the learning media was done by the validator who is an expert 
in learning media, at least graduated from master’s degree and has experience in designing and creating 
learning media

3.6. Analyse Data Method
First stage is analysis, analysis is the main activity at this stage. The objective of the phase is to identify 
the problem and learning requirements. According to Creswell & Creswell (2023), the analysis stage is 
an important stage in determining what should be developed and taught to students. The analysis stage 
in this research consists of two things, namely needs analysis and materials stages.

3.6.1. Needs Analysis Questionnaire

This questionnaire was designed to identify students’ needs, preferences, and expectations related to 
the use of electronic learning materials in their learning process. The results will help in developing or 
improving electronic learning materials tailored to student needs. This questionnaire is used to suit the 
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context of electronic learning material of smartphone-based learning application.

A.	 Students’ Need Analysis

Table 1: Students’ Needs Analysis Questionnaire
Aspect Item Number Number of Items

Present Situation Analysis 1-9 9

Learning Needs 10, 11 2

Mult media Needs 12,13 2

Total 13

				      
B.	 Teacher Need Analysis

The teacher needs analysis was an in-depth process to identify and thoroughly understand what teachers 
need in developing effective teaching materials. The purpose of conducting this analysis is to ensure 
that the materials produced can meet the learning needs of students and facilitate the teacher’s task in 
delivering the material. Several basic aspects need to be considered, including:

Table 2:  Aspect of Teachers’ Need Analysis Questionnaire
No Aspect Item Number Number of Items

1 Teaching Aspect 1-4 4

2 Instructional Material Aspect 5-10 6

Total 10

3.6.2. Development

The manufacture of the product uses Articulate Storyline 3, combining all the materials that have been 
made, starting from the design, materials, and practice questions. The finished product was then validated 
by media experts and material experts (contents and language). The teacher enters the material expert 
because the teacher knows whether the material is appropriate or not to be applied.

3.6.3. Stage of Revision

After the validation process, the product is revised based on comments, suggestions, and input from 
media experts to make it more interesting, and correcting material errors from material experts. Both 
qualitative and quantitative data are employed in this study. The opinions and suggestions of media 
experts and material experts. 

3.6.4. Implementation

The product was tested on one group of 28 students from one of the Junior High Schools at SMPN 1 
Timpeh. At this stage, students received a questionnaire to assess and determine student perceptions/ 
responses about the products that was created.

3.6.5. Qualitative Data Analysis

An analysis of qualitative data was conducted through the collection of recommendations and feedback 
provided by various stakeholders, including media experts, subject matter experts, educators specializing 
in English language instruction, and students.
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3.6.6. Quantitative Data of Analysing Student’s and Teacher’s need Analysis Questionnaire 

The researcher applied the Likert theory to the analysis of the students’ needs questionnaire. The Likert 
scale, as it is commonly known, is a method used in social and psychological research to assess a 
person’s attitude, opinion, or perception of a statement or object. The Likert scale can use four points, 
which is known as an even-point scale.  

3.6.7. Quantitative Data of Media and Material

Quantitative data was obtained from a product quality assessment questionnaire given to media experts, 
material experts, English learning practitioners (teachers) and students. The application quality data is in 
the form of qualitative data. To obtain an assessment of media quality, the qualitative data is converted 
into quantitative data with the following scoring conditions using Likert’s scale.

3.6.8. The Quantitative Data of Autonomous Learning

The Likert scale interpretation put forward by Pimentel (2019) served as the basis for the classification 
of students’ learning autonomy in this study. The range of mean scores, which separates the degree of 
autonomy into four categories: very autonomous, autonomous, less autonomous, and not autonomous, 
was used to determine the classification. In educational research, this kind of categorization is frequently 
used to quantitatively examine students’ answers. The following data analysis technique was employed 
to examine students’ learning autonomy.

Table 3: Classification of Students’ English Learning Autonomy

No Formula Categories

1 3,5  < Va   4 Very Autonomous

2 2,5  < Va   3,5 Autonomous

3 1,5  < Va   2,5 Less Autonomous

4 1  < Va   1,5 Not Autonomous

4.	 Findings
4.1 Students’ Need Analysis

The needs analysis conducted in this study focuses on the needs of both students and teachers. The needs 
analysis intends to acquire information on the needs of students and teachers for the development of 
a Smartphone Based Learning application of descriptive text for seventh-grade students of junior high 
school in Timpeh. Student needs were assessed by the distribution of questionnaires.
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Table 4: Students’ Need Analysis

Aspect No Statements SA A D SD Total
Mean 

Score
Category Level Students

Pr
es

en
t 

Si
tu

at
io

n 
A

na
ly

si
s

1
The students proficiency is at 

the beginner level
37 32 39 36 362 2.51 Needed high 144

37 64 117 144

2
I find it difficult to understand 

English material

35 33 41 35
364 2.53 Needed high 144

35 66 123 140

3
I think Descriptive text is 

difficult to understand

33 36 40 35
365 2.53 Needed high 144

33 72 120 140

4
Media that often used is 

textbook from government

35 33 41 35
364 2.53 Needed high 144

35 66 123 140

5

The textbook used can motivate 

the students to learn because 

the book is attractive

45 38 36 35

406 2.82 Needed high 144
180 114 72 40

6

I find it difficulties in learning 

descriptive text using a school 

textbook on my own

38 34 33 39

361 2.51 Needed high 144
38 68 99 156

7

I cannot learn autonomously 

because the amount of 

government textbooks is not 

sufficient for all of the students

30 33 45 36

375 2.60 Needed high 144

30 66 135 144

8
The teacher uses the media in 

teaching Descriptive text

45 33 36 30
381 2.65 Needed high 144

180 99 72 30

9
The class has always monotonous 

teaching and learning activity

38 33 38 35
421 2.92 Needed high 144

38 99 144 140

Total 3399 2.62 Needed high

With an overall mean score of 2.62, the present scenario analysis reveals that pupils generally have a low 
level of English proficiency. This indicates that learning support is clearly required, and the level of need 
among students was high because present learning resources—mostly government-issued textbooks—
are not sufficiently engaging or accessible, with many students expressing a lack of enthusiasm and 
difficulty using them.
	 Additionally, the majority of classroom teaching strategies are still teacher-centered and mostly 
rely on training and explanations from textbooks. student’s varied learning needs are not adequately 
met by these methods, especially when it comes to understanding descriptive texts. These results 
highlight the urgent need for more innovative, interactive, and student-focused teaching resources, like a 
smartphone based-learning application. The learning process can be enhanced by a smartphone based-
learning application with interactive exercises, multimedia capabilities, and adaptable information 
access. Furthermore, it can surpass the constraints of conventional textbooks and enhance students’ 
understanding of descriptive literature in a more dynamic and captivating manner.
	 Consequently, the creation of a smartphone based-learning application for instructing descriptive 
text is both pertinent and essential to address the current educational requirements of students and 
enhance their English learning results.
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4.2. The Results of Validation
Based on the findings of the need analysis, the Android-based learning media product was created, 
examined, and then validated using material expert validation, expert of media validation, and product 
try-out.

a) The Result of Validation by Material Expert
Material expert validation is used to assess content that has been assembled in smartphone-based learning 
materials on Descriptive Text about Animals. When evaluating the information, factors including its 
applicability, completeness, breadth, and depth, as well as the language and terminology used in the 
application, are all taken into account.
	 The two material experts are Mrs. A., a lecturer of the English Education Department at 
Darussalam University, and Mrs. B., an English subject teacher where the study was carried out. Teachers 
and lecturers are chosen as subject area experts based on their understanding of English-language 
content, specifically descriptive text.
	 The survey used a Likert scale with five possible answers: strongly agree, agree, neutral, disagree, 
and strongly disagree.  Table 8 shows the average outcomes of the material experts’ validation.

Table 5: Material Expert Validation Result
No Aspect Total (∑ 𝑥) Average (𝑋) Category

1 Material 58 4.83 Very Feasible

2 Exercise 47 4.70 Very Feasible

3 Language 48 4.80 Very Feasible

Overall Average (𝑿) 153 4.77 Very Feasible

The assessment results for the material aspect averaged 4.77 and fell into the “very feasible” category, 
the exercise aspect averaged 4.83 and fell into the “very feasible” category, and the language aspect 
averaged 4.70 and fell into the “very feasible” category, according to the above table. The subject matter 
experts’ overall grade was 4.77. The results of the assessment are included in the range of values X > 
4.20 with the Very Feasible category. According to subject-matter experts’ validation, the degree of 
viability of Smartphone-based learning materials is classified as Very Feasible.

b) The Result of Media Expert Validation
Media experts’ validation work was used to assess the practicality of the Smartphone – Based Learning 
Application product in descriptive text about animals. Among these are features of software and visual 
communication. One of the media specialists used in the media validation procedure was Mr. A, an 
Information Technology and Computer lecturer at one of the universities, Indonesia. When selecting 
the validator, the lecturer’s knowledge and experience in the field of learning media are taken into 
consideration.
	 The survey used a Likert scale with five possible answers: strongly agree, agree, neutral, disagree, 
and strongly disagree. The following are the usual results of media experts’ validation:

Table 6: Media Expert Validation Result
No Aspect Total (∑ 𝑥) Average (𝑋) Category

1 Sofware 33 4.71 Very Feasible

2 Communication 38 4.75 Very Feasible

Overall Average (𝑿) 71 4.73 Very Feasible

The evaluation’s program produced results with an average score of 4.71, placing it in the Very Feasible 



Research Journal in Translation, Literature, Linguistics, and Education (RJTLLE)
https://scientific-board.com/rjtlle		                 Volume 2, Issue 1, 2026

     | 28Research Journal in Translation, Literature, Linguistics, and Education (RJTLLE) 

category, according to the data shown in the above table. The visual communication component was 

then evaluated and received a score of 4.75, which put it in the Very Feasible category. The findings 

of the visual communication assessment and the software both fall into the X > 4.20 range, making 

them Very Eligible. The media expert’s overall average score was 4.73. The degree of viability of this 

Smartphone – Base Learning application in descriptive text about animals is assessed as Very Feasible 

since the evaluation of the two elements falls within the range of values X > 4.20. Thus, it can be said 

that the medium is the best option for making it easier for students to learn about descriptive texts.

c.)	 The Result of Product Implementation

Twenty-eight students participated in the school’s seventh-grade tryout phase. Students are instructed to 

install the program	 by following the URL https://bit.ly/InstalasiFunEnglish  on their own smartphones 

before using the material. The instructor teaches the students how to use Smartphone–Based Learning 

Application in animal-related descriptive texts. Following the presentation, students were asked to 

complete a questionnaire with their opinions and assessments of the media used. The try-out method 

is used to assess the feasibility of utilizing Smartphone – Based Learning Application materials in 

classrooms. The average outcomes of student try outs are summarized as follows.

No Aspect Total (∑ 𝑥) Average (𝑋) Categories

1 Software 442 3.95 Feasible

2 Learning Design 931 4.16 Feasible

3 Visual Communication 703 4.18 Feasible

Overall Average (𝑿) 2076 4.10 Feasible

Tabel 7: Result of Students’ Try-out		

					   

4.3. Analysis of the Effectiveness of English Learning Media Utilizing Smartphone Applications

a.)	 Results of Data Analysis from the Students’ Autonomous Learning Questionnaires

Following the class, the student English autonomous learning questionnaires were given out. Ten positive 

remarks and ten negative statements made up the twenty items in the questionnaire. The following table 

provides a summary of the student English autonomous learning questionnaire:
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Tabel 8: The Effectiveness of Smartphone Applications

NO STATEMENTS TOTAL AVERAGE
TOTAL 

AVERAGESDA DA A SA

1 I pay attention to the teacher when 

they are explaining the material in 

class.

28 112 4

3,7

2 I do not read the material before 

the teacher explains it in class.
26 2 110 3,93

3 I create a self-study schedule at 

home.
3 25 109 3,89

4 I am reluctant to visit the library to 

find relevant books.
18 10 102 3,64

5 I extend my study time at home 

to review material that I haven’t 

understood.

2 26 110 3,93

6 When I face difficulties, I feel 

embarrassed to ask questions.
18 10 109 3,64

7 When I don’t achieve satisfactory 

results, I give up and lose 

motivation to practice.

26 2 110 3,93

8 I consistently study diligently 

because I believe what I am 

learning now will not be in vain.

4 24 108 3,85

9 When the teacher is absent, I feel 

too lazy to study on my own in 

class, even though many of my 

friends are playing.

24 4 108 3,85
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10 I don’t like reviewing the material 

independently.
27 1 111 3,96

11 I study English because it is a 

required subject in school.
27 1 111 3,96

12 To support my learning, I have 

many learning resources.
28 84 4

13 I enjoy studying using the “Fun 

English” application.
1 27 111 3,96

14 The “Fun application does not 

motivate me to study English.
28 112 4

15 The material presented in the “Fun 

English” application is displayed in 

an engaging and enjoyable way.

2 26 110 3,92

16 The “Fun English” application 

makes it harder for me to learn 

English, especially on the topic of 

Descriptive Text.

27 1 111 3,96

17 The material presented is easy to 

understand.
4 24 108 3,85

18 The “ Fun English” application is 

easy to use.
2 26 110 3,93

19 The material presented in the 

“Fun English” application is not 

interesting.

26 2 110 3,93

20 I can use the “Fun English” 

application independently.
28 112 4

It is evident from the above table that the first statement’s average score for students’ independence in 
learning mathematics is Four. It is 3.93 for the second assertion. It is 3.83 for the third assertion. It is 
3.67 for the fourth assertion. It is 3.9 for the fifth statement. It is 3.63 for the sixth assertion. It is 3.93 
for the seventh assertion. It is 3.87 for the eighth assertion. It is 3.8 for the ninth statement. It is 3.97 for 
the tenth assertion. It is 3.9 for the eleventh statement. It is 4 for the twelfth statement. It is 3.97 for the 
thirteenth assertion. It is 4 for the fourteenth statement. It is 3.93 for the sixteenth assertion. It is 3.97 
for the sixteenth assertion. It is 3.87 for the seventeenth statement. It is 3.93 for the eighteenth assertion. 
It is 3.93 for the nineteenth assertion.

b.)	 Results of the Learning Effectiveness Analysis Based on Student Responses
Tabel 9: The Effectiveness Analysis Based on Student Responses

Statement Item
Students Respond

Yes No

This Fun English application is fascinating. 25 3

I appreciate learning with this application, 27 1

This application encourages me to study more. 27 1

The appearance of this application is appealing 28 0

The material presented is simple to understand. 27 1

The exercises supplied help me learn Descriptive Text better 26 2

The pictures offered help me grasp the Descriptive Text material 25 3
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The writing size is acceptable, making it easy for me to read the material 26 2

The language employed is communicative and participatory 25 3

The videos in the application help me comprehend the Descriptive Text material better  28 0

Total  264 16

Average Score 26,4 1.6

Percentage 94,3% 5,3%

The degree of students’ interest in, enjoyment of, and ease of understanding of the smartphone application-
based English learning materials was evaluated using student response data. The student response 
questionnaire comprised items that may be scored with positive (yes) and negative (no) responses. It is 
evident from the findings of the student response questionnaire analysis in the above table that 5.3% 
of students gave negative replies, whilst 94.6% of students gave positive answers. More than 80% of 
students responded favourably to the smartphone application-based learning media that was created, so 
if these results are compared to the criteria established in the previous chapter, it can be concluded that 
the student response to the learning media is “positive”.

B. Discussion
1.	 The Validity of Smartphone – Based Learning Application of Descriptive Text
Based on the validation results obtained from learning media experts as well as English material experts, 
learning materials based on the Smartphone application produced can suit the learning goal of the topic 
of descriptive text. This is consistent with Luo and Watt (2025) which states that one of the criteria for 
media that should be chosen is media that is harmonious and relevant to learning needs. The media 
is appropriate for use, provided it supports the learning material’s content. Therefore, the media is 
acceptable if it is analytically consistent with the information and aspects expressed. A similar sentiment 
was conveyed by the findings of Annamalai’s research et al. (2020), which indicated that the generated 
learning media are of high quality and worthy of use, provided it meets the validity of the content and 
constructs reviewed by the validators. As a result, the developed English learning media based on the 
Smartphone application meets the legitimate criteria.
	 Furthermore, the validity of smartphone-based learning applications for teaching descriptive text 
can be investigated using the theoretical framework of Mobile-Assisted Language Learning (MALL). 
MALL views mobility, personalization, contextualization, and multimodal engagement as essential 
educational benefits of mobile technology (Nasution et al., 2023). When combined with genre-based 
education, these affordances provide a theoretically sound foundation for using smartphone applications 
to help students build descriptive text competence (Sariani et al., 2022). Smartphones allow learning to 
occur outside of the traditional classroom, providing ubiquitous access to instructional materials. Mobile 
devices serve as personal learning environments, allowing for flexible, learner-centered engagement with 
language input and output (Dewi et al., 20204). In the context of descriptive text learning, this flexibility 
enables students to access sample texts, vocabulary banks, audio descriptions, and visual prompts 
whenever and wherever they need them. Multimodal exposure promotes vocabulary enrichment and 
genre awareness, both of which are necessary components of descriptive writing (Sartika & Nurdin, 
2019).
	 However, the validity of smartphone-based applications is determined not only by technological 
novelty but also by pedagogical alignment with learning goals. MALL deployment necessitates strong 
instructional design and adequate assessment tools (Sakkir & Syamsudin, 2023). To ensure measurable 
improvement in students’ descriptive competence, a smartphone-based learning application for 
descriptive text should include genre-based scaffolding, explicit instruction on linguistic features (e.g., 
adjectives, simple present tense, sensory expressions), and structured writing practice.
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2.	 Practicality of the Developed Smartphone Application-Based English Learning Media
Based on the experts’ (validators’) assessment results, all validators concluded that the medium was 
suitable for usage (Valid). Similarly, the practicality test questionnaire issued to students and teachers 
during the trials suggested that the media employed was practical. As a result, it was possible to conclude 
that the English learning medium developed fits all of the practicality criteria because it facilitates 
learning organization, particularly on the topic of descriptive text. Student questionnaires revealed 
that the medium was useful, simple to use, and entertaining. The study’s findings indicate that MALL-
based resources are legitimate, practical, and successful for teaching descriptive text. These findings 
were also similar to the research conducted by Wahyuni and Rachmawati (2021). Their investigation 
found that the created smartphone-based learning application was suitable for classroom use. Both 
teachers and students said the tool was easy to use, accessible, and helpful during the instructional 
process. Additionally, practical instructional materials are those that teachers and students may easily 
implement without requiring a lot of time, resources, or technical knowledge (Suryani & Jaya, 2023). 
Practical media lowers cognitive and procedural obstacles, allowing students to concentrate on content 
understanding rather than navigating complex systems.

3.	 Measuring the Effectiveness of Educational Interventions Beyond Experimental Pre-Test and Post-
Test Scores

Evaluating the effectiveness of educational interventions, particularly smartphone-based learning 
applications aimed to promote autonomous learning, necessitates a more comprehensive conceptual 
framework than simple comparisons of pre-test and post-test scores (Alamer & Al Khateeb, 2021). 
When the primary goal is to enhance learning processes rather than immediately boost performance 
scores, typical test-based evaluation may present an incomplete or even deceptive image of success. 
Contemporary educational theorists and assessment experts advocate for multidimensional approaches 
that consider learner engagement, autonomy development, usability, and learning processes (Hu & 
Zhang, 2017).

a)	 Limitations of Solely Relying on Pre-Test and Post-Test Scores
Pre-test and post-test scores are frequently compared in traditional experimental designs to determine 
efficacy. Although this method works well for evaluating knowledge acquisition, it might not fully capture 
process-oriented outcomes like motivation, autonomy, engagement, or self-control (Creswell & Creswell, 
2023). Assessment should not only measure results but also aid in the learning process. Evaluation must 
take into account improvements in learner accountability, self-monitoring, and strategic involvement 
in addition to material mastery if the intervention’s goal is to promote autonomous learning habits 
(Shvaikina, 2024) . In a similar vein, Kirkpatrick and Kirkpatrick (2006) stressed that learning outcomes 
are only one aspect of educational effectiveness; other aspects include learner reactions, behavioral 
changes, and long-term transfer. Even if short-term test results are consistent, a smartphone-based 
learning tool designed to promote autonomy may demonstrate success through improved autonomous 
study habits.

b)	 Design-Based Research and Educational Product Evaluation
Effectiveness in educational technology research is frequently assessed using factors more than just 
statistical improvements, such as validity, practicality, and prospective influence. Educational interventions 
ought to be evaluated according to their viability, usability, and ability to facilitate the desired learning 
processes in real-world settings (Tinoca et al., 2022). According to this viewpoint, an application for 
a smartphone can be deemed successful if it is useful and simple to use, promotes ongoing student 
involvement, encourages self-directed learning habits, and fits the objectives of the curriculum. With this 
methodology, the emphasis is shifted from specific score gains to more extensive teaching impact.
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c)	 Autonomy and Self-Regulated Learning as Indicators of Effectiveness
An intervention’s efficacy must be assessed in terms of autonomy development when its objective is to 
support autonomous learning. Autonomy is the capacity of the learner to accept accountability for their 
choices regarding their education (Panadero et al., 2022). It entails having command over cognitive 
functions, learning content, and learning management (Nguyen, 2023).
	 Goal-setting, self-monitoring, and self-reflection are all components of self-regulated learning. 
These activities may not result in an increase in test scores right away, but they are essential for long-term 
academic growth (Delos & Torio, 2021). As a result, gauging improvements in autonomous practice, 
learner confidence, and strategic involvement may provide a more accurate picture of a smartphone-
based autonomous learning tool’s effectiveness (Ardito & Czerkawski, 2021).

d)	 Technology Acceptance and Engagement as Measures of Effectiveness
Scholars of educational technology stress that usability and learner engagement are essential elements 
of efficacy. Perceived utility and simplicity of use have a big impact on whether or not students use 
technology in a meaningful way, according to Davis (1989). Students’ autonomous use of the program 
on a regular basis is proof of its functional efficacy.
	 Effective multimedia learning environments also lessen unnecessary cognitive strain and 
encourage deeper processing (Aini et al., 2024). Therefore, even in the absence of significant initial score 
gains, a smartphone-based application serves its facilitative aim if it improves clarity, accessibility, and 
sustained engagement.

e)	 Broader Perspectives on Learning Outcomes
Educational transformation should be evaluated not only based on student accomplishment data, but 
also on changes in instructional practices and learner behaviours. In autonomous interventions, long-
term learning habits may be more essential than short-term performance measurements (Gutierrez et al., 
2022). Similarly, it emphasizes that 21st-century learning outcomes include self-regulation, adaptability, 
and digital literacy competencies that go beyond standardized testing. When a smartphone-based 
learning application promotes autonomous study habits and digital learning skills, it contributes to 
overall educational efficacy.

4.	 The Effectiveness of the Developed Smartphone – Based Learning Application’s Function
Functional effectiveness, which refers to the degree to which the product works as intended to support 
autonomous learning rather than to enhance or quantify learning outcomes through experimental 
testing, is the definition of the efficacy of the smartphone-based learning application created in this 
study. Effectiveness in the context of developing educational products is directly tied to the product’s 
usability, relevance, and pedagogical assistance for students rather than being restricted to statistical 
increases in success (Luo and Watt, 2022). This viewpoint is consistent that the contention of the main 
question in development-oriented research is whether a product effectively facilitates learning processes 
in real-world settings (Al-Shboul et al., 2023). Thus, the ability of the created application to facilitate 
self-directed learning activities, offer organized learning materials, and let students interact with course 
material on their own is used to assess its efficacy.

5.	 Learning effectiveness based on the practicality of the product
The developed smartphone-based learning application was evaluated using practicability, which 
refers to the ease, effectiveness, and appropriateness with which students can use the product to aid in 
independent learning; since practicability measures implement ability in actual classroom contexts but 
not direct learning improvements, it is an important criterion with which to judge a development study. 
The software element scored 3.95 (feasible) on average, meaning that the application is reliable and 
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there are no significant technical barriers to navigation or to the completion of tasks, and thus supports 
self-directed access to learning resources. The visual score was 4.18 (feasible): layout, readability, and 
presentation are designed effectively to enable independent learning by the learners, and this was in line 
with the recommendation that effective visual design lowers extra cognitive load and increases media 
effectiveness (Sakkir & Syamsudin, 2023). Having a total practicality average of 4.10, the product 
exhibits a moderate level of both technical functionality and visual usability-factors identifies as the ones 
to enable a learning product to be realistically effective in real life. The application, with Little and his 
concept of the learner autonomy, is scaffolded and enables the students to control their own learning 
pace and activities; hence, the product deserves its merits in its practical applicability and usefulness in 
real-life learning settings and not experimental learning benefits.

6.	 Learning Effectiveness Analysis Based on Students’ Autonomous Learning of Descriptive Text Using 
the Developed Smartphone-Based Learning Application

The study’s findings showed that students’ autonomous learning in descriptive text strengthened notably 
after using smartphone application-based English learning media. Questionnaire results revealed that 
students demonstrated a high level of learning autonomy, as seen by their higher average scores. These 
findings indicated that the developed application not only improved access to learning materials but also 
assisted students in regulating their own learning processes. The favourable and considerable impact 
observed in both students’ independent learning behaviours and learning results demonstrates that 
technology-enhanced education can effectively foster learner autonomy in English language learning 
settings.
	 Similarly, Putri and Refnaldi (2020) found that mobile-assisted language learning applications 
improved students’ motivation and autonomous learning behaviors in Indonesian EFL situations. 
In addition, digital learning platforms promoted flexibility and self-management skills in secondary 
students. These findings are closely related to the current research, supporting the conclusion that 
smartphone-based applications can successfully enhance autonomous English learning.
	 From a theoretical standpoint, these findings are highly supported by Constructivist learning 
theory, which holds that learners actively construct knowledge through interaction and meaningful 
engagement with learning materials. Constructivism believes that learning is most effective when 
students actively explore, reflect, and apply knowledge rather than passively accepting it (Huanmin, 
2023). The smartphone-based learning application adheres to this structure by offering interactive 
activities, opportunities for repeated practice, and rapid feedback, allowing students to develop their 
understanding of descriptive text freely. According to Vygotsky (1978), learning is best when learners 
interact in their zone of proximal development with adequate scaffolding; digital applications can serve 
as scaffolding tools, guiding pupils while eventually cultivating autonomy (Wibobo et al., 2025).
	 According to the self-determination theory (Guay, 2022), intrinsic motivation arises when the 
three fundamental psychological demands of relatedness, competence, and autonomy are met. Having 
control over one’s learning decisions is known as autonomy; feeling competent means having the 
ability to finish tasks successfully; and feeling linked and supported in a social setting is known as 
relatedness. Stronger involvement and perseverance are typically fostered in educational settings that 
offer meaningful choices, constructive criticism, and supportive connections. Digital tools can build 
competency through instant feedback, foster relatedness through interactive features, and support 
autonomy through self-paced access in environments where technology is strengthened. As a result, SDT 
provides a solid framework for comprehending how self-directed, sustained learning can be promoted 
by digital learning applications.

7.	  Response of Learners as an Indicator of Functional Effectiveness
In the evaluation of the student response questionnaire, 94.6 percent of students responded positively, 
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and just 5.3 percent responded negatively towards the learning media in the form of smartphone 
applications. The fact that over 80% of students were positive about the learning media developed 
shows that the learning media constructed was popular and addressed the criteria set forth to gauge its 
effectiveness. Students felt that the application was helpful, easy to use, and fit to independent learning 
(Putri, 2021). User responses form the basis of functional effectiveness in development research due to 
their capacity to capture how acceptable and viable the product can be in practice during real learning 
settings. Similarly, Clark and Mayer (2016) say that the most effective instructional media are those 
that users perceive as useful and simple to operate, enabling students to concentrate on the learning 
objectives instead of technical problems. The results indicate that students at SMPN 1 Timpeh were 
eager and engaged in using the application, which resonates with the tenets of connectivism (Fakir et 
al., 2024), according to which, in the digital age, learning takes place within networks and interaction, 
which is supported by technology (Sari et al., 2019).
	 Moreover, smartphone-based learning applications were shown to facilitate English language 
acquisition among students, especially vocabulary acquisition, sentence formation, and reading 
descriptive texts. These results align with the existing research reports that demonstrate that mobile-
assisted language learning enhances student motivation, reading comprehension, and autonomous 
learning practices (Putri & Renaldi, 2020). The findings also indicate that the use of smartphone apps 
in classroom instruction can supplement traditional teaching methods by affording flexible access 
to learning resources, interactive lessons, and autonomous learning opportunities (Jayanti, 2019). 
Nonetheless, even with the advantages of smartphone-based learning, parental and teacher supervision 
is necessary to ensure that smartphones are utilized in productive ways (Mohamed, & Al-Jadaan, 
2024). The creation of a safe and supportive digital learning environment requires active guidance and 
communication between parents, teachers, and students.

5.	 Conclusion
The study and discussion findings indicate that the learning materials for descriptive text created with 
the ADDIE paradigm up to the implementation stage are viable and appropriate for use in English 
language instruction. The average ratings for the feasibility assessment by media and material specialists 
were 4.73 and 4.77, were both classified as Very Feasible. 28 seventh-grade students participated in the 
product try-out, and the average practicality score was 4.10. 
	 This suggests that the application is viable for both autonomy and classroom use. Students’ 
answers also demonstrate that the activities help them understand descriptive passages, the content is 
presented effectively, and the application is visually appealing. Furthermore, the findings of autonomous 
learning show that students can use the “Fun English” program on their own because every student 
firmly agreed that it can be utilized independently. Therefore, the developed application is effective as a 
learning tool for supporting autonomous learning of descriptive text material and is practicable in terms 
of content, media, and practicality.
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