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PAPER

Design and Development of Sign Language Learning 
Application for Special Needs Students  
Based on Android Using Flutter

ABSTRACT
Sign language is a communication system used by individuals with hearing impairments to 
interact and convey messages without using verbal sounds. Sign language has its own unique 
grammatical structure and vocabulary, enabling sign language users to express ideas and emo-
tions through facial expressions, hand movements, and body positions. In this research, we 
explore important aspects of sign language, including its uniqueness, complexity, and diver-
sity across different countries and cultures. We also discuss the role of sign language in facili-
tating communication, education, and social inclusion for the deaf community. This research 
highlights the significance of introducing and developing sign language competence among 
the general public, educators, and professionals in the fields of healthcare and social services. 
The development of the sign language learning media utilizes the Multimedia Development 
Life Cycle method. The main application used in creating the sign language learning media 
is Flutter, along with supporting applications such as Adobe Illustrator 2020 and Adobe 
Photoshop CC 2019. The features included in this application are finger alphabet signs, num-
ber signs, video tutorials for numbers and letter signs, quizzes, and learning objectives.
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1	 INTRODUCTION

Inclusive education is crucial for ensuring accessibility and equity in education 
for all students, including those with special needs. Students with hearing impair-
ments often face challenges in verbal communication, and sign language serves as 
a vital communication tool for the deaf community. Therefore, inclusive education 
refers to a system of educational services that requires children with special needs 
to learn in their nearest schools, in regular classrooms, alongside their peers of the 

Dony Novaliendry1,2(*), 
M. Fadilah Putra Pratama1, 
Khairi Budayawan1, 
Yasdinul Huda1, Wan Mohd 
Yusof Rahiman3

1Universitas Negeri Padang, 
Padang, Indonesia

2National Kaohsiung 
University of Science 
and Technology, 
Kaohsiung, Taiwan

3School of Electrical and 
Electronic Engineering, 
Engineering Campus, 
Universiti Sains Malaysia, 
Pulau Pinang, Malaysia

dony.novaliendry@
ft.unp.ac.id

https://doi.org/10.3991/ijoe.v19i16.44669

https://online-journals.org/index.php/i-joe
https://online-journals.org/index.php/i-joe
https://doi.org/10.3991/ijoe.v19i16.44669
https://online-journals.org/
https://online-journals.org/
mailto:dony.novaliendry@ft.unp.ac.id
mailto:dony.novaliendry@ft.unp.ac.id
https://doi.org/10.3991/ijoe.v19i16.44669


iJOE | Vol. 19 No. 16 (2023) International Journal of Online and Biomedical Engineering (iJOE) 77

Design and Development of Sign Language Learning Application for Special Needs Students Based on Android Using Flutter

same age, This research focuses on developing an Android-based sign language 
learning application for letter and number recognition, utilizing the Flutter frame-
work, specifically designed for SLB-B (Special School Part B) SLBN 2 Padang, catering 
to first-grade students who are deaf.

The application aims to effectively and engagingly enhance their sign language 
skills. Through an intuitive user interface, gradual presentation of sign language 
materials, and integration of features like gamification and visually appealing dis-
plays, the application aims to enrich the learning experience and promote greater 
participation of students with special needs in inclusive education.

2	 THEORICAL	BASIS

2.1	 Learning	media

Instructional media is a valuable aid utilized by educators to ensure effective 
learning takes place. Media encompasses various tools and resources that convey 
messages from the sender to the receiver, stimulating the mind, emotions, attention, 
and interest of students in order to facilitate the learning process [1]. Instructional 
media can aid teachers in establishing a dynamic, non-monotonous, and engaging 
learning atmosphere [2]. The use of learning media is an integral and inseparable 
part of the learning methods used [3].

2.2	 Sign	language

Sign language is a tool used by individuals who are deaf or hard of hearing to 
communicate with the hearing community through hand gestures, facial expres-
sions, and body movements that form symbols representing letters or words [4]. Sign 
language is a unique language, as each country has its own distinct sign language [5].

SIBI (Sistem Isyarat Bahasa Indonesia/Indonesian Sign System) is a communica-
tion medium specifically designed for individuals who are deaf or hard of hearing. It 
combines spoken language, sign language, facial expressions, and other movements. 
SIBI has been established as the official sign language by the government for use in 
special schools (SLB) for the deaf [6].

BISINDO (Bahasa Isyarat Indonesia/ Indonesian Sign Language) is a natural sign 
language that originated from the indigenous culture of Indonesia. It is easily used 
in the daily interactions of the deaf community. BISINDO is a sign language that is 
acquired naturally by deaf individuals, similar to regional languages, and it exhibits 
unique characteristics in different regions [7].

2.3	 Hearing	impaired

The term “tunarungu/deaf” is derived from the words “tuna,” which means lack-
ing, and “rungu,” which means hearing. An individual, be it an adult or a child, is 
considered “tunarungu” if they are unable to hear or have a limited ability to hear 
sounds or voices [8].

DHH (Deaf and Hard of Hearing) students are a highly diverse population that 
differ in several aspects, including the age of onset of hearing loss, hearing thresh-
olds, use of hearing devices (such as hearing aids vs. CI), level of access to language, 
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and preferred mode of communication, such as spoken language, sign language, 
or a combination of spoken and sign languages [9]. Educating students who are 
D/HH (deaf/hard of hearing) in the general education classroom can require careful 
considerations [10].

2.4	 Multimedia

Multimedia learning can be defined as an interactive computer-based communi-
cation system that presents integrated learning materials. The term “computer-based” 
means that multimedia programs utilize computers to deliver the learning content [11]. 

Multimedia can serve as an effective teaching medium in delivering information 
because it allows teachers to present information through various media such as 
audio, text, animation, video, and images [12].

2.5	 Android

Android is a mobile operating system that has flourished among the growing 
range of operating systems available today [13]. Android is a mobile operating sys-
tem created for smartphones and tablets [14]. and Android is an operating system 
designed for cellphones based on Linux, including operating systems, middleware, 
and open source applications [15]. Android is software for mobile device covering 
operating system, middleware and key application [16]. Android is widely used at 
this time among children, adolescents and adults [17].

2.6	 Flutter

Flutter is a high-performance SDK (Software Development Kit) used for build-
ing mobile applications for both iOS and Android platforms. It allows developers 
to create apps using a single codebase, saving time and effort. Flutter is an open-
source framework developed by Google [18]. Flutter is a cross-platform framework 
that aims to develop high-performance mobile applications [19]. Flutter has been 
designed to streamline and accelerate the development of mobile applications that 
are compatible with both Android and iOS platforms, eliminating the need to learn 
and work with two distinct programming languages separately [20].

2.7	 Adobe	Photoshop

Adobe Photoshop is a graphic processing program that is capable of working with 
two types of graphics, namely, bitmap and vector [21]. It has the ability to manipu-
late and edit images in both bitmap and vector formats, making it a versatile tool for 
graphic design and editing.

2.8	 Adobe	Illustrator

Adobe Illustrator is a well-known design software that operates on vector graph-
ics and is often referred to as an illustration design program. It is highly acclaimed 
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for its dependable features and tools that facilitate the creation of imaginative art-
work [22]. Adobe Illustrator is the most powerful and popular vector-based graphic 
program [23].

3	 RESEARCH	METHOD

The aim of this research is to design and develop a specialized sign language 
learning application for students with special needs, which will be implemented 
on the Android platform using the Flutter framework. The research methodology 
employed is MDLC (Media Development Life Cycle), which encompasses a system-
atic series of stages. The stages involved include concept, design, material collec-
tion, assembly, testing, and distribution. The application will be comprehensively 
tested through the active participation of students with special needs to ensure its 
effectiveness and usefulness in the process of learning sign language. By utilizing 
the MDLC approach and conducting user testing involving the target audience, it 
is anticipated that the application will provide an optimal and beneficial learning 
experience for students with special needs in acquiring sign language proficiency. 
Figure 1 below illustrates the research method of MDLC (Media Development 
Life Cycle).

Fig. 1. Multimedia development life cycle

3.1	 Conceptual	framework

The conceptual framework of this study includes field study, data collection, 
application design using the MDLC (Media Development Life Cycle) method, and 
validation. The field study involves gathering information and conducting observa-
tions to understand the research context. Data is collected from various sources for 
further analysis. 

The application design follows the systematic MDLC method, considering user 
needs. Validation is conducted to test the functionality of the application. By follow-
ing this framework, researchers can develop robust and impactful solutions. Please 
refer to Figure 2 below.
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Fig. 2. Conceptual framework

3.2	 Field	study

This stage involves conducting observations at the research site to identify exist-
ing issues or problems. The research location provides insights into the current sys-
tem in place and helps identify problems that can potentially be addressed through 
the development of software applications.

3.3	 Data	collection

The activities carried out in this stage include: (1). Observation, conducted by 
directly observing and examining data related to the research object. (2) Interviews, 
conducted by interviewing individuals who can provide relevant information related 
to the research object. (3) Literature review, conducted to gather information and 
strengthen the theoretical foundation through books, magazines, newspapers, docu-
ments, the internet, and other relevant reading materials related to the research object.

3.4	 Application	development	methodology

In the process of analyzing data using the MDLC method, there are 6 stages: con-
cept, design, material collection, assembly, testing, and distribution. This is a process or 
cycle consisting of a series of stages followed to design, develop, and implement mul-
timedia projects. The Multimedia Development Life Cycle research method includes:

1. Concept, the initial phase comprises discussions with the School Principal and 
Student Affairs Staff to identify the specific content requirements for the applica-
tion being developed. In addition, comprehensive data collection is conducted to 
ensure all necessary information is gathered. The selection of suitable multimedia 
elements, including images, animations, colour schemes, audio components, and 
textual content, is carefully considered. The subsequent stage involves planning 
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the interface design, determining the dimensions of the application, and estab-
lishing the necessary navigation pathways to provide an optimal user experience.

2. Design, in this stage, there is a need for standard design to depict, design, and 
document the system model visually.

3. Material Collecting, In this stage, the collection of materials for application design 
takes place, including gathering text, images, videos, and audio. This material 
collection aims to ensure the availability of appropriate and relevant content for 
application development. Each type of material is carefully collected and selected 
based on the needs and objectives of the designed application.

4. Assembly, after obtaining the necessary materials for application development, the 
next stage is to manage and integrate these materials into a cohesive application.

5. Testing, the testing stage is conducted after completing the assembly phase by 
running the application. In this testing stage, the author divides it into two phases, 
beta test and alpha test.

6. Distribution, In this stage, the application will be stored in a storage media. This 
stage can also be referred to as the evaluation stage for the developed product to 
make it even better. The evaluation results can be used as input for the concept 
stage in the next product result and discussion.

4	 RESULT	AND	DISCUSSION

4.1	 Concept

In the concept table, there is a Sign Language Learning Application titled 
“Aplikasi Pembelajaran Bahasa Isyarat (Sign Language Learning Application)”. The 
target users of this application are individuals who are deaf. The duration or time of 
using the application is unlimited. The application supports various media formats, 
including .jpg images, .MP4 videos, and .MP3 audio files. To enhance interactivity, the 
application includes navigation buttons for numbers, letters, quizzes, grades, learn-
ing objectives, back, and submit. Please refer to Table 1 below for further details.

Table 1. Concept description

Title Sign Language Learning Application

User Deaf individuals

Duration or time Unlimited

Image .jpg

Vidio .MP4

Audio .MP3

Interactivity Navigation buttons (Numbers, letters, quizzes, grades, learning objectives, 
back, submit)

4.2	 Design

UML diagram
Usecase diagram. The Use Case Diagram for Sign Language Learning Media 

includes three actors: Admin, Teacher, and Student. The Admin is responsible for 
managing the system, while the Teacher utilizes the media for teaching purposes, and 
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the Student is the primary user for learning. The Admin has full access and control 
over the system, including managing users, media. content, and other settings. The 
Teacher can utilize the sign language learning media during instructional activities, 
such as playing videos, displaying images, or creating quizzes. The Student can access 
the media to learn sign language, interacting with videos, images, or engaging in quiz 
exercises. Through this diagram, the interaction between these three actors in using 
the sign language learning media can be observed. Please refer to Figure 3 below.

Fig. 3. Use case diagram sign language learning media

Flowmap of a running system. In the sign language learning system, the teacher 
begins by starting the process and explaining the material, followed by providing 
examples in sign language. Then, the student receives information in sign language. 
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If the student does not understand, they can ask the teacher, who will provide further 
explanation. The process then loops back to providing examples in sign language. If 
the student understands, the teacher gives an evaluation, and the student completes 
the evaluation. Next, the teacher checks and gives a grade, which the student receives. 
This process ends once all the steps are completed. Please refer to Figure 4, “The 
Flowmap of a Running System,” below for a visual representation of this process.

Fig. 4. Flowmap of a running system

Flowmap in the proposed system. In the proposed system, there is a flowmap 
that illustrates the interaction between three actors, namely the admin, student, and 
teacher, in the sign language learning process. The role of the admin is crucial in ini-
tiating and managing the system as a whole. The admin is responsible for initiating 
and ensuring the smooth operation of the system, including user settings, content 
management, and general maintenance. Meanwhile, the teacher plays a key role 
in providing relevant and valuable learning materials. The teacher is tasked with 
uploading and organizing videos, images, and other learning materials for students to 
access. On the other hand, the student has an active role in the learning process. They 
can access and interact with the learning materials provided by the teacher, whether 
it’s through watching videos, viewing images, or participating in given exercises. 
Through the interaction between the admin, teacher, and student in this flowmap, 
the goal is to create an effective, interactive, and beneficial sign language learning 
experience for students. Please refer to Figure 5 below for visual representation.
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Fig. 5. Flowmap in the proposed system
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4.3	 Material	collecting

In the material collection phase, there are several elements with different descrip-
tions and formats. The first element is text, which contains information about the 
usage of the application, the application name, and the application version. This text 
is stored in a .txt (text file) format. The second element consists of various images, 
including alphabet letters from A to Z, numbers from 0 to 9, quizzes, information 
about Learning Objectives/Competencies (KI/KD), and application logos. These 
images are saved in both .mp4 (video file) and .gif (animated image file) formats. 
By gathering these elements in their respective formats, the sign language learn-
ing application aims to provide a comprehensive learning experience for its users. 
Please refer to Table 2 below for more details.

Table 2. Multimedia components

No Element Description Format

1 Text Information about the usage of the application, application name,  
and application version.
Information about Learning Objectives/Competencies (KI/KD)

.txt

2 Image Alphabet letters A to Z – 
Numbers 0 to 9 
Quiz
Information about Learning Objectives/Competencies (KI/KD) 
Application logo and Universitas Negeri Padang logo

.Gif

.jpeg

3 Video Video Alphabet A–Z
Video Number 0–9

.Mp4

4.4	 Assembly

Assembly stage is where all the objects and multimedia elements are created. 
The application development process is based on the design stage, typically utilizing 
authoring software. In this particular case, the Flutter framework is used for coding 
and programming the application. The application will showcase easily understand-
able symbols, images, and videos depicting sign language movements for the users. 
Here are some preview images of the application’s interface.

Main menu display. The application’s display includes seven user-friendly 
menu options for easy navigation and access to various features. These menu 
options are “Letter,” which allows users to learn and practice sign language alpha-
bet letters. The “Numbers” menu offers a range of number signs to enhance numer-
ical skills. For interactive learning, the “Quiz” menu presents engaging quizzes 
to test the user’s understanding of sign language. To track progress and perfor-
mance, the “Score” menu displays the user’s quiz results and learning journey. The 
“Competence Standards (KI/KD)” menu provides information about the learning 
objectives and competencies achievable through the application. Users can find 
app details, such as its name, version, and usage guidelines, in the “Application 
Information” menu. Lastly, the “How To Use” menu offers step-by-step instructions 
on effectively navigating and utilizing the app’s features. Please refer to Figure 6 
for more details.
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Fig. 6. Main menu display

Letter menu list view. In this view, a list of alphabets in sign language (SIBI) 
is displayed. The menu includes letters from A to Z, and each letter is presented in 
the form of a 2D animation. With these animations, users can clearly see the hand 
movements and shapes that represent each letter in sign language. This provides an 
interactive learning experience and helps users better understand and remember 
each letter in sign language. Please refer to Figure 7 below for visual reference.

Fig. 7. Letter page
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Output list view. In this view, there is a list of videos showcasing sign lan-
guage movements in SIBI (Sign Language of the Deaf). The menu presents a col-
lection of videos that demonstrate the proper hand gestures and movements used 
in sign language. Each video provides visual guidance on how to perform various 
signs and communicate effectively using sign language. This interactive feature 
allows users to observe and practice sign language movements, enhancing their 
understanding and proficiency in SIBI.  By watching and learning from these vid-
eos, users can develop their sign language skills and engage in meaningful com-
munication with the deaf community. Please refer to Figure 8 below for visual 
reference.

Fig. 8. Output view

Menu quiz view. In this display, there are five questions presented. Each ques-
tion is accompanied by four answer choices for the user to select from. If the user 
answers correctly, they will receive a score of 10 points. This score reflects the 
user’s success in answering the question accurately. With five questions and a 
maximum score of 10 points for each correct answer, users can evaluate their 
understanding and assess their knowledge on the topic being assessed. This pro-
vides an opportunity for users to test themselves and enhance their understanding 
through an interactive learning process. Please refer to Figure 9 below for visual 
reference.
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Fig. 9. Menu quiz view

Menu score view. The Scores menu displays the results of the answers given 
in the Quiz menu. It shows the scores achieved based on the answers provided 
during the quiz. By accessing the Scores menu, users can see how well they have 
answered the quiz questions and gain an overview of their performance. This allows 
users to track their progress and evaluate their understanding of the topic being 
tested. With the Scores menu, users can measure their achievements and motivate 
themselves to continually improve their understanding through active participation 
in quizzes. Please refer to Figure 10 below for visual reference.

Fig. 10. Score page
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4.5	 Testing

The testing conducted for the Sign Language Learning Application for the Deaf 
with the BISINDO Method involves performing alpha testing and beta testing.

Alpha test. This Sign Language Learning application has undergone a series of 
Alpha tests to ensure its quality. These tests were conducted to identify and address 
any potential issues and gather feedback from early users. The results of these tests 
have been valuable in improving the performance and user experience of the appli-
cation. The development team has conducted a thorough evaluation of the alpha test 
results and taken necessary steps for improvements. As a result, the application has 
seen significant enhancements in terms of functionality, stability, and overall qual-
ity. Through this comprehensive alpha testing process, the Sign Language Learning 
application is now ready to move forward to the next stage of development and 
deliver a high-quality learning experience for users. Please refer to Table 3 below 
for further information.

Table 3. Alpha testing result

Beta test. Beta testing is a phase of testing conducted with end users who provide 
feedback and evaluation of the application. Beta testing has been carried out involv-
ing teachers from SLB N 2 Padang and several application users, including both the 
general public and the deaf community. The purpose of beta testing is to gather valu-
able inputs and suggestions for the further development of this application. Some 
common feedback from users includes:
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1. The need for improvements in the visual and auditory aspects of the developed 
application.

2. The necessity of adding numbers up to hundreds or thousands

4.6	 Distribution

After the program is completed and goes through the testing phase, the next step 
is to publish the program. Prior to that, the application is converted into the *.apk 
format so that it can be installed on Android devices.

5	 CONCLUSION

Based on the conducted research, several important conclusions can be drawn. 
First, the sign language application developed for assisting individuals with hearing 
impairment in communication has been successfully designed and built. The appli-
cation specifically targets SLB Negeri 2 Padang.

Furthermore, the application’s menu functions were thoroughly tested. The 
results of the testing phase demonstrated that each menu operates smoothly and 
according to the provided instructions. Users can easily access and utilize the avail-
able features within the application. This serves as evidence that the application 
effectively meets the communication needs of individuals with hearing impairment.

The research findings also indicate that the application significantly contributes to 
facilitating communication among individuals with hearing impairment. It enables 
them to comprehend and convey messages through sign language more fluently and 
effectively. Consequently, the quality of their communication is enhanced, and their 
participation opportunities in various social and educational activities are expanded. 

In conclusion, the sign language application has been successfully designed, 
developed, and thoroughly tested. It provides tangible benefits to individuals with 
hearing impairment, empowering them to strengthen their communication skills. It 
is hoped that the application will continue to be used and further developed to offer 
broader benefits to the community of individuals with hearing impairment.

6	 REFERENCES

 [1] M. M. D. H. K. T. Hasan, Media Pembelajaran, no. Mei, 2021. 
 [2] Abdul Wahid, “Pentingnya Media Pembelajaran Dalam Meningkatkanprestasi Belajar,” 

Istiqra, vol. 5, no. meningkatkan presgtasi, pp. 173–179, 2018. 
 [3] J. Kuswanto and F. Radiansah, “Media Pembelajaran Berbasis Android Pada Mata 

Pelajaran Sistem Operasi Jaringan Kelas XI,” J. Media Infotama, vol. 14, no. 1, 2018. 
https://doi.org/10.37676/jmi.v14i1.467

 [4] R. I. Borman and B. Priyopradono, “Implementasi Penerjemah Bahasa Isyarat Pada 
Bahasa Isyarat Indonesia (BISINDO) Dengan Metode Principal Component Analysis 
(PCA),” J. Inform. J. Pengemb. IT, vol. 03, no. 1, pp. 103–108, 2018. [Online]. Available: 
https://ejournal.poltektegal.ac.id/index.php/informatika/article/view/631; https://doi.org/ 
10.30591/jpit.v3i1.631

 [5] M. Pradikja Hendra, H. Tolle, and K. Candra Brata, “Pengembangan Aplikasi Pembelajaran 
Bahasa Isyarat Berbasis Android Tablet,” J. Pengemb. Teknol. Inf. dan Ilmu Komput. Univ. 
Brawijaya, vol. 2, no. 8, pp. 2548–2964, 2018. [Online]. Available: http://j-ptiik.ub.ac.id 

https://online-journals.org/index.php/i-joe
https://doi.org/10.37676/jmi.v14i1.467
https://ejournal.poltektegal.ac.id/index.php/informatika/article/view/631
https://doi.org/10.30591/jpit.v3i1.631
https://doi.org/10.30591/jpit.v3i1.631
http://j-ptiik.ub.ac.id


iJOE | Vol. 19 No. 16 (2023) International Journal of Online and Biomedical Engineering (iJOE) 91

Design and Development of Sign Language Learning Application for Special Needs Students Based on Android Using Flutter

 [6] A. S. Nugraheni, A. P. Husain, and H. Unayah, “Optimalisasi Penggunaan Bahasa Isyarat 
Dengan Sibi Dan Bisindo Pada Mahasiswa Difabel Tunarungu Di Prodi Pgmi Uin Sunan 
Kalijaga,” J. Holistika, vol. 5, no. 1, p. 28, 2023. https://doi.org/10.24853/holistika.5.1.28-33

 [7] I. M. S. Muniksu, “Komunikasi Dalam Kehidupan Beragama Melalui BISINDO,” Widya 
Duta J. Ilm. Ilmu Agama dan Ilmu Sos. Budaya, vol. 16, no. 2, p. 152, 2021. https://doi.
org/10.25078/wd.v16i2.2888

 [8] R. Nofharina, “Aplikasi Pembelajaran Bahasa Isyarat Dengan Memanfaatkan Computer 
Assisted Instruction,” Nusant. Engginering, vol. 1, no. 2, pp. 63–69, 2014. 

 [9] M. Salehomoum, “Scaffolding development of self-regulated and strategic literacy skills 
in deaf or hard-of-hearing students: A review of the literature through the lens of the 
gradual release of responsibility model,” Lit. Res. Pract. Eval., vol. 10, pp. 153–168, 2019. 
https://doi.org/10.1108/S2048-045820190000010010

 [10] C. M. Borders, S. Gardiner-Walsh, M. Herman, and M. Turner, “Inclusion of Deaf/Hard of 
hearing students in the general education classroom,” Adv. Spec. Educ., vol. 31, pp. 65–94, 
2016, https://doi.org/10.1108/S0270-401320160000031006

 [11] A. lestari Sari, “2013 Vol. 6 No. 2 Juli—Desember Pembelajaran Multimedia Jurnal 
Al-Ta’dib,” Pembelajaran Multimed., vol. 6, no. 2, pp. 84–98, 2013. [Online]. Available: 
https://media.neliti.com/media/publications/235787-pembelajaran-multimedia- 
aeffcc3a.pdf 

 [12] T. K. Neo Ken and M. Neo, “Classroom innovation: Engaging students in interactive mul-
timedia learning,” Campus-Wide Inf. Syst., vol. 21, no. 3, pp. 118–124, 2004. https://doi.
org/10.1108/10650740410544018

 [13] I. Agustina, D. Astuti, R. A. Sumarni, and D. L. Saraswati, “Pengembangan Media 
Pembelajaran Fisika Mobile Learning berbasis Android,” vol. 3, pp. 57–62, 2017. https://
doi.org/10.21009/1.03108

 [14] J. Kuswanto, P. S. Informatika, and U. Baturaja, “Pengembangan Media Pembelajaran 
Berbasis Android,” vol. 6, no. 2, pp. 78–84, 2020. https://doi.org/10.21927/ijubi.v2i2.1139

 [15] D. Novaliendry et al., “Android-based network services application learning media for 
vocational high schools,” Int. J. Interact. Mob. Technol., vol. 15, no. 20, pp. 83–100, 2021. 
https://doi.org/10.3991/ijim.v15i20.23745

 [16] D. Novaliendry, C.-H. Yang, and L.-Y. Chuang, “An android-based pregnancy predict-
ing system,” Int. J. Pharma Med. Biol. Sci., vol. 5, no. 4, pp. 201–205, 2016. https://doi.
org/10.18178/ijpmbs.5.4.201-205

 [17] D. Novaliendry and S. Andriani, “English edugame application for childhood base on 
android,” J. RESTI (Rekayasa Sist. dan Teknol. Informasi), vol. 4, no. 1, pp. 187–192, 2020, 
https://doi.org/10.29207/resti.v4i1.1622

 [18] S. Tjandra and G. S. Chandra, “Pemanfaatan Flutter dan Electron Framework pada 
Aplikasi Inventori dan Pengaturan Pengiriman Barang,” J. Inf. Syst. Hosp. Technol., vol. 2, 
no. 02, pp. 76–81, 2020. https://doi.org/10.37823/insight.v2i02.109

 [19] C. Kartiko, A. C. Wardhana, and D. P. Rakhmadani, “Pengembangan mobile learning 
management system Dengan User Centered Design (UCD) Menggunakan flutter frame-
work,” J. Media Inform. Budidarma, vol. 6, no. 2, p. 960, 2022. https://doi.org/10.30865/
mib.v6i2.3524

 [20] I. M. Widiarta, M. Julkarnain, and J. Imanulloh, “Rancang Bangun Aplikasi Uts in 
Me Berbasis Android Menggunakan Flutter Dengan Metode Rapid Application 
Development,” J. Inform. Teknol. dan Sains, vol. 3, no. 4, pp. 447–452, 2021. https://doi.
org/10.51401/jinteks.v3i4.1323

 [21] A. Munif and H. Al Fatta, “Analisis Dan Pembuatan Game Guess The Letters Meng-
gunakan Macromedia Director,” no. 1, pp. 1–27, 2015.

https://online-journals.org/index.php/i-joe
https://doi.org/10.24853/holistika.5.1.28-33
https://doi.org/10.25078/wd.v16i2.2888
https://doi.org/10.25078/wd.v16i2.2888
https://doi.org/10.1108/S2048-045820190000010010
https://doi.org/10.1108/S0270-401320160000031006
https://media.neliti.com/media/publications/235787-pembelajaran-multimedia-aeffcc3a.pdf
https://media.neliti.com/media/publications/235787-pembelajaran-multimedia-aeffcc3a.pdf
https://doi.org/10.1108/10650740410544018
https://doi.org/10.1108/10650740410544018
https://doi.org/10.21009/1.03108
https://doi.org/10.21009/1.03108
https://doi.org/10.21927/ijubi.v2i2.1139
https://doi.org/10.3991/ijim.v15i20.23745
https://doi.org/10.18178/ijpmbs.5.4.201-205
https://doi.org/10.18178/ijpmbs.5.4.201-205
https://doi.org/10.29207/resti.v4i1.1622
https://doi.org/10.37823/insight.v2i02.109
https://doi.org/10.30865/mib.v6i2.3524
https://doi.org/10.30865/mib.v6i2.3524
https://doi.org/10.51401/jinteks.v3i4.1323
https://doi.org/10.51401/jinteks.v3i4.1323


 92 International Journal of Online and Biomedical Engineering (iJOE) iJOE | Vol. 19 No. 16 (2023)

Novaliendry et al.

 [22] F. Novitasari, Y. Djahir, and S. Fatimah, “Pengaruh Media Adobe Illustrator Terhadap 
Hasil Belajar Peserta Didik Pada Mata Pelajaran Ekonomi di SMA Srijaya Negara,” Profit, 
vol. 2, no. 1, pp. 59–67, 2015. 

 [23] W. Putra Wijaya and H. Gunawan Sakti, “Efektivitas Media Pembelajaran Adobe 
Illustrator Berbasis Tutorial Kreativitas Belajar Siswa pada Mata Pelajaran Prakarya,” 
Teach. Learn. J. Mandalika, vol. 2, no. 1, pp. 102–108, 2021. [Online]. Available:  
http://ojs.cahayamandalika.com/index.php/teacher/issue/archive; https://doi.org/ 
10.36312/teacher.v2i1.346

7	 AUTHORS

Dony Novaliendry, Universitas Negeri Padang, Padang, Indonesia; National 
Kaohsiung University of Science and Technology, Kaohsiung, Taiwan (E-mail: dony.
novaliendry@ft.unp.ac.id). 

M. Fadilah Putra Pratama, Universitas Negeri Padang, Padang, Indonesia.
Khairi Budayawan, Universitas Negeri Padang, Padang, Indonesia.
Yasdinul Huda, Universitas Negeri Padang, Padang, Indonesia.
Wan Mohd Yusof Rahiman, School of Electrical and Electronic Engineering, 

Engineering Campus Universiti Sains Malaysia, Pulau Pinang, Malaysia.

https://online-journals.org/index.php/i-joe
http://ojs.cahayamandalika.com/index.php/teacher/issue/archive
https://doi.org/10.36312/teacher.v2i1.346
https://doi.org/10.36312/teacher.v2i1.346
mailto:dony.novaliendry@ft.unp.ac.id
mailto:dony.novaliendry@ft.unp.ac.id

