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Abstract: A user experience evaluation was carried on Word 

Mania mobile app. Word Mania is fun educational games app for 

children. Fun Tookit v3, a survey instrument developed to assist 

researchers in acquiring the opinions about technology (web or 

app) from children was used for data capture. The purpose of the 

toolkit is to generate the perception of kids as young as 4 years 

old who had some experience when interacting with an 

implementation. The Fun Toolkit v3 tool consists of three 

components that can be used on applications, websites or 

technology products to "pass opinions." These three sections are: 

Smileyometer, Fun Sorter, Again and Again.At UUM 

International School, Sintok, Malaysia, this assessment study was 

performed with students. The survey was attended by a total of 12 

students. The evaluation questionnaires were filled out with the 

help of their teachers by the participating children.The findings 

stated that the mobile application was adopted by the kids; 

however, some problems had to pay attention in order to enhance 

the children's user experience.Special exercises should be found 

for children aged one or two years because current exercises are 

difficult for these ages. Competition task is not an simple task, 

particularly for kids aged 3 to 4 years. Children between the ages 

of 5 and 6 need more time to complete the tasks, for these ages 

three minutes are not enough. 
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app, user experience evaluation 

I. INTRODUCTION 

In today’s contemporary societies, it is evident that 

electronic games (EG) have key role to play especially in 

the lives of young ones. However, EG is known to have a 

major impact in the society, culturally and economically.It 

particularly impacts on young people. However, theside 

effects among young ones include the reasonable amount of 

time they invest on the electronic games. It can be assumed 

that a child below the age of 10 years has access to 

computer systems and many other mobile accessories. It can 

be inferred that many of these children have been raised 

with access to computer games and can easily manipulate 

computer games with ease.   
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The increase in electronic accessories market like 

computer games has intensified the need for researchers to 

focus on the cognitive abilities that formal studies could not 

provide taking the advantage of electronic games to proffer 

solutions to cognitive education and at same time providing 

entertainment for children. This will keep students 

motivated by generating personal interest in studying via a 

different approach (fun education). Children enjoy letters 

and video clips using mobile devices. Also, children 

exhibitpositive behavior and action from the video clips and 

letter they see in mobile devices.  They get motivated 

watching and learning letters and video clips from mobile 

phones. Mobile learning improves literacy level among 

children. However, a there is huge difference among kids as 

a result of involvement in mobile learning. Nonetheless, 

children perceived use of these devices is heavily based on 

entertainment instead of on learning especially with regard 

to the download of games via online stores like android or 

Apple play store. Consequently, the addiction to mobile app 

among kids is a phenomenon that concerns both parents and 

educators. The increasing levelof apps on the internet is 

alarming. These contents of these apps may be inappropriate 

for kids which may not be educationally inclined. A much 

needed educational-based app will be a best-fit that will 

sincerely satisfy the gratification of learning and 

entertainment. A typical example is an App called 

WordMania.  WordMania game is an interactive game. It 

has the goal ofletting children find as many words as 

possible from a given pairs of letters over a period of time. 

The game contains other boards that allow competition 

among other players. 

When finding or selecting good educational apps for their 

kids, parents face different concerns and difficulties. 

"Parents are concerned about the educational quality, the 

age appropriateness of the app, and whether the privacy of 

their children is protected," according to Lee 

(2014).Meanwhile, McCoy (2013) states that "parents are 

concerned with the content of the app and the information 

collected when children use the app." Moreover, as of July 

2014, parents are overwhelmed by the large number of apps 

available in Apple's App Store (1.2 million) and Google 

Play (1.3 million).This makes it challenging to find good 

educational applications for children (Harlen, 2018).One of 

the most critical years in his or her career to affect learning 

is the years before a kid reaches kindergarten. Early 

childhood is a vital period of time for developing children's 

mental functions.Nowadays kids are very advanced as they 

are exposed to the world with high technology. 

 

  

Ascertaining the UX of the Word Mania 

Mobile App for Children using Fun Toolkit v3 

 

 

 

 

 

Azham Hussain, Emmanuel O.C. Mkpojiogu, Fazillah Mohmad Kamal, Huda Mohammed 

Lateef 

 

 

 

 

 

 

 



 

Ascertaining the UX of the Word Mania Mobile App for Children Using Fun Toolkit v3 

203 

Published By: 

Blue Eyes Intelligence Engineering 

& Sciences Publication  Retrieval Number: B10370782S219/19©BEIESP 

DOI: 10.35940/ijrte.B1037.0782S219 

Consequently, parents or guardians cannot expect them to 

learn using the traditional ways as to how the previous 

generation used to learn. So, in this case, a special learning 

system which could be interactive and fun and which also 

provide convenience and mobility to the user should be a 

good option for children. Early childhood learning is 

important for the development of children's abilities and 

skills in fields such as language, motor skills, cognitive 

psychosocial and learning.This is now known to be heavily 

affected exogenous factors,, including the nature of the 

educational environment the kid is subjected to during the 

first four to eight years of life (Geist &Hohn, 2009).The 

other problems are stated in cases where: 1) Children not 

attracted with traditional studies (books); 2) Children easily 

lose focus during the study: 3) Need parents or teachers to 

accompany them; 4) Lastly, most of the software that is 

related with education in the market tends more toward the 

English language. It is known that, not all children can 

understand and comprehend English language (Prensky, 

2006). 

Word Mania is an interactive online word-building game 

in which players are given 15 letters randomly chosen 

within 3 minutes to generate as many phrases as possible. 

Any right word produced by players earns them 

points.Consequently, longer and more complex words gives 

better points and using specials letter tiles (Gold and 

Diamond). Various literacy skills like morphemes, word 

recognition, spelling, vocabulary, phonemes, word 

knowledge, affixes and plural are required when words are 

built. Word Mania is one of the thousands of fun and 

educational exercises LiteracyPlanet has created. 

LiteracyPlanet is the premier resource for children in online 

literacy education. Word Mania's most important rule is 

having fun.The other is for students to play their games 

without help. Students must be logged in and play without 

assistance to contribute valid competition scores. By logging 

out and using the practice game, students can practice with 

parents or helpers.WordMania challenge can be adopted in 

Malaysia to demonstrate how technology can be employed 

for learning among children as well as engaging their minds.  

The main objective of this study is to evaluate the Word 

Mania app for children aged 4 to 9 years old. Most people 

like to play games including children.  This study takes this 

opportunity in order to attract children around aged 4 to 9 

years to play the game app and at the same time learn some 

basic stuff. Therefore, the purpose of the study is to find out 

user experience of children using the Word Mania mobile 

app.The study targets at: 1) the education of children who 

are aged 4 to 9 years; 2) it focuses on how children can form 

as many letters as possible within three minutes and identify 

objects based on the alphabet in English by assuming that 

children know the basic way of interacting with mobile 

device.; 3) Improving the vocabulary spelling. In the study, 

12 students at UUM International School were given a 

survey questionnaire to be finished with minimal help from 

the teachers of the children. Participants also need to have 

prior experience using smart devices like a smartphone or 

tablet. 

 

II. METHODOLOGY 

Fun Tookit v3 is a survey instrument used to assist 

researchers in acquiring the opinions of children about 

technology (web or app) (Read, 2008). It was originally 

developed by Read as a notion in 2000 before going through 

a sequence of iterations and reviews. The Fun ToolKit was 

later described in Read and McFarlane (2006) as a 

consequence of these reviews.Fun Toolkit has therefore 

demonstrated to be very helpful in collecting opinions from 

kids with a significantly acceptable degree of trust. The 

toolkit is intended to provide fun, quick and honest 

experience for kids as young as 4 years of age when 

engaging with an application.The Fun Toolkit v3 

instruments include:Smileyometer, Fun Sorter, Again and 

Again tables. This instrument was used in this study to 

capture the user experience (UX) of the Word Mania mobile 

app (For more on UX see: Hussain et al., 2016a; 2016b, 

2017a; 2017b; 2018). The study was conducted with pupils 

at the UUM International School, Sintok, Malaysia. The 

study was attended by a total of 12 students. The tasks for 

the study were developed. With the help of their teachers, 

the participating kids filled out the questionnaires.The 

following threetaskswere performed by the children on this 

App on mobile phone: 1) find out the letters of the 

alphabets; 2)abilityto challenge;and 3) write the correct 

word. 

Smileyo meter: The Fun Toolkit smileyometer was used 

to measure the children's fun experience in terms of how fun 

it was to use the App's different activities. Figure 1 

demonstrates a five-point scale (Awful, Not very good, 

Good, Really nice, Brilliant) used to record the children's 

reaction to the tasks (e.g. Task 2) as well as the general App. 

 

Fig. 1 a five-point scale 

Fun-Sorter: Fun-Sorter was utilized to sort fun 

experienced while carrying out the tasks. As indicated by 

the participants, Task 1 was the most effortless undertaking 

to do. They discovered Task 2 as the most pleasant action 

when contrasted with two different exercises. See Table 1. 

Table. 1 Fun Sorter Table 

 Best  Worst 

Easiest to 

do  

   

Most Fun     

Again-Again: Again-Again table was used to ask the 

children's opinion whether or not they would like to use the 

App to do the exercise (task) again to capture an impression 

of engagement, as shown in Table 2. 
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Table. 2  Again-Again Table 

Would you like to use Word Mania Application Again 

Child name Child age Yes Maybe No 

     

     

III. RESULTS 

The information for this study was analyzed using SPSS v 

23. Of the 12 participating kids, 58% were boys and 

42% were females. 48% ranged between 4-5 years of age 

and 16% ranged between 6-7 years of age and 36% ranged 

between 8-9 years of age.Each of the 12 kids finished the 

smileyometer before and after each of the three tasks was 

performed and the outcomes are shown in Table 3. 

Table. 3 Mean scores and standard Deviation for 

Smileyometer 

 Before After 

 Mean SD Mean SD 

Task1 4.08 1.37 3.33 1.49 

Task2 3.66 .88 2.83 1.33 

Task3 4.25 1.21 3.25 1.42 

 For task 1, 2, and 3, the results of the Smileyometer 

before and after revealed that the expectations of the kids 

had not been met. The participants were asked to report on 

each of the tasks (activity) using Smileyometer: "How much 

fun was using the app?" Figure 2 demonstrates the 

participants ' Smileyometer responses.For the task 1, 

"Brilliant" was 33.33% of the participants ' reaction and 

"Really Good" was the reaction of 16.67% of participants. 

8.33% of the participants rated "Brilliant" and "Really 

Good" rated 33% for Task 2.However, in the task 3, 41.67% 

of the participants responded as “Really Good” and 16.67% 

rated as Brilliant. According to the Smileyometer results, the 

maximum positive response was reported for task 1. 

 

 
 

 

 

 

 
 

Fig. 2 Smileyometer results for each task 

Another evaluation technique was carried out using the 

Again-Again table where participants were asked to report 

on each assignment: "Do you want to use this app again?" 

Reporting the outcomes in Table 4 below. 

Table . 4 Frequency response in whether participants 

would like to repeat play activity again 

 Yes Maybe No 

Task1 4 2 6 

Task2 6 3 3 

Task3 8 1 3 

It is clear from the results that most children had more 

preference for task 2 and task 3. Most kid indicated that they 

would not like to do task 1 again.The third evaluation "The 

Fun Sorter" looked at two most fun and easy-to-play 

constructs and showed the outcomes in Table 5. 

Table .5  Number of children who selected a preference 

for task based on the two constructs. 

 Task1 Task2 Task3 

Most Fun 10 6 2 

Easiest to 

play 

9 4 6 

The Fun Sorter recognized a preference for task 1 in line 

with the other outcomes reported for the Fun Toolkit than 

for other two tasks. The mean scores were calculated with a 

peak value of 2 and a minimum of 1 depending on the 

combined outcomes of task1 in the Fun Toolkit.For task 1, 

the mean score was 1.67 (SD=.49). The combined tools 

score within the Fun Toolkit of task 2 and 3 shows a 

maximum value of 2 and a minimum value of 1. The mean 

score was 1.67 (SD=.49). The final analysis looked at which 

task was preferred by each child, the results are presented in 

table 6, where T1 =Task1, T2=Task2 and T3 = Task3. 
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Table. 6 Task which came out on top in each of the 

evaluation instrument. 

IV. CONCLUSION AND RECOMMENDATION 

UX evaluation is occupying a central part of software 

development. This paper introduced the most widely used 

methods for conducting the UX of mobile applications 

among children. The study showed the following results: 

Task 1 in Smileyometer got the highest value at 3.33 while 

Task 2 got the lowest value that was 2.83. In the Again and 

Againinstrument, Task 3, got the largest number of pupils 

who wish to play Word Mania application many more times. 

Task 1got the lowest number of pupils who wish to play 

WordMania again. The number of pupils was only four. In 

the "Sorter Fun" method, there were two parts, the first part 

was the Most Fun and the second part was Easiest to do; 

where Task 1 had the largest number of pupils at Most Fun 

while task3 had the lowest number of kids in the second part 

(Easiest to do),Task 1 got the largest number while task 2 

got the lowest number of pupils. The Word Mania app is 

one of the most popular applications used to develop the 

English language skills of children. However, there are 

some issues to pay attention to in the app. Special exercises 

should be found for children aged one or two years because 

current exercises are difficult for these ages. Competition 

task is not an simple task, particularly for kids aged 3 to 4 

years. Children between the ages of 5 and 6 need more time 

to complete the tasks, for these ages three minutes are not 

enough. 
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 Child 

age  

SSmiley FS1Fun  FS2Ease  AA 

Child 

1 

3 T1 T1 T1 T1 

Child 

2 

3 T1 T1 T1 T1 

Child 

3 

4 T1 T1 T1 T1 

Child 

4 

4 T1 T1 T1 T1 

Child 

5 

5 T2, T3 T2 T2 T2 

Child 

6 

5 T2, T3 T2 T3 T2 

Child 

7 

6 T2, T3 T2 T2 T3 

Child 

8 

7 T3 T3 T3 T3 

Child 

9 

8 T2, T3 T3 T3 T3 

Child 

10 

8 T2 T3 T2 T2 

Child 

11 

9 T3 T3 T2 T2 

Child 

12 

9 T3 T3 T3 T3 
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