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Abstract: The research focuses on children with special educational needs who cannot access
an education either because they do not have a school near their homes or because parents
misinform them that they can access Education regardless of their disability. Children are
deprived of their right to Education by not receiving an education. Therefore, a prototype of
educational software was designed, taking advantage of the technological tools for learning for
children with special educational needs. A hybrid methodology and the Balsamiq tool were
used, as they were the appropriate ones to develop the project. The result is that children with
disabilities can learn by interacting with technology, and in the same way, their parents can
visualize some exercises and crafts that can be done at home with their children since it is based
on their educational needs.
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1 Introduction
Inclusive Education is the model that seeks to meet the learning needs of children, adolescents

and adults with disabilities. For example, if the student has a mild disability, he or she could
transfer to a regular, inclusive school, where he or she should receive an education without
restrictions like those without any disability (Katsaris & Vidakis, 2021). However, of 57,000
students, only 10,000 receive specialized assistance (Santamaria, 2017).

That is why having a child, family member or friend who requires Special Education does not
prevent them from receiving a quality education. They often do not receive it in schools because
of their disability which limits the child’s ability to learn. For that reason, there are methods of
learning that can be done from home; just as babies have early stimulation, Special Education
can also grow and improve over the years (Hazen, 1978). As a result, special education teachers
have been looking for the best way for their students to learn, solving the conflicts they go
through regarding stimulation. We know that each child is different; while some may have a
skill with musical instruments, others may have the art of drawing (Brownell et al., 2016).

Meanwhile, a study on educational software for children with attention deficit hyperactivity
disorder (ADHD) pointed out that the use of technologies can be implemented so that it can
be adapted to each person to achieve better learning. The first thing done in the software was
to take a small test to see what stage the child is in; after that, it is advanced according to
their educational needs (Mohammadhasani et al., 2018). Therefore, parents of special-needs
students must be informed about their children’s educational development and technology use.
Education is based not only on attending school but also on support at home, where parents have
an essential role in their children’s Education (Zirkel & Hetrick, 2016). The importance of this
work is to implement ICT (Information and Communication Technologies) in schools that have
students with special needs. As we know today, the use of technology is significant because,
through the Internet, we can find useful items, so we want to implement this strategy so that
students can learn by playing. Also, it is necessary to know the difficulties and challenges of
developing quality educational software for all children with special needs (Blau & Shamir-Inbal,
2016).

The use of technology at the time of implementation in Education must be didactic, like
having textbooks with drawings, games, and educational videos that must be implemented at
the time of developing an educational software so that the student feels attracted and can learn
(Skaraki & Kolokotronis, 2022; Natalia et al., 2019). Considering what we must know about
new technologies that can be used when teaching, we must learn from each challenge presented
to develop educational software (Hernandez, 2017; Papadakis, 2020; 2022).

ICT is a powerful tool that can reduce the impact of disabilities or special educational
needs, thus facilitating social inclusion and Education (Papadakis et al., 2020). Nowadays,
technologies help people with disabilities improve their self-esteem and want to know more
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(Konstantopoulou et al., 2022). At first, they thought they would not be able to understand the
lessons but quickly realized that technological tools are compelling because they allow them
to learn more accessible and, above all, very didactic and intuitive (Mamolo, 2022; Pappas &
Drigas, 2015).

The objective is to design educational software so all children with special needs can access
quality education, taking advantage of new technologies.

The present work is structured as follows; section number 2 will describe in detail the
methodology used for educational software. Section 3 will show the results obtained and
discussions, and finally, section 4 will present the conclusions and future work.

2 Methodology
In this research, a hybrid methodology was applied, which is the fusion of the methodology

of soft systems and the methodology of Design Thinking, taking into consideration the first two
stages, which are the section A and B of the methodology of soft systems and Design Thinking
C, D, E and F.

2.1 Unstructured situation
In this stage, the problem causes are obtained by making a definition through an interview,

survey or focus group with those involved. You can take tools such as the problem tree
comprising the causes, the central problem, and the consequences of the problem. The first
cause is that there are still children and young people with disabilities who do not attend
school and, in most cases, do not have the necessary resources to receive a quality education,
causing many children to be unable to study (O’hanlon, 2018). Also, there is a lack of trained
professionals to take charge of a classroom with children with special needs. A specialized
teacher will be able to perform in the best way when teaching a class (Hagaman & Casey, 2017).

Another more important cause is the lack of empathy between teachers and students. It is
essential to generate a friendly bond in the classroom; a survey of parents noted that many times
teachers fail to generate a friendly bond with their students, a student who has a disability and
hugs you that means you are causing the confidence necessary to socialize (Jansen, 2018) as a
fourth cause is the location of educational institutions. Finding a general education school is
much easier than finding a special one; if they find one, it is too far away for most people with
disabilities. Since technology is not being used to favour the student performance of children
with special needs, it generates a significant problem since technology can be implemented
during teaching and learning.

2.2 Structured situation
At this stage, all those involved and the materials, entities, and infrastructure involved in the

research work are identified. For the research work, those involved are parents, children with
special educational needs, the teacher, the school, and the Ministry of Education and all of this
is represented by a pictorial graphic.

2.3 Define
Teaching a child with special needs is a challenge for teachers. Technology is driving

significant and favourable change for teachers and students. That is why tablets, computers,
cell phones, and whiteboards are being used as educational tools, becoming an enhancement to
learning (Artacho et al., 2020). It has been proven that students with specific learning problems
tend to pay more attention to a class where technology is used. Similarly, students with physical
disabilities may access the use of technology as a learning opportunity. That is why it is
imperative to know each student to know what their needs are; teachers, when looking for an
application or educational website, should take into account that it is eye-catching, educational,
and, above all meets the needs of students (Langher et al., 2017).

2.4 Idea
The aim is to design an educational software where the educational needs of the students can

be met using the new technological tools. Bearing in mind that the design is essential since this
way the students will feel attracted and will be able to use it with the more excellent facility,
for that it has to consider that it must contain animated images, educational videos, games of
learning and easy handling, without deviating from his needs of learning. The students will
be able to learn how to play when using the software. In this way, we will be using a very
applied strategy by the teachers at the time of teaching, since the student will not only see it as a
responsibility, but it will also make him/her want to continue advancing. It is about motivating
the students to be able to develop their learning (Piedade et al., 2020)
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2.5 Prototype
The following tools were used for this work, as they are accommodating for developing what

you want to design.
(1) Balsamiq. It is a tool that allows you to quickly and easily design interface designs for

websites and mobile applications. That is why we will also use this software to design the
prototypes, as we know it is a very creative and easy-to-use platform (Zhao & Shute, 2019).

(2) Photoshop. Thanks to this program, we will be able to make the design the creation of
the images that go to our educational software. We will use its tools to make creative images
that are of the pleasure of the children.

2.6 Evaluate
Results are expected where students can learn something new with the new technologies

based on the requirements they need for their learning, as seen in Table 1.

Table 1 Expected results

Achievements Results

The student likes the software 10%
Perform the activities correctly 40%
I manage to learn 50%
Total 100%

Therefore, in the research, the method that was applied is a hybrid (soft systems method
and Design Thinking) where they apply some points that they consider to develop in the field
of Special Education. Its main objective is to assist decision-making and provide motivation,
socialization and understanding to choose the most appropriate options for each student in the
established software.

3 Results and discussions
3.1 About the survey

After conducting the survey, we found that the right program was Google forms since it was
easier to use and only with the link provided can send the necessary contacts to answer the
questions raised (Chaiyo & Nokham, 2017).

A survey was conducted among 44 parents, where the following four questions were asked:
(1) Do you think it is crucial that the design of the software is eye-catching so that children

can like it? The question was posed to the 44 parents; whether software design must be eye-
catching to attract children. In Figure 1 of the 100%, 95.3%agreed, but 4.7% of the respondents
disagreed that the design was important, causing that small proportion to disagree and only
focus on the software being educational and that the design would not matter as much.

Figure 1 Importance of software design

(2) What should be used on a website developed for Special Education? In order to develop
educational software, we have to know the students’ primary needs, especially since the software
to be developed is preferred by the students(Akopyan et al., 2019). When the question was
asked about what should be used in a website developed for Special Education, three alternatives
were shown, which were as followings:

(a) That it meets your educational needs;
(b) Make it educational;
(c) That it is only based on educational games.
Figure 2 shows that out of 100%, 58.1% want the software to meet the educational needs

of the children, while 34% want it to. 9% was focused on that it is only creative, leaving aside
the special educational needs, and only 7% wanted that they are only educational games. This
generates a great controversy: perhaps, as parents, we forget that technology should be taken
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advantage of for educational use. With these three alternatives to the question, we conclude that
the alternatives can be joined, and to do that, the software this based on the educational needs,
but not forget us. That it is creating this way, the students can use the technological tools.

Figure 2 Tools for Software

(3) If you had a family member or friend who has a disability and does not attend school
for X reasons, would you want him or her to learn through software? The rapid progress of
technology makes us want to implement Special Education, but we must know the advantages
and disadvantages of creating educational software (Frisancho & Delgado, 2018).

Therefore, in Figure 3, 100% of the parents agreed. This gives us to understand that
technology can be used for Education, meeting the special educational needs children require.

Figure 3 Importance of learning through technology

(4) As a citizen, what would you like the government to do for Special Education? In Figure
4, you can visualize the answers to the question that was planted to the parents to know what
they would like the government to do for Special Education. The great majority of them pointed
out building more schools specializing in Special Education so that the children can attend a
school, but not forgetting the constant pieces of training to the teachers since it is necessary to
have the teachers trained in Special Education (Kapaniaris & Zampetoglou, 2021). Suppose the
state neglects to provide special Education for students with disabilities, which causes parents
to be angry that a family member or friend with a disability cannot receive an education. In that
case, the necessary information should also be promoted. Parents who have a child with Special
Education needs at home are informed of the Education that should be provided at school and at
home.

Figure 4 Importance of special education

Table 2 shows the results of the reliability analysis of the variables included in the software
design in the model proposed in the study.

Table 2 Software design reliability analysis

Variables Survey index

Importance of software design Very high
Software tools High
Importance of learning through technology High
The importance of technology throughout Special Education High
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The study results have provided much relevant information about the reality of the experiences
of young people needing special Education with ICT in the educational sector. At the same time,
it shows that there is still a long way to go, and many obstacles must be overcome to create an
actual knowledge society in the country with all the innovative emerging technologies.

3.2 About the prototypes
(1) Main Window: In Figure 5, you can see the main window of our prototype, which is

divided into four areas in videos, games, tips and downloadable templates; we have made these
four options as we consider them essential in teaching children, the student by selecting an
option from the four presented will be able to see its content and learn. We want to reach out
with this research on how much parents, students and teachers can access the technological
tools through this software. Inclusive Education aims to improve all children with a disability,
which is why we want to implement the technology to develop educational software to ensure
that children learn in a didactic way (Timpane-Padgham et al., 2017).

Figure 5 Main window

(2) Videos Window: Implementing educational videos when teaching is a teaching strategy
to promote better learning (Christ et al., 2017).

Figure 6 shows the option of videos, where parents can be involved in their children’s learning.
We will find options for physical exercises, motor, crafts and games that parents can apply at
home with their children. We know that for a child to learn, the parent has to be aware of his or
her Education and that better than doing so, he or she should participate in the use of educational
software.

Figure 6 Main window

(3) Tips Window: In Figure 7, this is the option of advice. As parents, we have many doubts
at the time about being able to teach our children, which is why this option was implemented to
be able to guide our children during the time of learning with the use of educational Tips. The
software also is to disposition for the teachers in this window also counts on advice so that the
teachers can elaborate a suitable class for the children with special educative needs. If a student
has 3 hours of classes.
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Figure 7 Tips window

(4) Games window: An educational video game is an interactive multimedia material from
which you can learn one or more topics. The possibility of incorporating video games into
Education has been a much-discussed topic. We know that all children spend much time on
their cell phones, making it a vice that prevents them from concentrating on their tasks, but if
we mix a video game with Education, we will achieve that the child learns how to play whose
content has to be of introductory courses (Kauffman et al., 2018).

Figure 8 shows the window of educational games. When carrying out this implementation,
we had the results obtained from the survey, where the parents pointed out that it was essential
to implement the educational software games, as we know all children like games either through
a computer or by cell phone, seeing this great advantage was raised to put educational games,
it was not easy to find the right ones. However, we took into account the main curricular
courses, such as the area of mathematics and communication, to evaluate children’s intellectual
development using educational games.

Figure 8 Games window

(5) Downloadable templates window: Figure 9 shows the window of downloadable templates.
Consulting with some teachers, it became known that each class has a downloadable template
of the course taught as a strategic way to see if students learned in class. That is why it was
decided to put this window so that children can continue learning from home with the help of
their parents, as the main courses are the curricular areas of mathematics and communication,
so they can continue learning without the use of the software.

Figure 9 Downloadable templates window
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3.3 About the methodology
(1) Advantage: The advantage of using a hybrid methodology is that they execute robust

yet flexible practices to detect potential threats and improvements during the project research.
For this reason, using a hybrid methodology is simple and easy to understand and use. This
will guarantee the success in the implementation of the project since it will allow us to develop
step-by-step research from studying the field where we will carry out the research and looking
for the causes of the problem until looking for a solution with what we want to arrive with our
research (Xu & Zammit, 2020)

(2) Disadvantages: Although the hybrid methodology is very agile and flexible, have not yet
been tested in large information systems because they are new to the market, and companies are
a little afraid to use them because of the lack of experience also involved only focus on software
development this generates a disadvantage when using it.

(3) Comparison: A hybrid methodology has been used and not the Scrum methodology
because this methodology allows and adapts better than the scrum methodology. Since the
scrum methodology is more for software development than the white systems methodology, the
Design Thinking methodology allows one to know the structured and unstructured situations,
define, devise, prototype, and evaluate. It allows working in an orderly manner, knowing each
process until the expected result is reached, generating that the research is very flexible when
making a change to correct or improve it.

The use of technology in special Education is growing, increasingly used to facilitate student
learning, not only through tools for teachers but also with resources, whether to help students
understand, comprehend or express confidentiality (Kalogiannakis & Papadakis, 2017a; 2017b).
When a child, who is also an adult, has a disadvantage or learning difficulty compared to other
peers and therefore requires additional support to achieve optimal educational development
(Kalogiannakis & Papadakis, 2020). That is why we created the prototypes of the educational
software that will be used to test a design that we can run briefly on a web page. It is a product
to reproduce later or test the product to detect errors and think about how we can improve it.

4 Conclusions
In this research, we managed to design the prototype of the Educational Software with the

Balsamiq tool that shows what the software will contain, helping to achieve that all children
with a disability can access Education through technology. The method applied was very agile;
therefore, it was sought that the designed prototypes were so actual that you can appreciate how
the educational software would be understood by meeting all the needs that involve a student
with special educational needs. That is why the Balsamiq tool was used. In the end, we saw good
results with the design of the software prototype. With this, we want to continue implementing
Special Education so that all children can access Education using new technologies.

The research scope is to design software for special Education. It is recommended for future
work to continue researching to solve the needs of children with special needs, seeking a benefit
for all those in need with the support of the Ministry of Education and parents who are directly
involved so that they can continue to learn and improve their Education using new technologies
that are appropriate for Special Education.
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Teacher Training in Lifelong Learning – The Importance of Digital Competence in the Encouragement
of Teaching Innovation. Sustainability, 12(7), 2852.
https://doi.org/10.3390/su12072852

Blau, I., Shamir-Inbal, T. (2016). Digital Competences and Long-Term ICT Integration in School Culture:
The Perspective of Elementary School Leaders. Education and Information Technologies, 22(3),
769-87.
https://doi.org/10.1007/s10639-015-9456-7

Brownell, M. T., Adams, A., Sindelar, P., Waldron, N., & Vanhover, S. (2016). Learning from Collabora-
tion: The Role of Teacher Qualities. Exceptional Children, 72(2), 169-185.
https://doi.org/10.1177/001440290607200203

Chaiyo, Y., & Nokham, R. (2017). The Effect of Kahoot, Quizizz and Google Forms on the Student’s
Perception in the Classrooms Response System. 2nd Joint International Conference on Digital Arts,

Advances in Mobile Learning Educational Research • SyncSci Publishing 461 of 463

https://doi.org/10.3390/su12072852
https://doi.org/10.1007/s10639-015-9456-7
https://doi.org/10.1177/001440290607200203
https://www.syncsci.com/journal/AMLER
https://www.syncsci.com


Volume 2 Issue 2, 2022 Meyluz Monica Paico Campos and Laberiano Andrade-Arenas

Media and Technology 2017: Digital Economy for Sustainable Growth, ICDAMT, 2017, 178-182.
https://doi.org/10.1109/ICDAMT.2017.7904957

Christ, T., Arya, P., & Chiu, M. M. (2017). Video Use in Teacher Education: An International Survey of
Practices. Teaching and Teacher Education, 63, 22-35.
https://doi.org/10.1016/j.tate.2016.12.005

Frisancho, S., & Delgado, G. E. (2018). Moral Education as Intercultural Moral Education. Intercultural
Education , 29(1), 18-39.
https://doi.org/10.1080/14675986.2017.1405214

Hagaman, J. L., & Casey, K. J.. (2017). Teacher Attrition in Special Education: Perspectives From the
Field. Teacher Education and Special Education, 41(4), 277-291.
https://doi.org/10.1177/0888406417725797

Hazen, D. C. (1978). The Politics of Schooling in the Nonliterate Third World: The Case of Highland
Peru. History of Education Quarterly, 18(4), 419-43.
https://doi.org/10.2307/367712

Hernandez, R. M. (2017). ERIC - EJ1139346 - Impact of ICT on Education: Challenges and Perspectives.
Journal of Educational Psychology - Propositos y Representaciones, 2017.
https://eric.ed.gov/?id=EJ1139346

Jansen, E. (2018). The Influence of the Teacher-Child Relationship on Internalizing Problems in Special
Education.
https://theses.ubn.ru.nl/handle/123456789/6675

Kalogiannakis, M., & Papadakis, S. (2017a). An evaluation of Greek educational Android apps for
preschoolers. In proceedings of the 12th Conference of the European Science Education Research
Association (ESERA), Research, Practice and Collaboration in Science Education, Dublin City
University and the University of Limerick, Dublin, Ireland (pp. 21-25).

Kalogiannakis, M., & Papadakis, S. (2017b). Pre-service kindergarten teachers acceptance of ”ScratchJr”
as a tool for learning and teaching computational thinking and Science education. In Proceedings of
the 12th Conference of the European Science Education Research Association (ESERA), Research,
practice and collaboration in science education (pp. 21-25). Dublin: Dublin City University and the
University of Limerick.

Kalogiannakis, M., & Papadakis, S. (2020). The use of developmentally mobile applications for preparing
pre-service teachers to promote STEM activities in preschool classrooms. Mobile Learning Applica-
tions in Early Childhood Education, (pp. 82-100). IGI Global.
https://doi.org/10.4018/978-1-7998-1486-3.ch005

Kapaniaris, A. G., & Zampetoglou, G. (2021). Visual Programming for the Creation of Digital Shadow
Play Performance Using Mobile Devices in Times of Covid-19. Advances in Mobile Learning
Educational Research, 1(2), 162-70.
https://doi.org/10.25082/AMLER.2021.02.010

Katsaris, I., & Vidakis, N. (2021). Adaptive e-learning systems through learning styles: A review of the
literature. Advances in Mobile Learning Educational Research, 1(2), 124-145.
https://doi.org/10.25082/AMLER.2021.02.007

Kauffman, J. M., Hallahan, D. P., Pullen, P. C., & Badar, J. (2018). Special Education: What It Is and
Why We Need It.
https://doi.org/10.4324/9781315211831

Konstantopoulou, G., Dimitra, V., Papakala, I., Styliani, R., Vasiliki, T., Ioakeimidi, M., Niros, A., Boutis,
M., & Iliou, T. (2022). The mental resilience of employees in special education during the pandemic
Covid-19. Advances in Mobile Learning Educational Research, 2(1), 246-250.
https://doi.org/10.25082/AMLER.2022.01.008

Langher, V., Caputo, A., & Ricci, M. E. (2017). The potential role of perceived support for reduction of
special education teachers’ burnout. International Journal of Educational Psychology, 6(2), 120-147.
https://doi.org/10.17583/ijep.2017.2126

Mamolo, L. A. (2022). Students’ evaluation and learning experience on the utilization of Digital
Interactive Math Comics (DIMaC) mobile app. Advances in Mobile Learning Educational Research,
2(2), 375-388.
https://doi.org/10.25082/AMLER.2022.02.006

Mohammadhasani, N., Fardanesh, H., Hatami, J., & Fabio R. A. The pedagogical agent enhances
mathematics learning in ADHD students. Education and Information Technologies, 23(6), 2299-2308.
https://doi.org/10.1007/s10639-018-9710-x

Zaitseva, N. A., Makarova, L. M., Larionova, A. A., Filatov, V. V., Okunev, D. V., Polozhentseva, I. V., &
Vikhrova, N. O. (2019). Evaluación de La Competitividad de Los Sujetos Del Mercado de Servicios
de Telecomunicaciones. Contemporary dilemmas: Education, Politics and Values, 80.
https://dilemascontemporaneoseducacionpoliticayvalores.com

O’hanlon, C. (2018). Special Education Integration in Europe. London.
https://doi.org/10.4324/9780429503887

Papadakis, S. (2020). Tools for evaluating educational apps for young children: a systematic review of
the literature. Interactive Technology and Smart Education, 18(1), 18-49.
https://doi.org/10.1108/ITSE-08-2020-0127

Papadakis, S. (2022). Apps to promote computational thinking concepts and coding skills in children of
preschool and pre-primary school age. In Research Anthology on Computational Thinking, Program-
ming, and Robotics in the Classroom (pp. 610-630). IGI Global.
https://doi.org/10.4018/978-1-6684-2411-7.ch028

Advances in Mobile Learning Educational Research • SyncSci Publishing 462 of 463

https://doi.org/10.1109/ICDAMT.2017.7904957
https://doi.org/10.1016/j.tate.2016.12.005
https://doi.org/10.1080/14675986.2017.1405214
https://doi.org/10.1177/0888406417725797
https://doi.org/10.2307/367712
https://eric.ed.gov/?id=EJ1139346
https://theses.ubn.ru.nl/handle/123456789/6675
https://doi.org/10.4018/978-1-7998-1486-3.ch005
https://doi.org/10.25082/AMLER.2021.02.010
https://doi.org/10.25082/AMLER.2021.02.007
https://doi.org/10.4324/9781315211831
https://doi.org/10.25082/AMLER.2022.01.008
https://doi.org/10.17583/ijep.2017.2126
https://doi.org/10.25082/AMLER.2022.02.006
https://doi.org/10.1007/s10639-018-9710-x
https://dilemascontemporaneoseducacionpoliticayvalores.com
https://doi.org/10.4324/9780429503887
https://doi.org/10.1108/ITSE-08-2020-0127
https://doi.org/10.4018/978-1-6684-2411-7.ch028
https://www.syncsci.com/journal/AMLER
https://www.syncsci.com


Volume 2 Issue 2, 2022 Meyluz Monica Paico Campos and Laberiano Andrade-Arenas

Papadakis, S., Trampas, A., Barianos, A., Kalogiannakis, M., & Vidakis, N. (2020). Evaluating the
Learning Process: The “ThimelEdu” Educational Game Case Study. In Proceedings of the 12th
International Conference on Computer Supported Education - Volume 2: CSEDU, ISBN 978-989-
758-417-6, pages 290-298.
https://doi.org/10.5220/0009379902900298

Pappas, M. A., & Drigas, A S. (2015). ICT Based Screening Tools and Etiology of Dyscalculia.
International Journal of Engineering Pedagogy, 5(3), 61-66.
https://doi.org/10.3991/ijep.v5i3.4735

Piedade, J.; Dorotea, N., Pedro, A., & Matos, J. F. (2020). On Teaching Programming Fundamentals
and Computational Thinking with Educational Robotics: A Didactic Experience with Pre-Service
Teachers. Education Sciences, 10(9), 214.
https://doi.org/10.3390/educsci10090214

Santamaria, L., & Thousand, J. (2004). Collaboration, Co-Teaching, and Differentiated Instruction: A
Process-Oriented Approach to Whole Schooling, International Journal of Whole Schooling. Interna-
tional Journal of Whole Schooling, 1(1), 13-27.

Skaraki, E., & Kolokotronis, F. (2022). Preschool and early primary school age children learning of
computational thinking through the use of asynchronous learning environments in the age of Covid-19.
Advances in Mobile Learning Educational Research, 2(1), 180-186.
https://doi.org/10.25082/AMLER.2022.01.002

Timpane-Padgham, B. L., Beechie, T., & Klinger, T. (2017). A Systematic Review of Ecological
Attributes That Confer Resilience to Climate Change in Environmental Restoration. PLOS ONE,
12(3), e0173812.
https://doi.org/10.1371/journal.pone.0173812

Xu, W., & Zammit, K. (2020). Applying Thematic Analysis to Education: A Hybrid Approach to
Interpreting Data in Practitioner Research. International Journal of Qualitative Methods, 19, 1-9.
https://doi.org/10.1177/1609406920918810

Zhao, W., & Shute, V. J. (2019). Can Playing a Video Game Foster Computational Thinking Skills?
Computers & Education, 141, 103633.
https://doi.org/10.1016/j.compedu.2019.103633

Zirkel, P. A., & Hetrick, A. (2016). Which Procedural Parts of the IEP Process Are the Most Judicially
Vulnerable? Exceptional Children, 83(2), 219-235
https://doi.org/10.1177/0014402916651849

Advances in Mobile Learning Educational Research • SyncSci Publishing 463 of 463

https://doi.org/10.5220/0009379902900298
https://doi.org/10.3991/ijep.v5i3.4735
https://doi.org/10.3390/educsci10090214
https://doi.org/10.25082/AMLER.2022.01.002
https://doi.org/10.1371/journal.pone.0173812
https://doi.org/10.1177/1609406920918810
https://doi.org/10.1016/j.compedu.2019.103633
https://doi.org/10.1177/0014402916651849
https://www.syncsci.com/journal/AMLER
https://www.syncsci.com

	Introduction
	Methodology
	Unstructured situation
	Structured situation
	Define
	Idea
	Prototype
	Evaluate

	Results and discussions
	About the survey
	About the prototypes
	About the methodology

	Conclusions

