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Abstract: This study aims to test the usability of English Oral Toolkit development with intelligent voice 

recognition for early age children. English might be a popular language to learn, but this doesn't necessarily mean 

it is a simple language to master; most of the people facing problems using English Language particularly when 

English is not a native language that often used in one’s everyday conversations. The fear of talking or pronouncing 

words wrongly becomes a major problem for using the language frequently. An English Oral Toolkit with 

intelligent voice recognition was developed as a teaching and learning aids named as EOT. The implication of this 

study found that the developed kit can enhance early age children’s understanding towards words pronunciations 

on selected theme and voice recognition feature available will help early age children to learn proper pronunciations 

and rectify wrong pronunciations on selected theme. From the results it’s known that EOT achieved its intended 

objectives and able to help early age children to learn proper pronunciations of daily used words. 
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INTRODUCTION 

 

With the advancement of technology, educational 

adequacy are developing and changing every day. In 

taking a gander at where educational techniques and 

devices have originated from to where they are going 

in future, technology’s significance in the classroom is 

apparent now like never before [1][2]. The utilization 

of learning toolkit can be help the learning process, yet 

its utilization is less effective if the toolkit does not 

have a guide [3]. The use of tools and educational 

resources in a planned and precise will make education 

more significant and give a positive impact on teaching 

and learning process [4]. Intelligent voice recognition 

is one of the quick developing technologies as in 

latterly and can be significant in learning a second 

language [5]. It can educate appropriate and good 

pronunciation, besides help a person develop fluency 

with their speaking aptitudes [6]. However, an 

educational toolkit with intelligent voice recognition is 

still very less utilized in teaching and learning process. 

Hence, the objective of this research is to develop an 

educational English oral toolkit with intelligent voice 

recognition for early age children as a form of teaching 

aids. 

1. Methodology 

Research methodology refers to consistent plans that 

outline the key steps of a research project, such as 

conceptualization, research model development, data 

collection, data analysis and results [7]. Figure 3.1 

illustrates the key steps of this research project which 

comprise of five main steps: (1) research definition; (2) 

literature review; (3) theoretical/conceptual model 

development; (4) data collection through a survey; and 

(5) analysis of data and interpretation of findings. 

 

 

 

 

 

 

 

 

 

 

 

Figure 1 Overall Research Methodology 
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1.1 Implementation of the Research 

The research was initiated by finding and collecting 

information from a variety of sources including books, 

journals, websites, and so on. Each source of 

information was analysed carefully and core problems 

have been identify. An interview session has been 

conducted with the preschool teachers and few children 

to gain extra details of the topic. Once all the required 

information has been gathered, the next phase will be 

designing phase of the EOT. Addie model has been 

selected as a guide in designing this toolkit [8]. Every 

phase in Addie model has been as a measuring tool to 

analyse all the information required. The list of necessity 

to develop the toolkit has been prepared. Sketches of the 

project should be carried out to give a clear idea about 

the design of the toolkit will be developed. Once the 

appropriate design has been identify, the development 

phase of the toolkit will be started. Later on, the 

effectiveness of the developed toolkit will be tested. 

Gradually, a simple and brief user manual be prepared 

along with the toolkit as guidance on how to use the 

toolkit. Figure 2 shows flowchart of the research 

activities. 

 

 

 

 

 

 

 

 

 

 

Figure 2 Flowchart Of The Research 

 

2.   Results 

Statistical Package for Social Science (SPSS) version 

24.0 used to analyze the data obtained. In this analysis 

test instruments involved as well as questionnaire 

instruments. While descriptive analysis been used for 

questionnaire instrument. 

The questionnaire developed consists of 2 parts, which 

as follows: 

i) Part A: Background 

 

ii) Part B: Product Usability 

 

For part A, the results of the analysis are discussed by 

using frequency analysis. Whereas for Part B, 

descriptive analysis used to obtain the results of the 

analysis. Table 1.1 shows a descriptive statistical 

interpretation of the data analysis process obtained. The 

mean value analyzed is compared with the indicator to 

obtain an analysis of the level of agreement for Part B. 

Table 1.1 Descriptive Statistics Interpretation 

Instructions 

 

 

 

 

 

 

 

 

 

2.1 Product Usability Findings 

Among the items listed in Section B where the usability 

of the product is: 

i) Usefulness 

 

ii) Ease of Use 

 

In the Usefulness category, the mean value of all items 

is 4.35. Overall, the mean value of each item usefulness 

categories.at 4.25 to 4.35 shows at the High level. Table 

1.2 shows a summary of the analysis findings for  
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Table 1.2 Analysis of Product Usability Data Analysis 

 

Whereas for the Ease of Use category containing five 

items the mean value is 4.27. As a whole mean at 4.10 

to 4.40 indicates that the mean value is at a high level. 

Summary of the analysis of the Accessibility Findings 

are shown in Table 1.3. 

 

Table 1.3 Product Analysis Data Finding 

 

 

 

 

 

 

 

 

 

 

 

 

 

3.  Discussion  

The results obtained through the analysis discussed in 

the previous topic shows that this research answers the 

objectives listed. For the first objective is to develop an 

interactive  

EOT with intelligent voice recognition for early age 

children to improve their communication skills 

particularly in pronunciations [9][10]. Second objective 

is to test the functionality of developed EOT with 

intelligent voice recognition for early age children. EOT 

has been developed as intended early and both 

objectives listed in the beginning of the research has 

been achieved successfully. With the ease of EOT 

children able to use this toolkit to practice good 

pronunciations of words particularly in selected theme 

[11].  As EOT able to rectify wrong pronunciations and 

able to correct it on time able learn proper words 

pronunciations and this is will reduce wrong learning of 

words [12][13]. Furthermore, interactive games, videos 

and notes able to enhance children understanding and 

attract children towards learning. EOT will be a teaching 

and learning tool for early age’s children age range 4 to 

6 years [14][15]. Preschool teachers and parents can use 

this tool to educate and to motivate their children to use 

better English in their daily life conversation [16]. 

 

4.  Conclusion 

Aim of this research is to develop an interactive EOT 

with intelligent voice recognition for early age children 

to improve their communication skills particularly in 

pronunciations and to test the functionality of developed 

EOT with intelligent voice recognition for early age 

children. The merger between the most important 

aspects of learning concepts with new voice recognition 

elements are extremely important and can help early age 

children to study the subjects taught [17] .  The results 

showed that the method of learning by using these kind 

interactive toolkits can successfully attract children and 

can be used as a learning tool. The research also 

concluded that if the method used in accordance with the 

current situation, the existence of a high interest among 

children [18][19]. What is most important is the 

teachers, parents and children should work together with 

the government's mission accordance with ICT literacy 

[20][21]. Existing toolkits able to attract early age 

children and if improved will provide longer satisfactory 

results. 
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