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Abstract

Integrating technology into the assessment process improves the This paper
presents a comprehensive study on the usability testing of digital flipbooks,
specifically using the FlipViewer platform. Digital flipbooks have become
increasingly popular for their interactive and engaging presentation of content,
simulating the experience of reading a physical book in a digital format.
However, the effectiveness of these tools hinges on their usability, which
directly impacts user satisfaction, engagement, and comprehension. When
developing a digital assessment tool, it is critical to consider usability as a key
factor in success and a user acceptance requirement for the application. In this
study, researchers evaluated usability performance using digital FlipViewer
online flipbooks. Usability testing determines whether an application meets the
needs of its users. Usability testing employs an evaluation sheet in the form of
a questionnaire, known as a Use Questionnaire, a tool for preparing
questionnaire-style questions. Testing was conducted by observing the user and
how they used the application. The components tested included usefulness,
satisfaction, usability, and ease of learning. The application under test was
FlipViewer online flipbooks, an assessment application designed to reduce
teachers' workload during the evaluation process. The test results show that
respondents strongly agree with the usability of the FlipViewer online
flipbooks to application software. The study concludes that digital FlipViewer
online flipbooks are a resource that facilitates assessment for students who
participate in the assessment process. Students are generally satisfied with the
use of digital FlipViewer online flipbooks for assessments.
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1. Introduction

In the evolving landscape of education, engaging students with interactive and
dynamic learning materials is key to fostering deeper understanding and retention
[1-5]. Digital flip viewer online flipbooks are an innovative tool that empowers
educators to transform traditional textbooks, study guides, and other educational
resources into interactive digital flipbooks that enhance the learning experience [6].
Digital flip viewer online flipbooks allow educators to present content in a format
that mimics the experience of flipping through a physical book, combined with the
benefits of digital media. With the ability to embed multimedia elements such as
videos, audio, interactive quizzes, and hyperlinks, educators can create immersive
learning materials that cater to various learning styles [7]. This versatility not only
helps in capturing students' attention but also promotes active learning by
encouraging exploration and interaction with the content [8, 9].

Digital flip viewer online flipbooks provide a flexible platform that is accessible
across devices, making it easier for students to engage with their learning materials
anytime, anywhere [10]. The platform’s user-friendly interface ensures that both
educators and students can navigate and interact with the content effortlessly,
making learning more intuitive and enjoyable [11]. Empower your educational
content with digital flipviewer online flipbooks where traditional education meets
modern innovation, enhancing the way students learn and interact with knowledge
[12]. Usability testing is a critical process in the development and refinement of
digital tools, ensuring that users can effectively and efficiently achieve their goals
with minimal frustration. For digital flipviewer online flipbooks, usability testing
plays a vital role in assessing how intuitive and user-friendly the platform is for
both educators and students [13]. This review outlines the key aspects of usability
testing for digital flip viewer online flipbooks, including objectives, methodologies,
metrics, and findings [14].

The word "usability" refers to a qualitative examination that analyses how
simple it is for a user to interact with the interface of a program [15]. If the
operations of an application can be carried out in a manner that is effective,
efficient, and satisfactory, then the application is said to be useable [16]. If a user
is successful in accomplishing their objectives while utilizing software, then the
software is effective. The term "efficiency" refers to the ease with which users can
accomplish these objectives [17]. There is a correlation between the user's
acceptance of the program and satisfaction [18]. Utilizable testing is carried out to
determine whether or not a program complies with the needs of the user [19].

Testing the usability of a product may be carried out either with or without the
participation of consumers. It is possible to obtain direct information from users about
how they use the system and the issues that they encounter through testing that involves
the participation of users [20]. Three different approaches make up this examination:
field observation (direct observation), questionnaire, and thinking aloud [21].

The purpose of this study is to evaluate the effectiveness of digital flipviewer
online flipbooks through the use of usability testing. Digital flipbooks are an
engaging way to present educational content, offering an interactive, page-turning
experience similar to reading a physical book. Here are some popular platforms and
tools that can be used to create and view digital flipbooks. Therefore, it is vital to
do usability testing to get a digital flipviewer online flipbooks program that is
suitable for the requirements of users. This study was selected and became one of
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the attractive subjects (see Fig. 1). Detailed information for obtaining this data is
explained elsewhere [22-25].
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Fig. 1. Research trends in Scopus using keyword “flipbook”.

2. Method

This research tested the usability of an application to see the feasibility of the
Flipviewer(r) online flipbooks application. The usability testing method chosen
was using USE Questionnaire [26]. The application tested in this research is the
digital flip viewer (r) online flipbooks application. The usability testing flow
follows Fig. 2.

Usability measurement instruments are adjusted to the usability component,
namely the components of usefulness, satisfaction, ease of use, and ease of learning.
The instruments for usability testing use an evaluation sheet in the form of a
questionnaire, namely the USE Questionnaire [14]. USE Questionnaire consists of
four quality components, namely usefulness, satisfaction, ease of use, and ease of
learning. The scale used in this questionnaire is a Likert scale which consists of
four points to get ordinal data. The scale includes Strongly Agree (SS), Agree (S),
Disagree (KS), and Strongly Disagree (TS).

Usability testing is performed on the Tourism Vocational School teachers to
assess student competency during practicum assessment. The teachers use
Flipviewer online flipbooks when the practicum assessment takes place, then the
teachers fill in the USE Questionnaire that has been developed. Analysing usability
data by using the average of usefulness, satisfaction, ease of use, and ease of
learning. Improvement of the application prototype is done if the value of
usefulness, satisfaction, ease of use, and ease of learning is low, and this indicates
that there are still many deficiencies in the application.

3.Results and Discussion

Usability testing is essential for understanding how users interact with Digital
Flipviewer Online Flipbooks [16]. Key feature usability testing for Digital
Flipviewer Online Flipbooks: Page Flipping Effect, the primary feature is the
realistic page-flipping effect, which mimics the turning of pages in a physical book.
Interactive Elements, digital Flipbooks can include interactive elements like
hyperlinks, embedded videos, audio, and animations, making the content more
engaging. Cross-Platform Compatibility, these flipbooks are usually accessible
across various devices, including desktops, tablets, and smartphones, ensuring a
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wide reach. Customize the appearance of the flipbook, including backgrounds,
navigation controls, and other design elements to match their branding.
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Fig. 2. The usability testing flow.

Analytics to track reader engagement, including page views, time spent on
pages, and click-through rates on embedded links [27]. The results of usability
analysis on usability testing obtained a score of 84.27%. This value is influenced
by the usefulness of respondents by 82.6%, satisfaction of respondents by 80.2%,
respondents' ease of use by 85.5%, and ease of learning by 88.8%. After knowing
the results of the observed score and the expected score, the measurement results
obtained are equal to 84.27%. If these results are related to the interpretation of the
scores in Fig. 3, the value of the feasibility percentage of 84.27% is at intervals of
81 to 100% which indicates that the results of usability measurement of Digital
Flipviewer Online Flipbooks have a value of "very suitable".

o DigitalElipyiewer(R) Online Flipbooks

85
o
3
@
i .
Usefulness Satisfaction Ease of Use Ease of
Learning
Usability 84.27 82.6 80.2 85.5

Fig. 3. Digital flipviewer online flipbooks measurement.
Usability is measured using various parameters and devices, such as the USE

Questionnaire. It consists of three main parameters: Usefulness, Satisfaction, and
Ease of Use, and four additional parameters: usefulness, satisfaction, ease of use,
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and ease of learning [28]. Usability measurements serve as a reference for
application development and provide objective data [29] Usability measurement
assesses an application's effectiveness, learning ability, retention, and attitude. It
involves evaluating the user's reaction to the interface or system [30]. Digital
Flipviewer Online Flipbooks is used for usability testing, evaluating its
effectiveness as a digital evaluation tool.

Digital flip viewer online flipbooks are effective tools for education, offering
interactive learning experiences and easy content updates [31]. They can be
accessed from various devices, allowing students to interact with content as if they
were flipping through a physical textbook [2]. Teachers can compile resources into
a single, easy-to-navigate flipbook, tailoring course materials to specific lessons or
student needs. Students can use flipbooks for project presentations, combining
elements to create a comprehensive final product. Flipbooks are a valuable tool for
students, educators, and schools, enabling quick searches for specific topics,
interactive quizzes, and digital library collections [32]. They are accessible from
any device with an internet connection, making them ideal for remote learning.
Teachers can create interactive assessments, track student interaction, and deliver
training materials to educators, creating a digital library of professional
development resources. This study adds new information, especially using app for
supporting the teaching and learning process, as reported elsewhere [33-37].
Finally, this study adds new information as reported elsewhere [38-40].

4.Conclusions

FlipViewer is a popular tool for creating digital flipbooks, offering seamless page
flipping and enhancing user experience. These interactive, visually appealing
mediums are valuable in fields like education and marketing. They offer an
immersive experience with multimedia elements, unlike traditional print materials.
As technology advances and content consumption preferences grow, FlipViewer®
and similar platforms will continue to innovate, rethinking traditional publishing
models and embracing digital interactivity.

References

1. Camilleri, M.A.; and Camilleri, A.C. (2017). Digital learning resources and
ubiquitous technologies in education. Technology, Knowledge and Learning,
22, 65-82.

2. Haleem, A.; Javaid, M.; Qadri, M.A.; and Suman, R. (2022). Understanding
the role of digital technologies in education: A review. Sustainable Operations
and Computers, 3, 275-285.

3. Nurlita, A.A. (2023). Development of digital-based interactive teaching
materials in draping courses. Indonesian Journal of Teaching in Science, 3(1),
97-104.

4. Nurani, A.S.; Mahmudatussa’adah, A.; Karpin, K.; Juwaedah, A.; Setiawati,
T.; and Muktiarni, M. (2024). Interactive multimedia design of motion
graphics using a project-based learning approach for vocational education
students: Experiments in cooking taliwang chicken. ASEAN Journal of Science
and Engineering Education, 4(2), 163-174.

Journal of Engineering Science and Technology Special Issue 1/2025



190 S. Subekti et al.

5. Ahillon, Jr.R.C.; and Aquino, P.M.M. (2023). An assessment strategy using
visual basic application in PowerPoint: A free interactive quiz application for
ICT class. Indonesian Journal of Teaching in Science, 3(2), 183-190.

6. Suryani, N.; and Ardianto, D.T. (2019). Digital flipbook empowerment as a
development means for history learning media. Jurnal Pendidikan Indonesia,
8(2), 266-275.

7. Oktarina, R.; Ambiyar, A.; Giatman, M.; Fadhilah, F.; Muskhir, M.; and
Effendi, H. (2021). The effect of the use of multimedia flip book with the
flipped classroom approach in vocational school. Journal of Education
Technology, 5(1), 159-166.

8. Dzaiy, A.H.S.; and Abdullah, S.A. (2024). The use of active learning strategies
to foster effective teaching in higher education institutions. Zanco Journal of
Human Sciences, 28(4), 328-351.

9. Tong, D.H.; Uyen, B.P.; and Ngan, L.K. (2022). The effectiveness of blended
learning on students' academic achievement, self-study skills and learning
attitudes: A quasi-experiment study in teaching the conventions for coordinates
in the plane. Heliyon, 8(12), e12657.

10. Rahmadani, E.; and Bungawati, B. (2023). Innovation of flipbook teaching
materials in supporting student learning independence. Mimbar Sekolah
Dasar, 11(1), 176-189.

11. Perdana, M.A.; Wibowo, D.E.; and Budiarto, M.K. (2021). Digitalization of
learning media through digital book development using the flipbook
application. Jurnal Pendidikan Dan Pengajaran, 54(2), 263.

12. Darmawan, |.; Heriyawati, D.F.; Mustofa, M.; and Romadhon, M.G.E. (2024).
Flipbook as a learning medium: A study on Indonesian ESP students. Voices
of English Language Education Society, 8(1), 197-205.

13. Keenan, H.L.; Duke, S.L.; Wharrad, H.J.; Doody, G.A.; and Patel, R.S. (2022).
Usability: An introduction to and literature review of usability testing for
educational resources in radiation oncology. Technical Innovations & Patient
Support in Radiation Oncology, 24, 67-72.

14. Lewis, J.R. (2014). Usability: Lessons learned and yet to be learned.
International Journal of Human-Computer Interaction, 30(9), 663-684.

15. Van Nuland, S.E.; Eagleson, R.; and Rogers, K.A. (2017). Educational
software usability: Artifact or design? Anatomical Sciences Education, 10(2),
190-199.

16. Chan, C.; Gu, J.; and Lei, C. (2019). Redesigning subject guides with usability
testing: A case study. Journal of Web Librarianship, 13(3), 260-279.

17. Borsci, S.; Federici, S.; Malizia, A.; and De Filippis, M.L. (2019). Shaking the
usability tree: Why usability is not a dead end, and a constructive way forward.
Behaviour & Information Technology, 38(5), 519-532.

18. Kalankesh, L.R.; Nasiry, Z.; Fein, R.A.; and Damanabi, S. (2020). Factors
influencing user satisfaction with information systems: A systematic review.
Galen Medical Journal, 9, e1686.

19. Widyanto, W.; and Ariyani, N. (2023). Technology acceptance model to
analyze satisfaction and loyalty of users of satuguru blockchain-based online
media platform. International Journal of Educational Research & Social
Sciences, 4(4), 683-696.

Journal of Engineering Science and Technology Special Issue 1/2025



20.

21.

22.

23.

24.

25.

26.

217.

28.

29.

30.

3L

32.

33.

Usability Testing of Digital Flip Viewer using Online Flipbooks . ... 191

Sripathi, V.; and Sandru, V. (2013). Effective usability testing—knowledge of
user centered design is a key requirement. International Journal of Emerging
Technology and Advanced Engineering, 3(1), 627-635.

Gupta, S. (2015). A comparative study of usability evaluation methods.
International Journal of Computer Trends and Technology, 22(3), 103-106.

Al Husaeni, D.F.; and Nandiyanto, A.B.D. (2022). Bibliometric using
vosviewer with publish or perish (using google scholar data): From step-by-
step processing for users to the practical examples in the analysis of digital
learning articles in pre and post covid-19 pandemic. ASEAN Journal of Science
and Engineering, 2(1), 19-46.

Rochman, S.; Rustaman, N.; Ramalis, T.R.; Amri, K.; Zukmadini, A.Y.;
Ismail, I.; and Putra, A.H. (2024). How bibliometric analysis using vosviewer
based on artificial intelligence data (using ResearchRabbit Data): Explore
research trends in hydrology content. ASEAN Journal of Science and
Engineering, 4(2), 251-294.

Al Husaeni, D.N.; and Al Husaeni, D.F. (2022). How to calculate bibliometric
using vosviewer with publish or perish (using scopus data): Science education
keywords. Indonesian Journal of Educational Research and Technology, 2(3),
247-274.

Azizah, N.N.; Maryanti, R.; and Nandiyanto, A.B.D. (2021). How to search
and manage references with a specific referencing style using google scholar:
From step-by-step processing for users to the practical examples in the
referencing education. Indonesian Journal of Multidiciplinary Research, 1(2),
267-294.

Assila, A.; and Ezzedine, H. (2016). Standardized usability questionnaires:
Features and quality focus. Electronic Journal of Computer Science and
Information Technology, 6(1), 15-31.

Parmar, S.S.; and Kumbar, R. (2021). Rubric techniques for analyzing
usefulness of open educational resources. Journal of Advanced Research in
Library and Information Science, 8(1), 31-35.

Kilis, B.M.; Mamonto, J.; Legesan, H.; and Sagai, Z. (2022). Usability
evaluation of the android operating system using use questionnaire.
International Journal of Information Technology and Education, 1(2), 16-23.

Weichbroth, P. (2024). Usability testing of mobile applications: A
methodological framework. Applied Sciences, 14(5), 1792.

Magbool, B.; and Herold, S. (2023). Potential effectiveness and efficiency
issues in usability evaluation within digital health: A systematic literature
review. Journal of Systems and Software, 2023, 111881.

Mahendri, R.P.; Amanda, M.; Latifah, U.; and Rawas, S. (2023). Development
of interactive flipbook-based e-module for teaching algorithms and basic
programming in higher education. Journal of Hypermedia & Technology-
Enhanced Learning, 1(1), 1-15.

Sriyanti, |.; Almafie, M.R.; Marlina, L.; and Jauhari, J. (2020). The effect of
using flipbook-based e-modules on student learning outcomes. Kasuari:
Physics Education Journal, 3(2), 69-75.

Ammatulloh, M.1.; Permana, N.; Firmansyah, R.; Sa’adah, L.N.; Izzatunnisa,
Z.1.; and Muthagin, D.1. (2022). Strengthening character education of students

Journal of Engineering Science and Technology Special Issue 1/2025



192

34.

35.

36.

37.

38.

39.

40.

S. Subekti et al.

through civics caring apps based on m-learning during the covid-19 pandemic.
Indonesian Journal of Educational Research and Technology, 2(2), 87-96.

Jadhav, S.D.; and Pawa, N.B. (2022). A study of customer awareness of
payment apps in rural areas with special reference Satara district. ASEAN
Journal of Community Service and Education, 1(2), 121-126.

Hendrayanto, A.R.; Muktiarni, M.; and Mupita, J. (2022). Perception of junior
high school students in using ipusnas app as medium for increase literacy
social studies subject. Indonesian Journal of Educational Research and
Technology, 2(3), 149-154.

Abulude, F.O.; Oluwafemi, M.O.; Arifalo, K.M.; Elisha, J.J.; and Yusuf, A.
(2022). Real-time air quality index app: The use of e-weather HDF app for
education in monitoring of pollutants and meteorological parameters in Nigeria.
ASEAN Journal of Science and Engineering Education, 2(2), 157-162.

Haristiani, N.; and Rifai, M.M. (2021). Chatbot-based application
development and implementation as an autonomous language learning
medium. Indonesian Journal of Science and Technology, 6(3), 561-576.

Susilawati, A.; Kustiawan, |.; Rochintaniawati, D.; Hasanah, L.; and Lim, Y.
(2024). Light intensity distribution in the room using light dependent resistor:
Through the engineering design process. Indonesian Journal of Science and
Technology, 9(3), 679-708.

Susilawati, A.; Al-Obaidi, A.S.M.; Abduh, A.; Irwansyah, F.S.; and
Nandiyanto, A.B.D. (2025). How to do research methodology: From literature
review, bibliometric, step-by-step research stages, to practical examples in
science and engineering education. Indonesian Journal of Science and
Technology, 10(1), 1.

Hastuti, I.F.; Nurani, A.S.; Muktiarni, M.; and Karpin, K. (2024). Flipbook
table setup as teaching media in the food and beverage service course.
Indonesian Journal of Multidiciplinary Research, 4(1), 251-258.

Journal of Engineering Science and Technology Special Issue 1/2025



