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Abstract - This study describes the design and evaluation process
of the online idiom learning platform UTOPIDIOM, employing an
explanatory sequential mixed-methods approach. The research
combined quantitative survey data from 100 users and semi-
structured interviews with 10 third-year students. The analysis
results reveal that, learners reported a positive and relatively
consistent experience regarding the platform's usability, particularly
in terms of its visual interface and navigational structure.
Furthermore, pedagogical factors grounded in illustrations and
interactive activities were acknowledged for their supportive role in
the process of comprehending and retaining idioms. Overall, these
findings affirm that UTOPIDIOM serves as an online idiom learning
environment featuring a tight integration of interface design and
pedagogical orientation, thereby contributing to the enhancement of
both learner experience and learning efficiency.

Key words - Educational website design; English idioms; visual
representation; multimodal learning.

1. Introduction

Idioms are a fixed component of language and are
recognized as an indispensable element for achieving high-
level communicative competence and natural, native-like
use of English, especially for learners of English as a
Foreign Language (EFL). However, learners often
encounter difficulties in acquiring idioms due to their non-
compositional nature and semantic ambiguity, which leads
them to translate word by word and easily causes
misunderstanding in communication [1], [2]. In addition,
the lack of cultural context, limited exposure opportunities,
and constraints in teaching methods also reduce learning
effectiveness and learners’ confidence. This indicates an
urgent need for new learning approaches and more
effective digital platforms to support idiom learning,
particularly through visual representation.

This study aims to: (1) design and develop the online
idiom learning platform UTOPIDIOM; and (2) evaluate
the usability and pedagogical potential of this platform.
The expected findings are intended to contribute a practical
model to the field of foreign language teaching.

To achieve these objectives, the study focuses on
addressing the following two questions:

1) How do learners evaluate the usability of an online
idiom learning platform that applies the visual
representation method?

Tém tit - Nghién ctru ndy mo ta qua trinh thiét ké va danh gia
nén tang hoc thanh ngit tryc tuyén UTOPIDIOM bang phuong
phap nghién ctru hdn hop tudn tu giai thich, két hop dir liéu khao
sat dinh lwong v6i 100 ngudi ding va phong van ban ciu triic voi
10 sinh vién ndm ba. Két qua phan tich cho théy, nguoi hoc co
trai nghiém tich cuc va tuong d6i nhét quan vé tinh kha dung cua
nén tang, ddc biét lién quan dén _giao dién tryc quan va cau triic
diéu hudng. Bén canh d6, cac yéu t§ su pham duya trén hinh anh
minh hoa va hoat déng twong tac dugc ghi nhan 1a ¢6 vai tro hd
trg trong qua trinh hiéu va ghi nhé thanh ngir. Nhin chung, nhiing
két qua nay khing dinh UTOPIDIOM la mét méi truong hoc
thanh ngit tryc tuyén c6 su két hop chit ché giita thiét ké giao
dién va dinh hudng su pham, gép phin nang cao trai nghiém va
hi€u qua hoc tap cua nguodi hoc.

Tir khoa - Thiét ké website gido duc; thanh ngit tiéng Anh; biéu
tugng hoa hinh anh; hoc tap da phuong thic.

2) What is the potential of applying the visual
representation method on this online platform in
supporting learners in decoding and retaining English
idioms?

2. Literature review
2.1. The basis for using images in language acquisition

Many studies on second language vocabulary
acquisition have confirmed the important role of images
in supporting the learning of vocabulary and abstract
linguistic units such as idioms. Based on Dual Coding
Theory, the combination of linguistic and visual
information helps learners process knowledge through
two parallel cognitive channels and creates more durable
memory traces [3]. Empirical studies have shown that
pictorial annotation functions as an effective retrieval cue,
helping increase accuracy, maintain retention in delayed
tests, and strengthen the link between word form and
meaning [4]. In online learning contexts, the combination
of text and images also promotes incidental vocabulary
acquisition, reduces incorrect inference from context, and
optimizes working memory [5]. At the same time,
multisensory learning environments have been proven
effective for both immediate acquisition and long-term
retention, especially for abstract linguistic units, due to
their ability to clarify meaning, reduce cognitive load, and
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increase attention as well as information

processing [6].

2.2. Educational websites and the trend of digital
transformation in teaching

deeper

Educational websites are online learning environments
designed to provide knowledge and support pedagogical
activities. They are not only channels for delivering
information but also enable learners to actively access
knowledge anytime and anywhere [7]. Empirical evidence
from a survey conducted at The University of Danang -
University of Foreign Language Studies (UD-UFLS)
shows that 61.67% of students consider “anytime,
anywhere learning” to be the most significant advantage of
online environments [8]. In addition, modern educational
websites integrate diverse formats and personalized
learning pathways, further reinforcing their crucial role in
the context of digital transformation in education, which is
widely regarded as an inevitable trend. At UD-UFLS, more
than 89% of students evaluated the necessity of e-learning,
while 50.37% reported that the integration of multimedia
elements such as images, audio, and video is a key
advantage that enhances knowledge acquisition [8]. This
development is fully aligned with the strategic direction of
the education sector. According to Vice Minister of
Education and Training Nguyen Van Phuc, digital
transformation is no longer an optional or superficial
choice but has become a mandatory requirement and an
inevitable trend to ensure national competitiveness and
sustainable development [9]. This highlights that online
educational websites are not merely supportive teaching
tools but also key drivers of educational innovation,
helping meet the demands of modern society.

2.3. Design criteria

Many studies on educational web design have shown
that the quality of the user interface has a significant
influence on user experience and acceptance. Three core
criteria frequently mentioned are usability, accessibility,
and flexibility, which are regarded as foundational in the
design of educational websites. Among these, usability
plays a central role. According to Nielsen [10], a highly
usable system should adhere to user-centered design
principles in order to improve interaction efficiency and
reduce cognitive load. This view is reinforced by the
evaluations of Alqurni [11], which affirm that interface
optimization helps learners focus on knowledge
acquisition rather than dealing with technical barriers.
Similarly, Vlasenko et al. [12] emphasize that the
comprehensive application of usability criteria is key to
designing effective online learning environments. In
addition, according to the World Wide Web Consortium
(W3C) - the main international standards organization for
the World Wide Web [13] - the Web Content Accessibility
Guidelines (WCAG) have been established, requiring
website content to be designed so that all groups of learners
can access and interact with it easily. The study by
Campoverde-Molina et al. [14] also demonstrates that
compliance with W3C standards is a prerequisite for
building equitable learning environments. At the same time,
the system needs to allow learners to control their learning

progress; this not only aligns with Nielsen’s principle [10]
but is also identified by Alqgahtani and Rajkhan [15] as a
key factor in maintaining engagement in e-learning
systems.

In summary, previous studies indicate that the use of
pictorial annotation and multimodal learning has been
proven clearly effective in supporting vocabulary
acquisition, especially in enhancing retention. At the same
time, the development of educational websites in the
context of digital transformation has created flexible
learning environments in which criteria such as usability,
accessibility, and flexibility are considered core factors in
the design of effective online learning systems. However,
there remains a research gap in applying these theories to a
specialized digital platform for learning English idioms in
Vietnam. In particular, in Vietnam, there have been few in-
depth studies on learning idioms through images as well as
on developing a flexible platform for learners to access
proactively. Existing content on social media mainly uses
images for entertainment or promotional purposes rather
than being seriously developed from a pedagogical
perspective. At the same time, the challenge of
representing idioms in a way that balances literal and
figurative meaning without causing cognitive overload has
not yet been addressed. To fill these gaps, the present study
aims to develop and evaluate the UTOPIDIOM website -
an online learning platform that supports Vietnamese
learners in acquiring English idioms.

3. Methodology
3.1. Research design

The study employed an explanatory sequential mixed-
methods design to evaluate the online idiom learning
platform UTOPIDIOM. First, quantitative data were
collected through a survey to measure learners’ perceptions
of the system’s usability and the platform’s pedagogical
effectiveness, while the reliability of the scales was tested
using Cronbach’s Alpha coefficient. Subsequently, semi-
structured interviews were conducted with several students
who had experienced the platform in order to clarify and
provide deeper interpretation of the quantitative results.
This approach allows for the combination of statistical
evidence with learners’ actual experiences in evaluating
the effectiveness of UTOPIDIOM.

3.2. Participants

The study collected quantitative data through a survey
with 100 participants of diverse ages, ranging from 15 to
over 30 years old, in order to reflect learners’ general
perceptions of the experience of using the platform. From
the group of participants who had completed this
questionnaire, 10 third-year students were selected through
purposive sampling to participate in semi-structured
interviews in the qualitative phase to further clarify the
quantitative results, as they were considered to possess
sufficient knowledge and learning experience to provide
in-depth evaluations. This interview sample size was
selected based on the model of Nielsen and Landauer [16],
which states that a small group of target users can identify
the majority of a system’s usability problems. Therefore,
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10 participants were considered appropriate for effectively
eliciting qualitative data while still ensuring the feasibility
of the study.

3.3. Research instruments

The study used two main instruments: a quantitative
questionnaire and semi-structured interviews. The survey
questionnaire was designed on the Google Forms platform
using a 5-point Likert scale (from 1 — Strongly disagree to
5 — Strongly agree). The questionnaire consisted of 35
items, divided into two groups: system usability evaluation
(21 items) and pedagogical effectiveness (14 items). The
research questionnaire was adapted and modified based on
the TUXEL framework [17] for usability assessment and
pedagogical items proposed by Nicholas in [18] to
investigate the correlation between visual illustrations and
literacy skills. The survey criteria were refined to ensure
compatibility with the platform’s functions, focusing on
measuring learners’ perceptions and the interaction
effectiveness of the online environment. In addition, semi-
structured interviews were conducted with open-ended
questions to explore more deeply learners’ personal
experiences when using the platform, as well as their
detailed comments on the applicability of English idioms
in the learning process. These qualitative data helped
supplement and clarify the results obtained from the
quantitative survey.

3.4. Data collection methods

The data collection process was conducted online
following the sequential mixed-methods design. In the
quantitative phase, the questionnaire was distributed to
learners through Google Forms. Based on the preliminary
responses, the qualitative phase was then conducted
through in-depth interviews on Google Meet. Each
interview lasted from 15 to 20 minutes, and the entire
content of the discussions was audio-recorded, enabling the
research team to interact directly and closely capture
feedback on students’ learning experiences.

3.5. Data analysis methods

The data analysis procedure was carried out through
two closely coordinated phases, ensuring the
multidimensionality and reliability of the research results.
First, for the quantitative data collected from Google
Forms, the process began with data cleaning and the
filtering of invalid responses, after which the data were
entered and analyzed using SPSS to identify general
evaluation trends through descriptive statistics. At the
same time, the qualitative data from the interviews were
transcribed into text for in-depth processing using
thematic analysis. At this stage, the data were segmented
and systematically coded in order to analyze the core
units of meaning. The qualitative findings focused on
highlighting two main thematic strands: interface
usability and pedagogical effectiveness (including the
role of illustrations and the added values in the learning
experience). These qualitative findings played a key role
in comparing, supplementing, and clarifying the
quantitative variables, helping the research results
achieve greater depth and persuasiveness.

4. Findings
4.1. Product description

UTOPIDIOM (https://sites.google.com/view/utopidiom)
is a specialized educational technology platform designed
to optimize the learning of English idioms through visual
illustrations and a scientifically organized knowledge
system. The website content is logically categorized
according to familiar themes (Animals, Body Parts,
Colors, etc.) based on the Segmentation Principle [19],
helping reduce cognitive load and create a gradual
learning pathway for users. Each idiom is presented
through a dual-coding mechanism with a parallel layout:
the illustration on the left serves as a visual “hook,”
combined with explanations and contextual examples on
the right to increase the depth of information processing.
To transform knowledge into long-term memory, the
system integrates a review pathway from recognition
level (Flashcards) to higher-level contextual application
(Complete the Sentence, Gameshow Quiz). The entire
interface is designed with a hierarchical navigation
structure and ensures strict consistency according to
Nielsen’s principles, enabling users to focus maximally
on memorization without being distracted by technical
factors, thereby enhancing learning effectiveness and
maintaining sustained review motivation.

Compared with many current idiom-learning websites
that mainly provide definitions and usage examples, the
UTOPIDIOM platform is designed in a visual and
interactive manner to help learners retain idioms more
effectively. Specifically, each idiom on the platform is
not only explained in terms of meaning but is also
accompanied by an illustration depicting both its literal
and figurative meanings, helping learners easily form
associations and better understand the symbolic nature of
the idiom. In addition, UTOPIDIOM also provides
information about the origin or formation story of each
idiom, thereby helping learners gain further
understanding of the cultural and historical background
of the expression. Besides the learning content, the
platform also integrates review games and interactive
activities, contributing to knowledge reinforcement and
creating interest during the learning process. Thanks to
the combination of symbolic images, background
information, and lively practice activities, UTOPIDIOM
offers a fresher and more effective approach than many
traditional idiom-learning websites.
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4.2. Quantitative findings
4.2.1. Cronbach’s Alpha reliability assessment

This study developed and tested measurement scales to
evaluate the online idiom learning platform UTOPIDIOM
based on two main aspects: (i) system usability, including
the components of navigation, ease of use, and visual
design; and (ii) pedagogical effectiveness, including the
components of the effectiveness of illustrations and
learning motivation.

First, for the usability scale group consisting of 21
observed variables, which reflect users’ experiences
regarding the clarity of the navigation structure, the
controllability of operations, and the attractiveness of the
visual interface, the test results showed that the reliability
of the scales was very high, with Cronbach’s Alpha
coefficients as follows: navigation = 0.708, visual design =
0.732, and ease of use = 0.831. At the same time, most
observed variables had item-total correlation coefficients
greater than 0.4, indicating a strong relationship between
the variables and the overall scale.

Second, for the pedagogical effectiveness scale group
consisting of 14 observed variables, which reflect the
actual impact of the learning website on users and are
evaluated comprehensively through its ability to support
knowledge acquisition and retention through illustrations,
together with the level of interest and effort stimulated by
interactive activities, the Cronbach’s Alpha coefficients
were as follows: pedagogical effectiveness of illustrations
= 0.814 and learning motivation = 0.603, indicating high
reliability. All observed variables contributed positively to
the overall scale, with item-total correlation coefficients
ranging from 0.358 to 0.563, ensuring the internal
consistency of the data.

4.2.2. Descriptive statistics

The data indicate consistent user satisfaction with the
platform’s usability, with high mean scores ranging from
4.38 to 4.49. The most prominent groups were “Visual
design” and “Navigation,” reflecting strengths in the
appealing aesthetic interface and the logical, accessible
website structure. Although the “Ease of use” group had a
slightly lower score, the small standard deviation confirms
a high level of agreement in the participants’ positive
evaluations.

Table 1. Descriptive statistics results (N = 100)

| » | s
Usability
Navigation 4.42 0.424
Visual Design 4.49 0.398
Ease of Use 4.38 0.414
Pedagogical Effectiveness

Effectiveness of Illustrations 4.42 0.344
Learning Motivation 4.36 0.502

The data confirm the platform’s strong pedagogical
effectiveness, with mean scores at very high levels,
specifically 4.36 and 4.42. The small standard deviations
demonstrate users’ high agreement regarding the
superiority of the idiom-learning method through images
compared with traditional methods. Overall, the
combination of illustrations and motivating interactive
games provided a positive learning experience and
received consistent evaluations from learners.

4.3. Qualitative findings

The qualitative data collected from semi-structured
interviews with 10 participants were analyzed using
thematic analysis. The results showed that the participants’
opinions centered on the website interface, the role of
visual illustrations in idiom learning, and the features
considered useful on the UTOPIDIOM platform.

Regarding the website interface, most participants
stated that UTOPIDIOM has an intuitive interface, is easy
to use, and is easy to navigate. The content sections are
clearly and logically organized by theme, helping learners
search and operate easily. No participant reported
experiencing any significant difficulty in using the
platform. One participant commented: “The website
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interface is quite intuitive, with a clear layout and easy
operation” (SV1).

With regard to visual illustrations, all participants
stated that learning idioms with illustrations helped them
understand and remember idiom meanings more
effectively than learning through text alone. The images
were described as intuitive, vivid, and easy to associate
with, helping learners quickly visualize the meaning as
well as the situation the idiom intends to convey. One
participant shared: “Just by looking at the picture, I
understand it immediately and remember it longer” (SV5).
Similarly, another participant stated: “Images help me
associate and remember idioms more easily than just
reading words” (SV7). In addition, some participants
emphasized that the illustrations also helped them connect
the literal and figurative meanings of idioms, especially for
abstract idioms, as reflected in the comment: “Looking at
the image helps me connect the literal and figurative
meanings of the idiom” (SV3).

Regarding the learning features, participants highly
appreciated the review games, illustrated flashcards, and
the images or stories accompanying each idiom. These
features were believed to make learning more interesting
and support effective retention. One participant stated:
“The games help me review idioms in a more fun way, so
I don’t get bored” (SV4), while another also commented:
“Learning idioms while also knowing more about their
origins is very interesting” (SV10).

5. Discussion

The findings indicate that the UTOPIDIOM platform
generally performs well in terms of both usability and
learning effectiveness. All scales achieved high reliability,
showing that learners had fairly consistent evaluations of
their experience using the platform. The convergence
between the quantitative results and the qualitative feedback
suggests that these evaluations were grounded in actual user
experience rather than merely momentary impressions.

In terms of wusability, the results show that
UTOPIDIOM possesses an intuitive design and a clear
navigation structure, through which learners can quickly
gain mastery of the platform. This reinforces Ally’s [7]
view of educational websites as online learning channels
that allow learners to access knowledge proactively
anytime and anywhere. It also indicates that the website has
met user-centered design principles well, in which the
interface not only supports operation but also contributes
to reducing cognitive load when approaching new content.
The organization of content by themes and its consistent
presentation help learners focus on learning tasks rather
than diverting attention to searching or handling operations,
thereby enhancing acquisition effectiveness. Although
ease of use was not the most prominent component in
relative terms, the overall results show that this factor was
ensured by UTOPIDIOM at a stable level and was widely
accepted by learners. This suggests that the platform has
reached a threshold of being “easy enough to use” so as not
to become a barrier in the learning experience. Particularly

in the context of digital transformation, ease of use
functions as a foundational condition that allows
UTOPIDIOM’s other pedagogical factors to be effective
without being hindered by technical or operational
difficulties.

A closer look at the effectiveness of the visual
representation method reveals a clear correspondence
between Dual Coding Theory [3] and the empirical results
obtained from UTOPIDIOM. From the high level of
agreement in evaluating the effectiveness of illustrations
(with a mean score of 4.42), combined with learners’
qualitative feedback, UTOPIDIOM clearly demonstrates
its role in helping learners understand and remember
idioms through a system of visual illustrations. The
combination of images with linguistic content helps
learners visualize idiom meanings more intuitively,
especially for idioms with abstract meanings or those that
are difficult to infer from their literal meaning. As a result,
learners not only memorize meanings but also understand
how idioms are used in context. In addition, the
effectiveness of this method is further strengthened by the
multisensory learning environment provided by the
website. The integration of activities such as flashcards and
interactive games not only stimulates interest but also
creates opportunities for repeated exposure to idioms in
different forms. This is fully consistent with previous
studies showing that images help reduce incorrect
contextual inference and support long-term retention. It is
precisely the process of actively decoding visual symbols
combined with interactive review that promotes deep
information processing, helping learners not only retain
knowledge temporarily but also understand how to apply
idioms in real contexts.

Overall, the research findings confirm that
UTOPIDIOM is an idiom learning platform with a user-
friendly design and a clear pedagogical orientation. The
combination of an easy-to-use interface, appropriate
illustrations, and interactive learning activities shows that
this platform is capable of effectively supporting learners
in accessing and retaining English idioms. Accordingly,
the study shows that UTOPIDIOM meets the basic criteria
of an online language learning platform and has the
potential for broader application in the teaching and
learning of English idioms.

6. Conclusion

The study successfully developed the UTOPIDIOM
platform and confirmed the positive role of the visual
representation method in supporting the learning of
English idioms. The survey results show that the platform
meets usability criteria well with a user-friendly and easy-
to-navigate interface, while also achieving high
pedagogical effectiveness by helping learners retain
knowledge deeply and maintain learning interest. In
particular, the combination of intuitive illustrations and
an interactive game system has been proven to be an
effective solution for addressing the abstract nature of
idioms - a major challenge for EFL learners.
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Although the study achieved positive initial results, it
still has several limitations, such as the modest survey
sample size and the fact that the range of idiom topics has
not yet been comprehensively covered. In addition, the
use of the Google Sites platform, although simple,
remains limited in terms of advanced customization and
personalized data management. In the future, the
UTOPIDIOM platform can be further improved by
expanding the idiom system, diversifying interactive
activities, and integrating learning progress tracking
features to support learners in personalizing their
experience. At the same time, future development may
move toward a mobile application in order to increase
flexibility and learner autonomy, thereby overcoming the
limitations of the current website platform. In the context
of Vietnamese higher education, which is promoting
digital transformation and increasing the application of
technology in foreign language teaching and learning,
UTOPIDIOM demonstrates potential as an online
learning support tool, contributing useful digital learning
resources for teachers to innovate teaching methods and
encourage students’ autonomous learning.
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APPENDIX: SURVEY

SURVEY FOR RESEARCH PROJECT: "DESIGNING AN

ONLINE IDIOM LEARNING PLATFORM TO ENHANCE

ACQUISITION THROUGH VISUAL REPRESENTATION
METHODS"

I. General information:
1. Your current English proficiency level:
e Beginner (A1, A2)
e Intermediate (B1, B2)
e Advanced (Cl1, C2)
2. Your age group:
e Under 15 years old
® 15-18 years old
® 19-22 years old
® 23-30 years old
e Over 30 years old
3. Frequency of access to the UTOPIDIOM website:
o First time
o A few times
e Frequently
I1. Survey content:
Please rate your level of agreement on a scale of 1 to 5:

(1 - Strongly Disagree, 2 - Disagree, 3 - Neutral, 4 - Agree,
5 - Strongly Agree)
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A. USABILITY

The options in UTOPIDIOM's navigation
menus are visible and easy to remember.

Thanks to the clear layout, I do not have to
put in much mental effort to use the site.

I can easily identify my current location and
know where I can go on the site.

The icons and symbols used on the website
are clear and intuitive.

B. PEDAGOGICAL EFFECTIVENESS

I can easily navigate to any section on
UTOPIDIOM.

The information on the website is organized
hierarchically to facilitate navigation.

I find learning idioms through images more
useful than traditional methods (e.g.,
textbooks).

UTOPIDIOM provides a search tool to help
me find the desired content.

The images help me acquire and memorize
English idioms more quickly.

I can perform activities on UTOPIDIOM
without difficulties.

The illustrations clearly represent the
meaning and context of the idioms.

I can complete tasks without needing help
from others.

The illustration style matches the idiom
content and sparks my imagination for its
usage.

I can easily identify the functionality of each
icon, button, or link.

I can learn new content faster or recapitulate
previous knowledge more easily.

I can still use the platform even after a long
time without accessing it.

Illustrations help me retain idioms longer
compared to text-only learning.

I can undo or redo an action with ease.

I can exit an activity or the platform at any time.

When seeing the image again, I can recall
the idiom without looking at the vocabulary.

I have the autonomy to choose which idioms
to learn, as well as the order and pace.

I can easily review previously learned
idioms to reinforce my knowledge.

Having illustrations reduces the need for
constant  repetition  while  ensuring
memorization.

UTOPIDIOM allows me to track my
progress and lesson completion.

The details in the images help me guess the
meaning before reading the explanation.

Overall, I find UTOPIDIOM easy to learn
and get used to.

I tend to choose idioms to learn that have
unique or impressive illustrations.

The interface of UTOPIDIOM is
aesthetically appealing.

Overall, T find UTOPIDIOM useful for
learning idioms.

Important information is placed in visible
positions that catch my eye.

I try to reach the highest possible score when
playing the revision games.

Related items are logically grouped together.

The games and interactive activities on
UTOPIDIOM are interesting and engaging.

The colors used provide high contrast,
making the text easy to read.

Overall, the interactive activities on
UTOPIDIOM motivate me to learn.




