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Abstract - There is a rapid increase in the adoption of technology for teaching and learning a language. Mobile and Web-

based Assisted Language Learning provides easy access for any student without any restrictions on both location and time. 

In Virtual Learning, devices such as smartphones, iPods, tablets, laptops, iPads are used for scalp language learning. 

Many apps are made and used for those learning English as a second language. This paper focuses on “Fluento” a 

multiplatform language learning application which closes down the gap of language learning in traditional media by the 

use of analysis, testing and creating a social platform which leads to a better and efficient language learning experience. 

The project is designed to develop learners' language skills, greater emphasis is placed on acquiring language skills such 

as listening, speaking, reading and writing through mobile and web-based technology. So, the survey shows us that 

learning a new language through audio-visuals is more efficient than learning with traditional media. The proposed 

application will eliminate the difficulties of attending language learning courses. 

Keywords - multiplatform language learning, traditional media, social platform, audio-visuals, assisted language learning 

1. Introduction 
The growth of portable technologies, such as smart 

phones, laptops and tablets, has had an impact on how 

people learn and learn a second language. In many cases, 

technology expands classroom learning, and students are 

able to make independent decisions about where, when, 

and how to learn a second language. Indeed, the 

popularity of online language learning programs 

confirms the current interest in the use of independent 

language learning technologies. Therefore, it is 

important to evaluate the effectiveness of such 

technology in second language learning. As Heift and 

Chapelle (2012) state, “There is a need to better 

understand the new context for second language 

acquisition (SLA) that brings real language-related skills 

that most learners acquire on a daily basis”. Recently, 

Plonsky and Zeigler (2016) argued that research should 

be concerned “and how technological power can be used 

to give students the right opportunities to learn a 

language”. 

2. Literature Survey 

This section includes the survey of three papers which 

helped us in to create our multiplatform application: 

A. Mobile-assisted language learning: A Duolingo 

case study: 

This study provides one of the few systematic 

investigations into the effectiveness of a widely used 

commercial language learning app Duolingo. This 

research investigated the effectiveness of mobile assisted 

language learning. The participants showed significant 

improvement while learning language at the end of the 

study, and results indicate a positive, moderate 

correlation between study and time spent on Duolingo 

B. Computer assisted language instruction 

consortium: 

In a modern environment focused on communication 

language teaching methods, Duolingo may be more 

effective as an additional language learning tool instead 

of being the primary source or the only source for 
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students who want to use the target language in real-

world situations  

 

C. Learn a new language while translating a 

webpage: 

In this study a webpage is translated into another 

language by using Google Translate to learn a new 

language. The translated webpage is then checked for 

errors and accuracy. Duolingo is then used to translate to 

see its effectiveness compared to google translate for 

learning a new language. The research concludes that 

learning a language from Duolingo is way more efficient 

than google translate by translating lines. 

 

3. Gap Analysis 

A. Social Platform- 

We have created social platform which connects 

people by adding friends. You can compare the 

scores, See your and your friend’s rank on leader 

boards. Creating a competitive and a motivating 

environment. 

 

B. Seamless Multiplatform-  

Our app provides real-time cross platform support as 

the web and the mobile app are built with the help of 

flutter and firebase. Therefore, any updates done on 

mobile app are reflected on Web immediately. 

 

4. Proposed System 
 

A. System Architecture Diagram: 

 

 
Fig. 1 System Architecture 

 

 

B. UML Diagram: 

 

  

Fig. 2 UML Diagram 

 

 

5. Working Functions 
 

A. System analysis: 

 

I. Software Requirement: 

 

1. The multiplatform application is developed in Flutter. 

Flutter is an open-source UI software development kit 

created by Google. It is used to develop cross platform 

applications for Android, iOS, Linux, macOS, Windows.  

2. The backend for the application is Firebase. The 

Firebase works as a database and helps connect the 

backend to the frontend.  

3. The application has a user login system with password 

encryption which allows only authorized users to access 

the application. 

4. Library: pub.dev. It facilitates the sharing via 

publication of Dart packages. It is central to this service 

that consumers of packages can trust that their 

dependencies do not suddenly disappear. 

 

II. Hardware Requirements: 

 

1. Android phone with minimum android version 4.2 

Jellybean to run the app. 

2. Laptop or Computer with minimum Microsoft® 

Windows® 7/8/10 (64-bit). 

 

B. The Functions: 

 

1. Sign-up/ Log-in: 
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It enables users and organizations to independently 

register and gain access to your system securely. 

 

2. Home Page: 

 

It consists of navigation to the pages available in the 

platform. Users can here select languages to learn 

and see their progress. 

 

3. Leader boards and friends: 

 

It shows the ranking of your language learning 

progress compared to others. 

Adding friends and comparing your language 

learning progress with them also helps in the 

language learning process. 

 

6. Results 

 

A. Mobile-based Output: 

Fig 3. Mobile Outputs 

 

B. Web-based Output: 

 
Fig 4. Web Outputs 

 

7. Future Aspects 

A. Word of the day – Every day a word would pop up 

to increase interactivity and motivation to learn. 

B. In-app official language exams with certification. 

C. Multiple themes - Include the variance of Formal 
and Informal Language to improve the 

understanding of language even better. 

D. Learning streak. 

E. Points Rewarding System. 

F. Live lectures from the language country origin 

people themselves. 

 

8. Conclusion 

 
Learning a language from Online learning 

multiplatform demonstrates substantial 

achievements in proficiency. With little or even 

having no prior knowledge of the language, the 

platform’s easy and interactive way helps its users 

to learning language in a fast and efficient way. The 

quizzes included in the platform helps the users’ 

asses their progress and revise the learned material. 

The lessons are broken down into short and 

engaging sections which you can complete without 

giving up a lot of time. This paper concludes that 

learning a language from “Fluento” is efficient, fast 

and less time consuming compared to traditional 

media, the social platform makes it more engaging 

and motivating to continue learning language. 

“Fluento” being multiplatform also helps in learning 

language wherever the user is or whichever device 

they carry.  
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