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A. Introduction 

Educational technology has changed the way we learn, teach, and collaborate. Here are some of the major 

trends in educational technology advancements: 1) Online learning and e-learning, which are online 

platforms and courses, have become increasingly popular. Through online platforms of teaching materials 

that can be accessed anytime and anywhere, students can learn at their own pace, both for regular people 

and those with special needs. 2) Adaptive Learning: This technology uses data and analytics to adapt 

learning materials to the individual needs and abilities of students. This allows for a personalized learning 

experience and increases the effectiveness of learning. 3) Use of AI in Education: Artificial intelligence can 

help various aspects of education, such as automated assessment, personalization of learning, information 

retrieval, and curriculum development (Gocen & Aydemir, 2020; Zhai et al., 2021). 4) Technologies such 

as Virtual Reality (VR) and Augmented Reality (AR) are used to create immersive and interactive learning 

experiences. They enable students to learn complex concepts in a safe and realistic virtual environment (Al-

Ansi et al., 2023; Fitria, 2023). Game-based learning, also known as game-based learning, 5) Games can 

be used as a learning tool to encourage students to learn, increase their engagement, and teach specific skills 

in a fun and challenging way. 6) Cloud-based Learning: Cloud services are used to store and share learning 
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materials, allowing students and teachers from different locations to work together (Al-Samarraie & Saeed, 

2018; Kovalevskaia et al., 2021). 7) Mobile learning, or M-Learning, is when mobile devices such as 

smartphones and tablets allow easy access to learning materials anytime and anywhere. 8) Project-Based 

Learning is a type of learning where students can participate in real-life projects that are relevant to their 

subject matter. This learning enhances students' creativity, critical thinking, and collaboration (Hanif et al., 

2019; Shin, 2018). 

Every citizen has the right to education, and the state is responsible for providing education to all citizens, 

including citizens with disabilities. The term "disabled" includes conditions such as blindness, deafness, 

mobility limitations, autism, developmental disorders, and others (Cieza et al., 2018; Dunn et al., 2020; 

Kiani et al., 2019). As part of society, people with disabilities have the same rights as others to live 

independently, get an education, work, and participate in social and cultural life. This is expected to reduce 

the stigma and discrimination often faced by people with disabilities and create an inclusive and supportive 

environment for them. 

Educational technology has opened up new opportunities to improve the quality, access and relevance of 

education worldwide (Demmanggasa et al., 2023). Technology continues to be a powerful force in 

transforming education, although issues remain to be addressed, such as the digital divide and accessibility. 

In education, the lack of educational resources and media for people with disabilities is a significant issue 

(Febriana & Indriasari, 2024). Some of the major issues faced in this regard are as follows: 1) Accessibility: 

Instructional materials and media must be designed to be accessible to all, including those with various 

types of disabilities. 2) Availability: Some media and instructional materials are currently not available in 

formats that are accessible to people with disabilities. This may be a problem especially when specialized 

or rare instructional materials are needed. 3) Technological Limitations: Although people with disabilities 

often do not have access to accessible education and media, technological limitations can still be a barrier. 

4) Human Resources: In addition to students, teachers and lecturers must be trained in creating, using, and 

adapting instructional materials and media to meet the needs of different students, including those with 

disabilities. It is important for various parties to raise awareness of accessibility to overcome these 

limitations. 

The government has issued regulations to help Indonesians with physical disabilities learn. This is in 

accordance with the National Education System Law Number 20 of 2003, which mandates that everyone 

with physical, emotional, mental, intellectual, and/or social disabilities has the right to education (Ferizaldi 

& Fazlina, 2020). In addition, Law Number 8 of 2016 concerning Persons with Disabilities, which is 

strengthened by Law Number 12 of 2012 concerning Higher Education, and Regulation of the Minister of 

Education, Culture, Research, and Technology Number 48 of 2023 concerning Appropriate 

Accommodation for Students with Disabilities in Formal Early Childhood Education Units, Elementary, 

Middle, and Higher Education (Alhadi et al., 2024). Innovation is needed in learning for students with 

disabilities as a concrete step towards the above. 

Depending on the type and level of needs of the person with disabilities, there are various learning 

innovation options that can be used. The following innovations can be considered: a) Assistive Technology: 

The use of technology such as screen reader software, adaptive hardware, or special learning applications 

designed to meet the needs of people with disabilities can greatly assist in learning. b) Multimedia-Based 

Learning: Using learning materials in multimedia formats such as video, audio, and animation can facilitate 

learning. c) Project-Based Learning is a learning approach that allows people with disabilities to learn 

through hands-on experiences. These projects can be tailored to the needs and interests of the individual, 

allowing them to be actively involved in the learning process. d) Hybrid Learning and Distance Learning: 

These methods can provide flexibility to people with disabilities, allowing them to access education without 

physical or geographical mobility restrictions. 

Based on the description above, the researcher developed a moocs platform for interactive adaptive digital 

modules for the implementation of hybrid classes in providing easy access for students with disabilities. 

This article aims to present the results related to the feasibility test of the products that have been developed. 

 

B. Research Methods 

The research was conducted in 2024 by 3 researchers. Researchers developed the product by applying the 

ADDIE model (Analysis, Design, Develop, Implementation, Evaluation). One of the processes of the 

development model is conducting a feasibility test on the product being developed. The feasibility test was 

carried out by 4 validators by filling out a closed questionnaire. The aspects that were the focus of the 
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assessment by the validators were the Graphics Aspect, Media Aspect, Language Feasibility Aspect, 

Presentation Feasibility Aspect, and Content Feasibility Aspect. 

 

C. Results and Discussion 

In the product feasibility test process, 4 validators assessed the product on aspects of graphics, media, 

language, presentation, and content. Each aspect has a different number of items, but each item has the 

same maximum score, which is 4. The following are the results of filling out the feasibility test 

questionnaire conducted by 4 validators. 

Table 1. Product Feasibility Test Results 

Aspect Score Obtained 
Maximum 

Score 
Percentage 

Graphics 83 96 86.46% 

Media 75 80 93.75% 

Language 58 64 90.63% 

Presentation 120 128 93.75% 

Contents 63 64 98.44% 

The table above shows that in the four aspects that are the focus of the assessment by the validator, the 

percentage value obtained is above 85%. This shows that the product developed is feasible to be 

implemented. 

 

Figure 1. Moocs Platform View 

The graphic aspects assessed include the attractiveness of the digital module developed, the suitability 

between the Cover/Thumbnail on the moduledigital (MOOCs) developed with digital module content, 

Clear and consistent font size, Font type can be read clearly, Images that appear in the video material can 

be seen clearly and the suitability of the images with the material (Accounting Information System) in the 

digital module. 

In the Media Aspect, the validator assesses whether the digital Module (MOOCs) can be used anytime 

when using Internet access, can be used anywhere (in class or outside class), in accordance with current 

developments in science and technology, is easily accessible in hybrid learning (Synchronous online and 

offline), and can be operated easily (both normal students and those with special needs). 

For the language aspect, based on the assessment results by the validator, it is known that the language used 

in the digital video module is in accordance with good and correct Indonesian language rules, is 

communicative, informative and can be easily understood by students with special needs. 

The next aspect assessed is regarding the presentation, which includes the suitability of questions and 

materials with learning objectives and indicators, the ability of digital modules to help students with 
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disabilities learn in hybrid classes, interactive features that complement the presentation of digital modules, 

the presentation of digital modules is straightforward so that it is easy for students to understand (both 

regular or those with special needs/disabilities), the presentation of digital modules can increase the 

knowledge of students with disabilities in the Accounting Information Systems course, the presentation of 

photos and videos in the digital module clarifies the material in the Accounting Information Systems course, 

formative tests on digital modules can make it easier for students with disabilities to understand the material 

in the Accounting Information Systems course and are in accordance with the material in the Accounting 

Information Systems course. 

The last aspect is regarding the suitability of the content, this aspect includes the suitability of the digital 

module material with the curriculum applicable in Higher Education, the breadth of the material presented 

and the depth of the material in accordance with learning outcomes, accuracy examples and cases in the 

material in the Accounting Information Systems course and the cases given are relevant to everyday life. 

Based on the results of the validator's assessment of the developed digital module, the digital module is 

declared feasible to be implemented. Further improvements can be made based on the results of the product 

implementation process in the field. 

 

D. Conclusion 

The feasibility test of the developed product was carried out by 4 validators with the assessment focus being 

Graphic Aspect, Media Aspect, Language Feasibility Aspect, Presentation Feasibility Aspect, and Content 

Feasibility Aspect. In the four aspects that were the focus of the assessment by the validator, the percentage 

value obtained was above 85%. So, it can be concluded that the developed product is feasible to be 

implemented. 
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