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ABSTRAK

Pada abad ke-21, multimedia telah menjadi medium baru yang menyediakan interaktiviti
kepada media baru. Ini mempengaruhi cara untuk belajar, bekerja, dan bermain seperti e-
pembelajaran, cakera padat perisian multimedia, dan ensiklopedia. Pada masa ini,
penggunaan cakera padat perisian multimedia telah berkembang dengan pantas. Teknologi
ini telah digunakan di kebanyakkan bidang seperti komersil, pendidikan, promosi, dan
aplikasi latihan. Teknologi ini menyediakan penggunaan yang sangat berkesan untuk
pengguna yang memerlukan maklumat yang diperlukan tanpa mengira di mana jua
pengguna itu berada. Kini, ramai kanak-kanak dan pelajar yang menggunakan perisian
multimedia yang dikenali sebagai Multimedia Pendidikan Interaktif (IEM) sebagai cara
untuk belajar. Objektif kajian ini adalah untuk merekabentuk aplikasi pembelajaran
multimedia dalam pendidikan asas bahasa Jepun, membangunkan aplikasi pembelajaran
multimedia dan menilai keberkesanan aplikasi tersebut. Bagi membangunkan rekabentuk
yang sesuai untuk pengguna, prinsip-prinsip pembelajaran multimedia untuk rekabentuk
pengajaran multimedia oleh Mayer telah digunakan dalam kajian ini.
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ABSTRACT

In 21" century, multimedia has become a new medium that provides interactivity on new
media. It affect the way to learn, work, and play such as e-learning, multimedia software
compact-disk ROMs (CD ROMs), and encyclopedias. Nowadays the use of multimedia
software CD ROMs has increased quickly. This technology has been use in many domains
such as commercial, promotional, education and training applications. It provides highly
effective utilization for people that can get the required information, without matter where
the users are located. Today, there are loads of student, children and kindergarten that use
multimedia software which are known as Interactive Educational Multimedia (IEM) CD
ROMs as a way to learn. The objective of this study is to design the educational
multimedia courseware in learning basic Japanese language, develop the prototype of the
educational multimedia courseware and to evaluate the effects of the courseware prototype.
To develop the suitable design for the users, principles of multimedia learning for design
instruction multimedia by mayer has been used in this study. There are Multimedia
Principle, Spatial Contiguity Principle, Temporal Contiguity Principle, Coherence
Principle, Modality Principle, Redundancy Principle, and Individual Differences

Principles.
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CHAPTER 1

INTRODUCTION

1.1 Introduction

With technological advances, multimedia has become a new medium that provides
interactivity on new media. It affect the way to learn, work, and play such as e-learning,
multimedia software compact-disk ROMs (CD ROMs), encyclopedias (Hudetz &
Friedewald, 2002). In the 21* century, the use of multimedia software CD ROMs has
increased quickly (Vaughan, 2006). The changes in multimedia technology definitely had
resultant affects on all aspects of life. This technology has been use in many domains such
as commercial, promotional, education and training applications (Barry & Lang, 2001). It
provides highly effective utilization for people that can get the required information,
without matter where the users are located (Taguchi et al, 1999). Today, there are loads of
student, children and kindergarten that use multimedia software which are known as

Interactive Educational Multimedia (IEM) CD ROMs as a way to learn (Liu, 2005).

The Learning Basic Japanese Language Courseware is initiated to develop multimedia
application for user that provides interactive learning in Japanese language. Learning basic
Japanese Language Courseware is about learning Japanese language through translation

with English and Malay language, it is an easier way for users, whom like to learn
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