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ABSTRACT

This project is iBook project that’s based from Computer Engineering 1l
Workshop ( Multisim and Proteus). This iBook is delivered by an iPad from Apple.
This iBook is an interactive book that contains many multimedia elements such as

videos, games, widgets, text, graphics, quizzes and 2D animations.

The objectives of this project is to develop a interactive book (iBook) for
Computer Engineering 11 Workshop (Multisim and Proteus) subject, to identify the
suitable multimedia elements that can give a huge impact in interactive book and to
identify the suitableness of the use of interactive book in conveying Computer
Engineering 1l workshop subject. In order to develop this project, an Addie methodology
was used as a guideline. In this iBook there will be 2 chapter that are covered which are

Proteus and Multisim.

They are 4 type user that is involved in the testing process which are expert
content, multimedia content, student that have little knowledges about the topics
(experimental group) and student that have more knowledge about the topics (control
group). Besides that they will be also two types of testing, which are alpha testing and
beta testing. From the testing, the results show positive outcomes from tester regarding
the iBook. The target of this project is to develop an iBook for Computer Engineering 11
Worksho subject, to find the suitable multimedia element that can give a huge impact on

the iBook and to find the suitableness of the iBook to be used by engineering students.



ABSTRAK

Projek ini adalah sebuah projek iBook yang berdasarkan subjek Bengkel
Kejuruteraan Komputer 11 (Multisim dan Proteus). IBook ini disampaikan oleh iPad dari
Apple. IBook ini adalah sebuah buku intercative yang mengandungi banyak unsur

multimedia seperti video, permainan, widget, teks, grafik, kuiz dan animasi 2D.

Objektif projek ini adalah untuk membangunkan sebuah buku interaktif (iBook)
untuk subjek Bengkel Kejuruteraan Komputer 1l (Multisim dan Proteus), untuk
mengenal pasti elemen-elemen multimedia yang sesuai yang boleh memberi kesan yang
besar dalam buku interaktif dan untuk mengenal pasti kesesuaian tempat penggunaan
interaktif buku dalam menyampaikan subjek Bengkel Kejuruteraan Komputer 11
(Multisim dan Proteus). Dalam membangunkan projek-projek ini, satu kaedah ADDIE
digunakan sebagai garis panduan. Di dalam iBook ini mengandungi 2 bab iaitu Proteus

dan multisim.

Di dalam mengkaji keberkesanan iBook ini terdapat 4 jenis respondant. Mereka
adalah pengguna yang terlibat dalam proses ujian iaitu kandungan pakar, kandungan
multimedia, pelajar yang mempunyai pengetahuan sedikit tentang topik-topik (kumpulan
eksperimen) dan pelajar yang mempunyai lebih pengetahuan mengenai topik (kumpulan
kawalan) yang .Selain itu terdapat jugak 2 jenis ujian yang dijalankan iaitu ujian alpha
dan ujian beta. Ketika proses ujian beta berlansung, pelajar dipecahkan kepada 2
kumpulan 1iaitu kumpulan kawalan dan kumpulan wujian. Untuk kumpulan
kawalam,pelajar diberi slide show manakala kumpulan ujian diberi kan iBook untuk
belajar. Dari ujian, keputusan menunjukkan hasil positif dari penguji mengenai sasaran
iBook.The projek ini adalah untuk membangunkan iBook Kejuruteraan Komputer 11
Worksho subjek, untuk mencari elemen multimedia yang sesuai yang boleh memberi
impak yang besar kepada beliau iBook dan untuk mencari terhadap kesesuaian tempat

iBook untuk digunakan oleh pelajar kejuruteraan.
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CHAPTER1

INTRODUCTION

1.0 Project Background

Nowadays learning has become more and more essential towards human beings. The
ways of learning changes across the years as the technology grows. Back in 80’s and
90’s student are taught in ways where teachers use a blackboard as a medium to convey
their information. As in 20’s the ways of teaching changes again where teachers started
using computers as one of the mediums in learning. Even though the style of teaching
evolved there are not able to attract the student attention as well as their understanding.
This happens a lot to students where they come to lectures, but they cannot even get it
what the lecturer teaches. This is due to ineffective learning materials and teaching
method that they use. For example, they usually use textbooks and slide that do not

interact with it.

As we know that, students in this area are the Y generation students generation is a

generation that grew up with technologies. For them technologies are the most important



things in their live and essential for them. They use it for doing assignment, searching
information and socialize. It is not like a olden day student where they have to do things
manually. One of the characteristic of the Y generations as they do not like to read
especially if the reading materials contains a lot of static text and images. For them it is
very boring and they tend to like things that they can interact with. The use of
conventional textbooks in learning does not help them because they face hard time to
understand. Other than that, the conventional ways of learning which is one way of
learning do not suit the Y generation students. They want to be a part of the learning
process, but the one way learning causes them to have little involvement during the

learning process. This causes them to feel bored and lose focus in class.

The aim of this project is develop an interactive book that will apply interactivity in
textbooks. The iBook that will be developed using iBook Author 2 that can only be used
in the MacBook or iMac. The iBook Author 2 contains a lot of widgets that can gives
the interactivity for the textbooks. Besides that, the iBook Author 2 can also build
simple games such as puzzle and word searching that will gives the fun feels to the
textbooks. The projects will be using an ADDIE model process throughout the project
development and the projects is aim to develop an iBook for BTCS students that take
Computer Engineering 11 workshop subject Multisim and Protues. Both of these subjects

are chosen because the amount of student that understands it is low.

As for conclusion, by developing this interactive book, it will help BTCS student in
understanding these subjects. Besides that, this new ways of learning can be adapted to
other learning institutions in order to change our ways of teaching student in order to

produce quality student that can be used by our country.



1.1 Problem Statement

As we can see now, there are many students at the Universities of Technical
Malaysia, Malacca (UTeM) is struggling in their studies. Some of them are barely
making it through a semester. This happened because their ways of learning and the
materials use in teaching them. Usually the learning process that happened in class is
very passive. It's a somewhat one-way learning method. There is no interaction between
students and lecturers. Lecturer usually conveys the lesson orally and sometimes it is too
fast. This causes some of the students cannot catch up with the lesson. Besides that, the
slide that the lecturer use in teaching contains a lot of text that hardly to be understands
by the students. To make things worse, not many students are fast learners, some of
them are slow learners. For the slow learners extra information is needed for them to

understand the subjects.

Besides that, student that studies in universities are the Y generation students.
One of the characteristics of the y generation, as they do not like to read, they can easily
feel bored and sleepy when they read a book. This is because, the normal books usually
contain a lot of words and static images. Sometimes they also do not understand what
they are reading. For this kind of situation, visual explanation like videos helps a lot. As
for the lecturers, they have difficulties to attract the students during the lessons. Most of
the students only focus for the first half hours. More than that, they tend to lose focus
and they tend to do other things during the lesson. By using, an iBook in learning it will
help the students to understand more because it contains many interactions with it and
students can take part in it. As for the lecturer, using an iBook in their teaching, can help
to attract students in their learning by doing the activities in iBook in class together.

Thus, make the students to participate in learning and makes them focus in class more.



1.2 Objectives

a) To identify the suitable multimedia elements that can give a huge impact in
interactive book.

b) To develop an interactive book for FTK students that takes Computer
Engineering 11 Workshops (Multisim and Proteus) subjects.

¢) To identify the effectiveness of the use of interactive book in conveying

Computer Engineering 1l Workshop (Multisim and Proteus) subject.

1.3 Project Scope

a) The iBook is developed from FTK students age 19 years old to 24 years old
that take Computer Engineering 1l Workshops (Multisim and Proteus)
subjects.

b) The iBook are also developing for lecturer of FTK that thought this subject.

1.4 Project Significance

The significance of these projects is to develop an iBook for subject Computer
Engineering 11 Workshops (Multisim and Proteus) for FTK students that will help them
to understand the subject better. Besides that, this iBook will helps the slow learner
student to understand more about the topic by viewing the explanation and the examples
givens repeatedly until they understand about the topics. iBook is an interactive book
that contains a lot of interaction with it compared to conventional books. Therefore, the

1Book is the solution for students to read the textbook and learn in fun ways.



