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ABSTRACT 

 

 

 

 

 In this era of globalization, technology has become a part of our life. With the 

help of high technology and gadgets, it improves our lifestyle. Technology had bring 

us new handheld device which allow user to study or to interact with the content in a 

digital way. User may not easily understand the content if they follow the traditional 

way which is like slides show or in printed material. Developing this interactive book 

for Digital Audio and Video able to let the user to interact with the content and provide 

a different learning experience for the user. User can easily understand when they 

really interact with the content which give a better understanding to them. Graphics 

and animation allow the user to understand the content better. Some animation also 

come with voice over which allow user to listen instead of just read the text. Objective 

of this project is to study the element of the interactive book. Secondly, develop this 

interactive book for Digital Audio and Video by using Adobe InDesign software. 

Lastly, is to test the usability of this interactive book. This project methodology for 

this project is using ADDIE model which consist of Analysis, Design, Development, 

Implementation and Evaluation. There are total of 30 respondent involve in this testing 

phase. 30 of them are students from Bachelor of Computer Science (Interactive Media) 

involved in this testing. As overall, 17 out of 30 respondent agree that this interactive 

book is easy to use. 
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ABSTRAK 

 

 

 

 

Dalam era globalisasi ini, teknologi telah menjadi sebahagian daripada 

kehidupan kita. Dengan bantuan teknologi canggih dan alat, ia meningkatkan gaya 

hidup kita. Teknologi yang canggih membawa peranti yang membolehkan pengguna 

untuk belajar atau untuk berinteraksi dengan kandungan dalam cara yang digital. 

Pengguna mungkin tidak senang nak memahami kandungan jika mereka mengikuti 

cara tradisional yang seperti slaid menunjukkan atau bahan bercetak. Membangunkan 

interaktif book ini untuk  subjek Audio Digital dan Video dapat memberi peluang 

pengguna untuk berinteraksi dengan kandungan dan menyediakan pengalaman 

pembelajaran yang berbeza untuk pengguna. Pengguna boleh cepat memahami apabila 

mereka benar-benar berinteraksi dengan kandungan yang memberi pemahaman yang 

lebih baik kepada mereka. Grafik dan animasi membolehkan pengguna untuk 

memahami kandungan yang lebih baik dan lagi senang difahami. Sesetengah animasi 

juga datang dengan suara melalui mana ia membenarkan pengguna untuk mendengar 

bukan hanya membaca teks sahaja. Objektif projek ini adalah untuk mengkaji unsur 

buku interaktif. Selain itu, membangunkan book ini interaktif untuk Audio dan Video 

Digital dengan menggunakan perisian Adobe InDesign. Akhir sekali, adalah untuk 

menguji kebolehgunaan buku interaktif ini. Metodologi projek untuk projek ini 

menggunakan model ADDIE yang terdiri daripada Analysis, Design, Development, 

Pelaksanaan dan Penilaian. Terdapat sejumlah 30 responden terlibat dalam fasa ujian 

ini. 30 daripada mereka adalah terdiri daripada pelajar Sarjana Muda Sains Komputer 

(Media Interaktif) yang terlibat dalam ujian ini. Secara keseluruhannya, 17 daripada 

30 responden bersetuju bahawa buku interaktif ini adalah mudah untuk digunakan.  
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CHAPTER I 

 

 

 

 

INTRODUCTION 

 

 

 

1.1 Project Background 

 

iBook learning allow students to use their computer and handheld device to 

read the content in the form of electronic printed books. iBook is an e-book application 

in an interactive way which will have interactivity with users.  The technological 

development becoming more advance, this iBook learning brings a new dimension to 

technology that able to enhance education by giving students a new way of learning in 

the class or outside the class. 

 

Digital Audio and Video (DAV) is a subject that all the students in Bachelor 

of Computer Science (BITM) have to take in their course. Digital Audio and video 

basically teach students about the concept of sounds and videos. In some chapters, it 

also show a proper way to produce sounds and videos. Furthermore, we can also get 

involve in many equipment for video shooting and sounds recording. We can also learn 

how to enhance a video and sound outputs. To produce a good quality video, we need 

to procedures which will learn in this subject too. In other way, Digital Audio and 

Video is a basic subject for producing video and audio. 

 

This project is to develop an iBook for subject Digital Audio and Video. The 

title of this project is iBook for Digital Audio and Video. The target user is the students 

taking this subject. The main purpose of this iBook is provide a new way of learning 
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this subject which in a more exciting and interesting way for students using this iBook. 

This iBook provide multiple of multimedia elements like graphic, sounds, and audio 

which will speed up learning process. Other than that, this iBook not only able to use 

during lecture’s session but also outside the lecture class, students might able to use 

this for their revision during exams or tutorials. 

 

 

 

1.2 Problem statement 

 

1. Students may not fully understand what lecturers had taught in the class by just 

showing the slides in front of the class. 

2. Lectures slides for this subject in power point sometimes is boring and not 

interesting to grab student’s attention. 

3. Conventional way learning is not interactive and students east to lost focus 

during lecturer’s session. 

 

 

 

1.3 Objective 

 

This iBook for Digital Audio and Video is develop to fulfill the objectives, which are: 

1. To study the element of interactive eBook. 

2. To develop iBook about Digital Audio and Video using InDesign tools. 

3. To test the usability of Digital Audio and Video in interactive eBook. 

 

 

 

1.4 Scope 

 

 This interactive eBook is an interactive learning digital printed books. It 

required computed or handheld device in order to let this iBook to work. 

 The target user of this project are students that are taking this subject. 

 There are multimedia elements in this project which can interact with the users. 
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1.5 Project Significance 

 

Developing this iBook for Digital Audio and Video is to help them in their 

studies. This iBook contains a lot of multimedia elements that able to interact with user 

while they using this iBook. This can act as a support mechanism for learning Digital 

Audio and Video, not just only interesting but also bring interactivity. Instead of 

reading slides in power point, students can use this as a new way learning. 

 

Furthermore, this iBook can be used to motivate students and help them enjoy 

learning while playing. Students can get a clearer message from the iBook, a more 

direct and much simpler description to let the users to understand it. There are also 

examples and some pop quizzes after done a chapter. Of course, it makes learning 

Digital Audio and Video much more attractive, interesting and students do not get 

bored. 

 

Last but not least, this iBook make Digital Audio and Video learning become 

more fun, meaningful, and useful. The best thing is to allow to students to learn from 

this iBook that is more interesting compare to lecture’s slides. While students using 

this iBook, they will get important messages from the iBook. This is easy and 

comfortable way of learning Digital Audio and Video. 

 

 

 

1.6 Define Project 

 

 Interactive iBook are new digital publication standard that allow integration of 

graphics, video. 

 

 Adobe InDesign - Adobe InDesign is a desktop publishing software application 

produced by Adobe Systems. It can create works such as poster, flyers, 

magazines, newspaper, and books. It can also publish content suitable for tablet 

devices in conjunction with Adobe Digital Publishing suite. It also supports to 

export to EPUB and SWF formats to create e-books and digital publications. 
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1.7 Expected Output 

 

 An iBook for Digital Audio and Video will be developed. 

 Clear information of each chapter will be show. 

 Multimedia elements like graphic, audio, text and video will be found in the 

iBook. 

 User are able to answer some pop quizzes after every chapter. 

 

 

 

1.8 Conclusion 

 

As the conclusion, this chapter discusses about the background, problem 

statement, objective, scope, project significant and expected output of the project. The 

main reason why this game is developed because lecturers are still using the power 

point during the lecture’s session and there is still no Digital Audio and Video as an 

iBook for now. This iBook for Digital Audio and Video can considered as an 

alternative way of learning for students who taking this subject. 
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CHAPTER II 

 

 

 

 

LITERATURE REVIEW AND PROJECT METHODOLOGY 

 

 

 

2.1 Introduction 

 

In this chapter will discusses about literature review and project methodology 

which is used to develop this project. In the same time, this chapter also will discuss 

about the requirement, hardware and software needed to develop this project.  

 

Literature review is a stage where all the process like search, collect and 

analyze that has been published by researches. The information can collect through 

related sources like books, journal, internet web pages, and technical report. The 

domain of this project will be identified and discussed in this chapter. There are few 

existing system that will be choose and make a comparison between them. The types 

of method used to present to audience and user will be included in this chapter also. 

 

Project methodology is a process that use all available techniques and tools to 

achieve the objectives. One of the project methodology will be selected to help 

developing this project and the reason will be of choosing this methodology also will 

be discuss. 
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Last but not least, the end of this chapter will discuss about the project 

milestones and schedule. All the task will be listed and progresses should be record 

down. All the deliverables also need to be list in each development phase. 

 

 

2.2 Facts and Findings 

 

 There are 3 section discusses in the facts and findings section. Theses section 

are domain, case study and comparison iBook with existing system. 

 

 

2.2.1 Domain  

 

The domain of this project is to develop an interactive eBook for subject Digital 

Audio and Video to the audience because this interactive eBook allow them to 

understand the content and have interactivity with the user which contain multimedia 

elements (graphic, video, image, sound). This is more effective and easier to 

understand compare to printed materials and eBook without interaction. It give a good 

and positive experience for user because they have ability to search for words in a short 

time. (Richardson and Mahmood, 2011) 

 

Digital Audio and Video (DAV) is a subject that all the students in Bachelor 

of Computer Science (BITM) have to take in their course. Digital Audio and video 

basically teach students about the concept of sounds and videos. The main purpose of 

this iBook is provide a new way of learning this subject which in a more exciting and 

interesting way for students using this iBook. This iBook provide multiple of 

multimedia elements like graphic, sounds, and audio which will speed up learning 

process. 

  

Technology provides a great opportunity to giving an upgrades for learning 

process for students. (Eric J. Daniel, 2013). Ebooks are electronic version of a 

traditional print book that can read by electronic devices and computer. Ebook is also 

a book that published in an electronic format that allow user to instant access to get 
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the information while interactive eBook is more advance than ebook. This is because 

the interactive eBook consist of multimedia elements like animation, videos, audios 

and interactivity with user. Compare to eBook which only plain text and images which 

don’t provide any interactivity with user. So, interactive ebook give a new 

experiencing of learning and helps reader to understand the content. Reader may easier 

digest the information with the help of multimedia elements compare to the eBook 

without the interactivity which only in plain text and images. 

 

Technology slowly merge to our life and bring a lot of benefit to reading 

achievement in students. (Eric J. Daniel, 2013). Digital reading provides an 

opportunity to allow them to choose their reading path. Technology not just only 

positively affected the readings comprehension but in the same time it produces a big 

motivation among students. Research has suggested that technology hold the potential 

to increase achievement and motivation. The circulation of tablets and eReaders has 

increased which directly influencing the spread of eBooks increasing too, both as 

entertaining and education tool. (Nadia Mana, Ornella Mich, Antonella De Angeli, 

Allison Druin, 2013) 

  

Many of the college students prefer eReaders due to the probability of the 

device (Richardson & Mahmood, 2011; Weisberg, 2011; Chao, Hegarty, & Stefandis, 

2012). Student does not need to plan to study the slides but they can study 

spontaneously. Student can use their handheld devices like iPad or portable tablets to 

study when they want. 

 

 

2.2.2 Case study (printed materials, lecture slide power point form, websites) 

 

Many students will go to library or bookstore to find their book for their 

subjects. Books are also known as printed materials. Some students like to visit to 

library and borrow books that are related to their subject. They can gain more 

knowledge outside the lecture and tutorial class by reading extra contents from the 

book they borrow. In addition, some students willing to go to bookstore and purchase 

the books they want. With the book they bought, they can bring along with them and 


