CHAPTER 1
INTRODUCTION
1.1 Overview

g
3

Multimedia technology plays an important role to ensure that'the multimedia

application developed has an effective quality design (Fa?ﬁi ). The used of
multimedia technology that combines multimedia e@m I)' text, graphics,
audio, animation, and video in various educational learning'€an attract nts t m

N,
iACFéa‘;%S the

effectively. It facilitates the process of accessimg~informati
4
effectiveness of the learning process through a lnatl‘op{f ious forshs that are

tion in Quran

ice<<

easy to understand (Budiarto et al., 201 Min
t

memorization will attract the studeN ntion if t

technology in the learning proces cﬁ}t aI.,ﬁ}v\A ca)@ﬁthe use of multimedia
technology has also become @I Ie'«’g;}oaelx\@ﬁ will be able to improve
learning processes and pevmunce rs well Jas r@/ation through a technology
environment. Thus, itc%oncludgd ha gitlig{s la technology has various positive

effects and makes@wning roc\more &,%(é}nd enjoyable (Fetaji et al., 2018).
NG

Aligne ﬁqgh c re‘n? eppr&ﬂ)lts in the multimedia technology field,
% '
li a

Iiec&a}Cognitive Theory of Multimedia Learning

multimedi@ tions th
(CTM %wobil ﬁewlz;have‘fﬁje a major contribution to the development of

N
m ign in various fields‘n(a%ely science, psychology, medicine, and education. It

‘@many benefits to the industry, making it increasingly popular as a tool for

OOWIedge acquisition in a meaningful representation.g memorizers frequently

memorize the Quran in daily activities via mobile applications (Saepudin et al., 2021).
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The model of Quran memorization is broadly used as a method and technique of mobile
applications that can assist in memorizing the Quran. Quran memorization tecw
refer to the method to ensure the Quran remains intact in the hearts use@}cient
scholars in preserving knowledge of the Quran (Aziz et al., 2019). ve many

techniques and the most commonly used are repetition, segmentath, reading, and

writing (Hadi, 2018; Marzugqi et al., 2020). Many researchers.itudi he methods and

techniques of Quran memorization through a model desig Ifill the user's needs.

It is commonly applied and displayed in mobile applications, bwd systems

“AS
with different modes of learning. It is also beneficial ler tfk @SS of
Quran memorization through the interaction desi the_inter n mx@-@ devices

Y.

(Masaaki, 2020). The techniques that inte@ate

th m\ode f Iear@g can create a
better visualization (Nassourou, 2012Maecognize US@OZO) and imitate

(Curkovic, 2018) as well as to r@Sber (Pr\aﬂaTet L<\2019). Therefore, the
N,

designing model with the inter S|gn°of th 'nterfa@éaays an important role in

&
the process of learning Whiﬁk&vatT m cor% to memorize (Roslan et al.,
2019; Salehuddin et al ) l

4 f &
The cognwry ofl \frme ia I:@.’mg or Mayer’s model addresses how
individuals prow rmati how(t‘-éé{/ learn through multimedia approaches.
¢
The eIemenEE S@del design
\
that cor% to thg"usabi 'W of ap&ﬁcations and user motivation. The guidelines for
Ve

the design are substan% specifically relating to the modes of learning style

!
tHE S'Qrcm;iacant component of the mobile user interface

\Gpport the individual differences as attributes of model design. Therefore, the

t E
G I design for Quran memorization techniques must be designed properly.



Otherwise, this will create difficulty and confusion (Laila et al., 2015; Musa et al., 2018;
Shahrulkarnain, 2013). T
For this research, the model design for Quran memorization te \& that
support individual differences in modes of learning was studied in its S to assist
in illustrating the model design for motivating students to memorize Quran verse
and translations. Certain approaches in the model design wan be used to
motivate users to memorize the Quran. Quran has the m %te' knowledge and
memorizers need to read, memorize, and understan or p ac%fokddally life.
Therefore, using the model design of Quran mem ion techni ﬁh&@pport
individual differences in modes of learning c Users m e th&hran and
motivate them in memorizing the Quran tﬁb
Therefore, this chapter discussed the ackgroun and issues cfn the model design
for the Quran memorization technique and Quran memorization among students in the
Quranic domain. This chapter covers the research background, problem statement,
research objectives, research questions, hypothesis, the significance of the study, scope
of the study, thesis structure, and conclusion. This chapter also discussed the research
framework for the study being conducted. The operational definitions are also given
that define the concepts and the key terms contained in this study to facilitate the readers
to understand the whole thesis including thesis structure, and conclusion.
St T
1.2 Rese ackgr X
A 7S
ultlmedla technology as a medium and communication method plays an

rtant role in the transmission and circulation of information in the modern teaching

d learning process. Innovation in multimedia learning is one of the aspects that need



more attention in the development of multimedia design research (Mayer, 2021; Yao et

al., 2021). The development of multimedia technology also gives a technical app?ﬂue

with more powerful advanced interactive skills to meet the needs of% rrent

education and industrial development (Sunardi et al., 2020). Howme use of

technology receives less attention among teachers due to the conerE of training

facilities that focus on the multimedia application including a cMsire to innovate
o

in diversifying learning strategies, techniques, and media ernative method of

teaching and learning, especially in the Quran memorization stu ieWEar et al.,
2017). Altering the traditional teacher-centered (@ﬂ and deve irb & dent-
centered interactive study mechanism in physi du% hing\ﬁbvides a
supportive environment based on emeig;rx:o

atl tech@b%?es namely
multimedia interactive technology. e ast, mos

he @n memorization

teaching platforms were built on i materla\nslTes @\& But nowadays, the

N,
teaching and learning platform%o timedia teigaogy is concentrating on
classroom teaching, collecti } stji classroo a, which is a new change in
the data acquisition Of$ i ' -bas@assisted in teaching and learning

£y

'gueed to consider the characteristics of

=>

mode (Cai et al., 2 : Teachi
multimedia techpnology int @;‘A variety of multimedia approaches to

motivate the students with su ning materials in the classroom (Marna et al.,

2020). This,is becausg'not Parniﬁaterials can be accepted with the same approach

v

by students. For exa@e’, static images play a role in the production of

imedia-based learning materials. However, auditory students, face difficulties in
ccept

ing learning without audio elements in the multimedia products developed

ausing it to not be used wisely. The design of multimedia application learning that
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incorporates interactive multimedia elements may give a positive impact on the user
when the application is easy to learn, attracts attention, and achieves user satisw.
Thus, for designing an interactive multimedia application, designers nee@r&ider

the characteristics of the user in terms of who uses it, how they use it, ere it will

be used (Sharp et al., 2019). ?

The advantages of multimedia technology allow students to réceive exposure to
an interactive multimedia environment in learning to memoni eCe ran. Typically,

the practice of Quran memorization was used by earlie olar to.\o(dnowledge,
oy

anipulation/angl f{%ﬁons

ad% dit@Fnt Quran

iffin er,é;gols; Ariffin
& Wahid, 2014). A study by Mai @Yasin , s\@‘ that the Quran
memorization methodology approa%quire% .
|

N,
before starting the process of izing the ran.(é‘l}(;\} also explained that in

especially in preserving the contents of the Quran f

(Ismail et al., 2019). It is undeniable that eac

memorization methodology and techniquew

strengthening the memorization o hej n, student @d to follow the specific rules

and consistent schedul endediby t sého@‘ln the process of memorizing the
4 ’ &
Quran, students ne &Qead ela \h veré.@uran repeatedly by focusing on the

correct pronuncﬂ ak 'punctﬁ-%?on (tajwid) until complete the whole of
¢
the Quran. S@/i & $Salleh Olﬁ) 'Qj(t?eir study on the variations of Tahfiz models
% NN
4) schaol oughsll} Malaysia found that a quality tahfiz institution

from fan,

u t several key feature{.@fnely developing student potential with a balanced,

i%kd, comprehensive, innovative, and creative in line with the current
evelo

3

pments based on principles of Islam. They have built four (4) Tahfiz model

Qdies that meet all these characteristics. The models emphasized the quality of
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memorization and comprehension of Quran verses as well as the mastery of the Arabic
language continuously and systematically. There are three main aspects rwm

emphasis in the Tahfiz assessment system namely memorization test (sya hriri
test), comprehension test (syafawi / tahriri test) and retention test on o?ﬂ&tp provides
an efficient model. This situation can increase the level of memorization literacy of
students gradually in primary, secondary and tertiary educatioyy

Research studies by Hashim et al., (2013); Md S al., 12019); Zakariya

et al., (2020) found five stages of Quran learning presen om the WAI-Qabisy
23

N | | g \Y

including the process of reading, exploring, underst , memori ,kn&%tmg.
He also suggested that Tahfiz's teaching and | i se%' of sm%@ namely
i ) staqéio cover the

listening, seeing, reading, and writing tech%z: he
e@.‘, (1956) namely

three domains of learning actives W ced by
cognitive, affective, and psychomo he con \n%s i@he revised version of
l‘&y N,

t&e that mem g is not a low level of

Bloom's taxonomy in the Islami pec

&
Ing \the u@ requires a high degree of

thinking (Masrom et al., ?%\.'(/Ienr
concentration on ment ting the words ﬂe@ith the aid of word visualization
4 $ &
(Norizah et al., iﬁ?d rei \Prem witghg necessary techniques in an easily
accessible formayhen'neede i
NSNS 3¢
Me Ing the Quran aﬁreebc allenge and responsibility for every Huffaz
%v NN

urulésflkin, 2019).
to preserve thetknowlédge }he Qu& in their memory (Ismail et al., 2019). Learning

the QAmemorization skiIIs@ﬁen considered difficult because it requires continual
r \hn of certain techniques to retain the memory (Salisu, 2020). Most Tahfiz
institutions use repetition and reading techniques verse by verse repeatedly in

emorizing the Quran (Sirin S, Metin B, 2021). Although various methods and
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techniques of Quran memorization have been introduced to memorize the verse of the
Quran, not all Tahfiz institutions have succeeded in producing Huffaz (Sedek .
Moreover, memorizing the Quran verses with the translation is not fully i nted
and adopted by the teachers in the Tahfiz curriculum because the proceg;gs a longer

time to complete (Abdul Jalal et al. 2015) compared with the proce%' memorizing

verses only. Thus, there is also a need to improve the quality .qung and learning

in the Tahfiz curriculum through a variety of Quran mem iop techniques with the

ail tw

sign of Qu nlerlk@gion

iain\ér i teo@Togy that
Y.

es. %The sense of%hlal, auditory,
reading, and kinesthetic may benefimae student ARI@‘arning styles and

preferences modes of learning. Th@%e, thﬁ%si

technology research field to i he rﬂotiv ion and:@pability of memorizing,

most current interactive teaching aids (Haron et al., 202

Hence, this study would like to explore the mo

techniques that focuses on the elements of

support individual differences using multi
can be enhanced in the
N

understanding, and practicilﬁ\iheill [ emotize ef @ntly. This study will propose
e

an appropriate model % usi:i nd }iét @rocess of memorizing the Quran
&

verses and transl%ura@ as a prototype.
&
1.3 Problem aaqent o ! (_,)(J
) O

e ition ‘of e 'grlzmg.\he Quran has uniquely attracted many scholars’

attention, from numerous p@ectives with different research methodologies.
N

less, there is an absence of research that discovers the techniques of
0

ha |

rizing the Quran based on the student’s differences in VARK learning style from

Qe cognitive multimedia learning viewpoint. Multimedia technology has been widely



used in multimedia design to deliver information in multiple ways to different types of
learners. A well-designed user interface in the model contributes to a positiw
experience, increased user engagement, motivation, and retention. @h by
Abdullah et al., (2003) and Amalina Ulya, (2015) found that a goﬂ&[ection of

methods and techniques in memorizing the Quran can give a po?we impact on

student’s motivation in the memorization process through understanding the verses
ng bef

memorized, repeating the reading before memorizing, li clre memorizing,

visu izWerse to be
e

writing before memorizing, dividing of verse by chunki

memorized in current memory. ' _\‘-}
According to Marzuqi et al., (2016), t ifférence 4i egies\&' Tahfiz's

learning style results in the absence of propérstrategy, es, an@ﬁovt?vation The

use of modern technology in teachi ids had increasesthe st %’s motivation in

h{s\do not emphasize the
N,
use of technology in teaching ack of exposure orpreparation (Marzugi et al.,

2016). This is contrary to % by ni, (é@); Al-Fida’ & Izzat, (2006);
Jaafar & Julia; Ariffi %at f‘ Pg% én*@lcator diversifies the uses of the
senses in teaching wirningl n me
in Quran memoﬂQtl learni

¢

!
effective m Ization techni e‘sn(t;.l%porting preferences VARK learning style

N
using th% inant §enso ?odali@ (Salisu, 2020). Teachers are advised to increase

tuqm&)tivation through m@ﬁgaging teaching and learning activities with the use

0 -visual (Cakiroglu et al., 2019; Salsidu et al., 2018; Sit, M., Dahlan, Z., &

memorizing the Quran (Marzugi et Q,?zo). Ho\w\l\gw
mé o

zation. Multimedia technology used

ncre udents’ motivation through applying an

(%]

anjaitan, 2021; Zainun et al., 2019; Zavgorodniaia et al., 2018), kinesthetic movement

etzler, 2016; Salamah, 2019) through matching the students' differences in VARK
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learning styles preferences (Jamila, 2021; Shakir & Ebrahim, 2020; Stirling &
Alquraini, 2017). Yv

Previous studies have also shown applications that use multimedi@logy
provide many benefits to Quran memorization not only for children 0 have a
positive impact on teenagers and adults (Fatimah et al., 2019; Hamiz,\M. et al., 2014).
It is also able to attract attention, and retain memory (Sirin S, etinVﬁ,ZOZl; J. Zhang,
2019) as well as increase student motivation (Ogay, 2 &: so a good and
interactive teaching aid that enables the control, segmen and oWgcts in the
content flow of information (Chen & Yen, 2021; MadeRajendra & M S‘d@v(;m)

to allow them to study, practice, and reinforce-i de% i edi(/gahnology
. . o
stiuctio

also can act as a teaching model, medium nsory. ory element

t an@bntion of students
to memorize once multimedia waCyjd anoﬁtgd [ mjeaching and learning
a%u i 23

activities. Studies by Ismail et ); Umar mz,&Qj.’L ) stated that multimedia

elements support the use o%xiri 51 can éﬁ@uate the sensory memory to
retain information for ime and can be uil:kﬂbccessed. A study by Hamzi et al.,
4 ¢ &
ital too

(2021) also menti;)gjt the uie s a direct influence on memorization
as a learning pracess that af

retention ans%stan ing_a aﬁ_(l;%r experience and motivation. Moreover, it

NN
attracts % entigh.an kes ﬂ&] concentrate on learning. In addition, by using

multi ia learning, student&(%ﬁ also consider their capabilities to choose their

‘ghd VARK learning styles that relate to the use of multiple sensory modalities to

d nce their thoughts and motivation for learning (Murphy & Gray, 2014; Triastuti,
. J., & Mauliyani, 2018; Wongsuphasawat et al., 2018).

9

(Mayer, 2009). These three functions attracted the in

-ter rﬁéfnory. Multimedia can also increase user



Innovative approaches using a mobile digital device can bring great changes to
various fields (Burden et al., 2019; Shuib et al., 2018). Many researchers (Abd
& Jaafar, 2018; Hamdani & Yulianto, 2020) had developed mobile appli@with
multimedia elements to facilitate the process of memorizing the Qur ractively.
This new trend has influenced the conventional approach of memw the Quran
digitally (Ramadane & Souad, 2017). Students ’ability to re EM some important
Y:

facts is different and limited if they use a single reading a'nely a textbook

(Zainiyati et al., 2021). Many studies focus on the techni the Quran
through the conventional Quran using mushaf (Ariff : kleh‘ﬂ—ﬁom
Sidek et al., 2020) and mobile applications ( Ia , X Imosﬁm et al.,

2015; Melhem et al., 2017; Osman et al., 1:,Purb

previous studies focus on memormwa through

mobile application namely searc translatl\iﬂc%d'
N,
(Zakariah, Khan, Tayan, et al. ‘%The Qtudy yd\/lu(('/ t al., (2020) proves that

some mobile application \Os n] ction in @ng the Quran with multi-
representation. It prese%Zb

several different f elther

aI., 2@7. Most of the

fea@§ provided in the

@ading, and listening

tracting k}]bv\ﬂ&e information, oraconceptlnto

W (augﬂal) or visually (symbolic, pictorial)

sorb@y the brain in a variety of different ways.

| S

(Chalid et al., 2018) Which

Chalid et al , als ment' n !Hat(Je process of memorizing the Quran becomes
easy th h lear Pel baséa' on the multi-representation method. Specific
info can be understoo w@h represented with accurate media of representation.

r, students can increase their level of motivation in memorization of the Quran
& gh the used of multimedia elements namely text, audio, video, graphics, and
nimation (Ahmad Bazli et al., 2017; Sulaiman et al. 2017).
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Studies by Aziz et al., (2019); Buzdar & Farooq, (2020) mentions that there is

still a lack of learning aids developed for students to memorize the Quran. Man

need to be implemented in developing teaching and learning aids to reduc@kracy

gap in Quran memorization skills using current interactive multlmeﬂégchnolo

Besides, one issue is that students have less motivation in memorizinmuran due to

a lack of techniques and low comprehension of Arabic for_me zing the Quran
although many technologies are available (Abdullah & Sa 21). 'The elements of
the Quran memorization model design are less exploretyand still espeC|aIIy

related to memorization techniques (Azmil & Misn 15; Hami ktﬁom

Pradhana et al., 2019; Sidek et al., 2020) that V ing {2@ and the
preferred learning modalities (Cabual, O . Sallsu, 2?20 VISU , recognlzed
imitate including the motivation in t ( mal, 20 us@ aI 2018). Poor
selection of the Quran memorizatlo nlqu 'bht lead to difficulties,
confusion, and comprehensmn 't')dull |onal 2021). Therefore,

the proper Quran memorizati te nlq esign mo eeds to develop to ensure the
model is easy to Iearn |va s Uk he model design research might

be improved by ,Qitln ents of interactive multimedia that

can be applied |suaI|Z|ng, recognizing, and imitating
¢

skills for th a me rlzat (')
@
% the iSsue ?cuss earlier, the researcher found there were gaps and

pot@u&or model design for @(an memorization techniques based on the student's

p% VARK learning style with the use of multiple sensory modalities in

orizing the Quran that can be explored in this research. Hence, this study would

ke to explore the Quran memorization techniques design that focuses on the element
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of sensory modalities that motivates the student to memorize the Quran. This study will

propose a model of Quran memorization techniques based on the VARK Iearnlw

(EzHifz model) in the context of cognitive multimedia learning that applle%\ctlve

multimedia technology. The model can assist students to optimize ength of

sensory memory using visual, auditory, reading, and kinesthetic Rr.e'cognize and

imitate thus motivating them in memorizing the Quran verse and translation. This model
ol

adapts the Cognitive Theory of Multimedia Learning by M ith an effective

Quran memorization technique by employing four ( mpo ewe VARK
L ]

Learning Style Model (Fleming, 2012), four (4) com s of the Multi Ieilr@)ence

Model (Gardner, 2011), four (4) components S % iomal I\/@(Keller,

ious @d:g;s of Quran
memorization techniques from the preNE)iles and p i ma@fﬂdy to be adapted

'ﬁnlque based in VARK

learning style that can motlvaéentlayvmzm Quran. A preliminary

analysis conducted confirm the |st1n is pr is detailed in Chapter 4.

l
1.4 Research Objectives Vj 4 C;Q

Thlsstudyhast@n I 's §

entl tFu Iifm la‘representation learning model elements for

2010) including the literature review, commpari

into the model to produce the mode ural i0

% urangmem za i0 nlques based on VARK learning style.
s To design and dg'j p the model of multimedia representation learning
NS N

for motivating in memorizing Quran.

Q% iii) To evaluate the usability and user motivation of Multimedia

Representation Learning Prototype (EzHifz) for memorizing Quran.

12



1.5 Research Questions

To achieve the stated objectives of the study, several research questw ere

formulated as follows: : %

1) What are the appropriate multimedia representatio%ainmg model
on VA

elements for Quran memorization techniques bas\, RK learning

style? Yb

i) How to design and develop the mod@!m@smtaﬁon
learning for motivating in memorizing,the Quran? .

\ | &

iii)  What are the responses to th ility f'nd us mo%v}mon of

Multimedia Representation L?rn'mg \Prot\ e (@ﬂifz) for
memorizing Quran? CV '1 QE

1v) Does the usability of%zHiw) e ngmorizing Quran

influence students’ otiatio %ri ing};h% Quran?
“« Q-
1.6 Hypothesis \

\\%
X S
e
Based on the research n, one w othesis ry;i‘s/ een developed and tested through
statistical analysiii\ | g @)

S
H1: There is @ve r Ia}io I pet\@the usability of the EzHifz prototype and
4
the Studen@ ation in ni izi@e Quran.
I A
1.7 Significance of the Study \,Y’
S
? he Quran memorization methodology is widely used in Quranic fields and
6 nology fields to deliver methods and techniques to memorize the Quran (Aziz et
al.,

., 2019). The model of Quran memorization techniques based on the VARK learning

°

=

>
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style brings many benefits to the teaching and learning system, making it increasingly

popular as a tool for memorizing using a combination of techniques based on ino?ﬂul

differences in VARK learning styles. The benefit of the model is su@\sm the

different modes of presentation (Umar & Aziz, 2015) through sele&%ﬂodes of

learning depending on the strength of the individual VARK Iearnin&yTe model that

refers to the aspect of sensory modalities, enhancing the skil oworizing through
<

visualization, recognize and imitate (Leasa et al., 2017; Ra : 2P11). Therefore,

it is believed that the multimedia representation learning ' medel (Ez el), which
3

was designed based on a multimedia interactive ap that inte e# rr@‘uedia

technology, principles, and techniques may optimi e stren sen@memory

through visualizing, recognizing, and imﬂ@ Ki

memorizing the Quran verse and tranw%erefore,

model framework to adapt the m%of Co \WTF ;qz\Multimedia Learning
N,
(CTML) by Mayer (2005) and%ed foﬁr 4) mpo&/@ of the VARK Learning

Style Model (Fleming, 201 hﬁ(@] ponents of ¢he*Multiple Intelligence Model
of

(Gardner, 2011), four% 0

cs ivational Model (Keller, 2010)
including the it re evi‘a ;

’ &
parig./with previous studies of Quran

viou éﬁ(dies and preliminary study to be adapted

otivagrg students in
tud@%posed an EzHifz

:
memorization teghniques fr
#
into the model: ner
context%;h mefhari

, this
of dge in the technol@ﬁeld relating to the model design, principles, and

dfc@utes to the field of multimedia design in the

NN
n metliodology. This study also contributes to the body

\@es for the Quran memorization. This will enrich the literature review on Quran

t E
G orization techniques using multimedia design elements that focus on the new

14



approach to enhance the memorization skills based on preferred VARK learning style

and motivates user to memorize the Quran. Y~

This study applied the ADDIE Model, which explained the syste cess
to develop a model of Quran memorization techniques based on the V;% learning
style (EzHifz model) and the EzHifz application prototype. The expefimental design
was conducted to test the usability of the application and th Wotivation of the
student as respondents. This study contributes to the frame mn or the model of
the Quran memorization technique based on VARK learn tyle, oWP-fidelity
ts the EzHif rﬂogﬂ—}t‘?the

[ resedr b
\

design, and evaluation of the EzHifz prototype rep

usability and motivation that can be a guidelin N

desig V{u'e context of

This is the new approach in the reseakch

Quran memorization methodology w!\ *o&ses on th hni <<and selection of

modes of learning based on the pref@ﬁ/ARK ' gst

verse and translation. The integrati f thirteen

,t@nemorizing the Quran
N

3) Qu emorization techniques
namely reading, listening, x]enl

map, open-close, poin ighlight, associa n,'meb‘ment, and zooming in the model

4 ’ &
support the strengt ﬁ%moryls \1‘5( hile orizing the Quran through the skills

of visualizing, &«gcoghizing Itatin ."’?’his study potentially will provide an

!
alternative tfi&r)achi g aid and a' syeb(e'rgatic process of memorizing the Quran using

"
the hier% learaf spenda&l\y. The EzHifz application can enrich the Quran

memarization media as a sug@ive tool. Furthermore, the study contributes to the

e X&'on of the model of multimedia representation learning through the EzHifz

& type on the aspect of usability and motivation. Thus, it is hoped that this research
i

Il contribute theoretically, methodologically, and empirically to the body of

15



knowledge of multimedia design in the context of Quran memorization methodology to

assist Quran memorization.

1.8 Scope Of The Study *j

This study involves 35 students aged between 10-18 years in the Wase and 20

students aged between 10-15 years in the second and thirdwes from Tahfiz
Integration School, Sepang Selangor. This study implemented, the "nethod of user
testing on the EzHifz application developed that rep% zZHi el design
using survey and observation. The students were %based n sev ra, ci‘i\n-ﬁ_emd
the evaluation was performed one student at a time. This study’was du%éa"at Tahfiz
Integration School, Sepang Selangor for theyfollowing \

;XN
I.  The background student select\ﬁg))t mem
prototype (Surah Al-Insaam) and has go l@s year of experience
_ e, S
memorizing the Quran. @ “
ii.  All students are encoura anjt use %pes of mushaf by the school

orizd'thé Q@%

before being tadght how to me h
4 b 4 %
iii.  All students trai \w{ orize lﬁ_e, uran verses with their translations

using t@s el %

ﬁroposed by the school for the Quran

memo&’n (Per wo E_c/')
: N N :
iv. i lineswith dé“development which focuses on the methods and
b4

Sch ques to memorizec_ﬂ)w;z(suran. The model was created to support a digital
N

E\earning environment with the principles of multimedia design.

16



1.9 Research Framework

Figure 1.1 summarizes the research framework for EzHifz Model Deq'Q The
framework discussed the work processes involved in this study._{e’asearch
framework is based on the ADDIE instructional design model (G et al., 2005).
Three (3) main phases are involved in this study: the analysis, ‘phase, design,

development, and implementation phase as well as the vaIthase. The study
adapts the Cognitive Theory of Multimedia Learning ( 5) Qe]raoyed four
(4) components of the VARK Learning Style del (Fleming, ,‘four(4)
- | &
components of the Multiple Intelligence Model ( er, 20}1) four (4) c‘d_(ﬁtponents
\mg\t e Iiter@e review,

ique %?n the previous
4 The_@s an evaluation of

of ARCS Motivational Model (Keller, 201@) incl

comparison with previous studies of Qura@“xiz i

studies and preliminary study to be adaptethinto the mo

the learnability and user satisfacti o?then %’n
iChy, 1

4]
(Nielsen, 1994; Nielsen & I\\ 990) tiva&&f users using the ARCS

motivational model (Ke Ierw. %\
[
isp

In the analys , the afalysi siﬂ‘%ejpcused on the requirement analysis

of the study and m rev'e@\is sta
NS

jecti the model to develop a defined purpose,

model, defini Nrob m, an
objectives uire uenﬂo th 4élllifz model design to determine the functions
d. 71

deb‘%s}g Nielsen’s usability

e

ployed the first step in the ADDIE

Y

@D

s

he r‘wiew of the study covers the topic of multimedia

and pr:c an invol
ele% nd tools in Iearnﬁ;? different learning styles of the learner, sensory

ies in memorization, Quran memorization techniques, and their applications

Oign, as well as theories of CTML, VARK learning style and Multiple Intelligence

Model (MI) that was related to cognitive intelligence. Cognitive Theory Multimedia
17



Learning (CTML) was selected as the theory for this study due to its suitability and
practicality. It is also based on the human information processing system and iw
cognitive processes in multimedia learning through the interpretation o@wedia
presentation elements (selected and organized dynamically) to producﬁ'l&al mental
constructs. The researcher performed the literature review and Wrison with

Mn the cognitive

ropriate elements for

ique Mlyzed by
X
comparing the Quran memorization techniques elem nd thelr a cdti(@'here
are limited studies conducted in the areas e@ ' focuéﬁa on the
Y.
ted to Qur

cognitive multimedia learning viewpoint an emori@bn techniques

based on the VARK learning style. %e, it is possible t@plement adapted

elements of CTML in the modeﬁﬁjgn of \aﬂ%e gﬂ}ation techniques for

N,
visualizing, recognizing, and i% the ?Qura c')tr

The comparative analysi Mete g?}used Quran memorization

techniques elements.% m(:sl S:ladebed with thirteen (13) Quran

memorization tew elifbj(( ading.istening, comprehension, repetition,
keyword, segrr% , Vi ', oé’fclose, pointer, highlight, association,
¢

movement, 00ming); mul eﬁlaﬂigentation elements (pictures of body motion

NN
and har% es) ins I,Wordé}nd pictures; sensory memory elements (visual,
X

audjmheading, and kinesth@eplacing eyes, and ears; working memory elements

previous studies to understand the concept of cognitive intelli

multimedia learning environment to adapt Mayer’s model

the EzHifz model design. Previous methods and t

anslations memorized.

Xestures model) instead of images, pictorial model, voice and verbal model; and




literature review, comparison with previous studies, and preliminary study answered

the first (1) research question of this study. Y*
The design phase involves the low-fidelity EzHifz model desi@g the
low-fidelity embedded with Mayer’s model and its adapted elements thirteen

(13) Quran memorization techniques, one (1) multimedia presentatioWent, four (4)
sensory memory elements, and two (2) working memory ele W this phase, the
functionality was applied to decide how the low-fidelity &;Hi[z model design
and foundation of the EzHifz model interface was positiened i IWM learning

@

strategy. This step visually conceptualized the mai tures of t EiH‘i@odel

design. This stage employed the proposed ele m @ i ph@wd added
the elements of the ARCS motivational médel using fidelity~pamel szfidelity and

high-fidelity. The fidelity steps invol %ing the
Si gfg\aper-based and digital

model design is finalized. The sket@gswas per\negu
N

design using Adobe Photoshop%e. Th% output of thisydesign phase is the EzHifz

&

model design. The results MZH[ odel degl nd validation answered the
second (2) research qu% this study. I 'fle' do@'opment phase, the flowchart and
&

4
storyboards Werelilgdﬁgted to lp \|dg n arggement of the content, the connection
ns navi a:: ;Lrou@ﬁe application. This phase also develops
¢

between the scr&

!

elements of zHifz mode] a tléﬁégmotivational model (Attention, Relevance,
% NN

Confid tisfagti he @n interfaces were performed using Adobe

Y-

Pho and Macromedia Fl\e%'r/software. The output from this development phase
pE\dH an EzHifz application prototype. In the implementation phase, the testing
ia, testing units, and testing integration of media and units were conducted through

n interview with twenty (20) students at Tahfiz Integration School, Sepang Selangor.
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The EzHifz model design elements were validated by six (6) experts from the Quran
field and the Educational Technology field. The results from the interviw
validation processes are discussed in detail in Chapter 4. The EzHif tion
represents the EzHifz model and was then tested and evaluated in the eéw'on phase.

In the evaluation phase, the EzHifz prototype was tested on‘the aspect of the

iMmental method

corrponents of the

isfac ioWen, 1994;
"a X
ARCS moti aﬂo@odel

at % e E{imz model
i IS stud@vva; performed

i inc@%g the percentage

usability of the application and user motivation using the qu

with purposive sampling. The evaluation phase emplo

Nielsen usability model namely learnability and use

Nielsen & Molich, 1990), and four components o

(Keller, 2010). The testing of the EzHifz prot

was conducted with twenty (20) students. TW

using SPSS 23.0 through descriptive waatlon ana

of success. The results of the EzHif otype an\m&
siof this-study. Overall, this study

answer the third (3) and fourth%rch uesti
x &
th

has positively contributed m l ultim representation learning for

motivating in memori curan

4 $ &

model design, and alidatiifﬁw emegand EzHifz application prototype. The
A

responses of evaluation we in pect of usability of the application and
¢

p h@&were the direction to
N,

o

rse d'tra@tions, the fidelity of the EzHifz

!
user motiv h is hoped at&h%;rgposed EzHifz application prototypes that
& :
[

represer%

the . The results of the e a.@'e{tion phases are discussed in Chapter 5. The research

fg\em)rk for this study is shown in Figure 1.1.

fz maode ign u@as a supportive tool and motivate in memorizing
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(1) ° Memory (2) o ] ] , -
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= body motions 21T |S (Y
2 and hand AL model ‘ o~
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a gestures ) vl Model (4) 1» of user in
Quran Memorization Techniques (13) a | N S Y Attention memorizing
< i : EzHifz Pro'tot\g)e for Relevance the Quran
o v - memorizing Quran -
w w2 3§ 2 5 L E D5 S o & Confidence
S E£00EE8RIEDPEESZS 6
T $S 8 c 53 £ E 3= 2 Satisfaction
s 20 Yo 85506 >8 =
25 ggEtaasfQ8328
g o % g < =s
o
Role 35 students & 3 te‘a'éhe.rs':" 20 students & 6 experts 20 students
Instrument Questionnaire, Observatidﬁ, nterview Interview, Questionnaire Questionnaire, Observation

Figure 1.1: Research Framework
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1.10 Theoretical Framework

The theoretical framework is the foundation of the research structure whi hx;s
several theories and models that support the research conducted. H&heoretical
framework is also used as a direction for the whole study by guidirWselection of
effective teaching and learning processes and practices (Wang, ) and assisting
development (Kumar & Mohite, 2016). Based on the litera mtrieory and model
related to this study, the researcher illustrated the the al fra eWthis study
L 2
as in Figure 1.2. This study employed the Cognitiv ory of Multimedia k_gr:ing

g

(CTML) (Richard E. Mayer 2005) as the foundation theory f6r this udy‘.\/’RTis theory

o\élop %&ent mental

representations and to understand the i &@)n learn ing sﬁ&y modalities and

is most suitable for this study. The ¢lements in ’s?he ry{%re also mapped with
) N
ents for th

the proposed EzHifz model desi ifz prototype from the literature

was chosen because it focused encour student

analysis for memorizing the Quran. Fo mpon@ from Mayer’s model are (i)
[res) (i

multimedia presentati%xs, pict %

i) s@ory memory (ears, eyes); (iii)

4 2
working memory (swds- ejﬁg, im@ctorial model); and (iv) long term
i ea

rc 0 integrates four (4) elements (visual,

memory (prior Kno ge)

e

auditory, read%‘xd kjfsthet d'thEJ RK Learning Style Model (Fleming, 2012),

four (4) gle S (Iigg stip;:vi u \tial, bodily-kinesthetic, and musical) from the

Mu@nt Iligence Model (M@/ Gardner, 2011) and four (4) elements (attention,
\

rEﬁNe, confidence, and satisfaction) of ARCS motivational model (Keller, 2010) to

n the EzHifz Model. The evaluation of the EzHifz prototype proposed two

Qmen‘[s (learnability and user satisfaction) of Nielsen’s Usability Model (Nielsen,

22



1993) for evaluation of the application usability and four elements (attention, relevance,
confidence, and satisfaction) of the ARCS Motivational Model (Keller, ZOW
evaluating the user’s motivation. ADDIE model (Gagne et al., 2005) was i nted

throughout the phases. Figure 1.2 illustrates the theoretical frameworkﬂk study.
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Multimedia
Presentation (1)
Pictures of body

motions and hand
gestures

Quran \
Memorization
Techniques (13)
Reading
Listening
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Open-close
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Segmentation

Multimedia Learning

CTML
(Richard E. Mayer 2005)
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Highlight
Zooming,
Movement
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Keyword

Sensory

Visual
Auditory
Reading
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S
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C

Working
Memory (2)
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Figure 1.2: Theoretical Framework
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1.11 Conceptual Framework

The conceptual framework of this study is the procedure of stfhe; to

conduct the entire research, with the related theories and models. It i structed to
help researchers to make an action more regular for the design evelopment

(Zakaria & Abdul Nasir, 2020) of systematic processes based ows. The research

conducted is a study on a model of Quran memorization techni ”Z basid on the VARK
learning style (EzHifz model) for memorizing the Q The fr nghlighted
o o

the theory and models behind the design and devel t of EzHifz Sf‘ Sf\@ertive

tool that can motivate students in memorizing ased on.the oble\rﬁ;(é‘tatement

of the study, the main objective of the stu

'deng'\fy\lemen odel for the
Quran memorization technique base@RK learni tylﬁd implement the

design model of the Multimedia Representat \t{* ugh the application
E' ’ S
prototype. This serves to contri@we wledggln the multimedia design

technology field by developing ulti ese n learning model for Quran

=

memorization techniq% 0 Iehm@ style (EzHifz model) for the
4
Quranic. Figure 1.3ysummari \hK nceptUal” framework that shows the whole

i
RS ?} %g
)

=

by

(o
&
S
S
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Multimedia Representation Learning Model for Motivating in Memorizing Quran

(EzHifz Model)

A 4

Cognitive Theory
Multimedia Learning
(Richard E. Mayer 2005)

\

\ 4

VARK Learning
Style Model
(N. Fleming, 2012)

l

Multiple
Intelligence Model
(Gardner, 2011)

l

Usability
Model
( Nielsen, 1993)

l

ARCS motivational
Model
(Keller, 2010)

/

ADDIE Instructional Design Model

(Preliminary Study)
LR, VARK Questionnaire,
Observation, Interview,
Comparison with previous studies

(Gagne, 2005)

Analysis Phase

(Pilot Test-Low Fidelity)
Interview
Fleiss’ kappa Interrater Analysis
Thematic Analysis

Design, Development, and
Implementation Phase

(Quasi Experimental)
Survey, Observation,
SPSS Descriptive Analysis,
Percentage of user success

Evaluation Phase

| N e e’ e ————

Figure 1.3: Conceptual Framework
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This study consisted of three main phases, namely the analysis phase, design,
development, and implementation phase as well as the evaluation phase. This r
applied the ADDIE instructional design model (Gagne et al., 2005). In ﬁ%ﬁlysis
phase, the literature review was performed on the Cognitive Theory'Nultimedia
Learning (CTML) by Richard E. Mayer (2005). The conceptual framWs employed
Mayer’s Theory as the foundation theory and concept for this study¥with other three
models of the VARK Learning Style model (Fleming, 201 ]Y\Tult"ple Intelligence
model (Gardner, 2011), and the ARCS motivational mo Keller, W it was the
most suitable theory and model that focused @uman e Isy_@‘rthat
encourages students to develop coherent ment en% 0 ung?étand the
information learned using sensory modaliti qudii n kno@vg; using the
principles of multimedia design base %K learni le. <<Iiterature review
and comparison with previous studi re perfo t? [ ,(@é‘appropriate elements

N,
of the EzHifz model design for. izin Qhe Quran. Tl@lase produced proposed

elements of a multimedia %iol ures of b otions and hand gestures),
0 din

}'neq\betics), working memory (signs,
orizgnl techniques (reading, listening,
n, s@éntation, association, pointer, highlight,
zooming, t, visual ,{eyw ). The ADDIE model was applied in this
analysis(ré%'guidb S 'gher fsé\h?e requirement analysis of the study. The results
of Iig&e review are the dir mﬁ?ﬁ to answer the research questions of this study. The
@f this phase are discussed in Chapter 5.

In the design, development, and implementation phase, the conceptual

Qmework also included the models and approaches adapted to guide the design and
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development. The proposed elements of a multimedia presentation (pictures of body
motions and hand gestures), memory sensory (visual, auditory, reading, kinest?’),
working memory (signs, gestures model), and Quran memorization techniq(e%&ding,
listening, comprehension, open-close, repetition, segmentation, ass , pointer,
highlight, zooming, movement, visual map, keyword) was used in tth phase for
designing the EzHifz model design. In addition, the ARCS m imal model design
(Keller, 2010) was also incorporated into the fidelity QY;o'el design. The
prototyping technique (low fidelity to high fidelity) was lem twinain tool
in designing the EzHifz model and EzHifz applicati ototype. T rds@his
phase are discussed in Chapter 4. 4 .\T

N\

Finally, in the evaluation phase, the EzHlifz p:?to was,@;ﬁated in the
aspect of usability and motivation. Th %models applied w@ielsen’s usability
model (Nielsen, 1993) used to meaﬁ(aj\e usabilt The p;'lﬁ‘cation, and the ARCS
motivational model (Keller, ZOJ%alua user @tiv%@ The results of this phase
are discussed in chapter fiv mha 0 hie\@ third objective (see Chapter

!

ultlms@ representation learning model

1), to validate the deSi el of
4 2
the~usabil

&
(EzHifz model) mumﬁ -1t¥(of application prototype and user’s
motivation.
\ I ' C‘R
Overall, congeptua ra‘]e@r aimed at illustrating how the objectives of

the stu% achigV: fonn ing the elements of theories and models in the

| Y g |
fra to design the EzH fz%{odel for memorizing the Quran and developing the

\bﬂpplication prototype. The design and development of Quran memorization

Gai ues based on the VARK learning style (EzHifz model) were to serve a student
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as a supportive tool to memorize the Quran and motivate them to continuously

memorize the Quran.

Some definitions of related terms used in this study are:

1.12 Operational Definitions : ,

1.12.1 Multimedia Yv

Multimedia is a combination of more than one pe f%nd audio
@

representations that represent elements of the te@betic nu ri,:) @Ol&

images, pictures, audio, video, and animations usu with ghe' ai ftecq-:ology to
NV

enhance understanding or memorization (Guan &t al.
Mayer, 2017) \(q

1.12.2 Multimedia Design G) 0>\y1 §

“« Q-

Multimedia design is the asN n of t S @edia that can include any
N

combination of visual, tdio%xt, pictarial, dlar@on (Vaughan, 2014)

4 ¢ &
1.12.3 Multimedi WUctior \ é./
& N
Multimedia i Mnal efers toyprésentihg’words and pictures that are intended to
WT

v@s’can be in a spoken form of narration or printed

b 4
form Swnscreen t. 'Fhe pi,‘tures can be in a static form namely illustrations,
ams,

N
di maps, or photos, ?r(?dynamic forms namely animation or video. Some

\R. Mgﬁﬁoos; R. E.

foster lear yer, 2019

A%)n uses of multimedia in e-learning include animation, video, or static graphics

O\h accompanying narration; an animation, video, or static graphic with accompanying
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onscreen text; or a computer-based interactive game, simulation, or activity that

includes spoken or printed text ( Mayer, 2017). . Y-
1.12.4 Memory 3 : ,

Memory involves recalling various kinds of knowledge that all ople to act

appropriately. A filtering process is used to decide what information gets further

cez, detelrmining which

information is paid attention to in the environment an itisi tew he extent

L ]
to which it takes place affects people’s ability to r@ information at'r._'{dgore
eitrsp

rocessed ingterms of thinking
¥

processed and memorized. Initially, encoding takes

attention that is paid to information and the m
about it and comparing it with other knowledge, the m h\it IS t%s emembered.

Thus, how information is interpreted @s encou gre@affects how it is

represented in memory and how easy it is to ret \w%e ently (Wang, 2020).
S

o 4
1.12.5 Memorization \ ACS—
N
Memorization is one @f the %dagogi ya[n% hich is a mental process that
; ing a

: : . 1 . :
emphasizes meaningful experi Es& ng r@dproducmg those experiences when

9\ g
needed to solve Mm. I orization a@eans to preserve, remember, take care
of, and contr@as e%g{! f(rirmbeing forgotten or damaged so that it is not

lost (SU@ms)’ )"
Y.
: h : N
1.1.\ iversal Design \c')

‘%sal design is focused on diversity and choice for the user and is applied to all

sign disciplines, including those that focused on built environments, products, and

&7

communications. The principles were intended to guide the design process, allow
30



systematic evaluation of designs, and assist in educating both designers and consumers

about the features of more usable design purposes (Padden et al., 2017, Wolfgaw%

Korydon H., 2011) (}
1.12.7 Interaction Design ‘

Interaction design is concerned with designing interactive product upport the way
people communicate and interact in their every day an g Iv . Interaction

design is to develop interactive products that are usable."By_ this, ducts that

are generally easy to learn, effective to use and p@n enjo able se’ e_\ ence
(Sharp et al., 2019).

M S
1.12.8 Usability (\/, L &

Standardi Yrsn\ o) &9241 11 (1998) defines

by @ parti I r us@ achieve a specific goal

The International Organization fo
usability as when a product can be

effectively, and efficiently achi on. Ushb lity is a qualitative attribute
oEuct

that describes the extenf'to which a pr p@n is easy to use. Usability also
: ) 4 .‘

refers to the user i terfac im n se e during the design process, and
accessibility durw afte |mr\I6Q} ntation (Pinto-Corredor et al., 2021).

Ny oy e
Usability test% ensuré th he pr&mct design can be used by the target users.
O
ent n

Therefor qU|r us terface issues must be considered in all phases

of de development to EIZ%JX:[hat new products are easy to learn and easy to use

(feﬁgn et al., 2019). N
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1.12.9 Quran memorization (Per Word) Course

Quran memorization (Per Word) is a course offered at the location study. Tﬂgrse

provides the memorization methodologies and techniques for memoriz gﬁQuran
word-by-word and entire verses with their translations. The Q memorization
methodology implemented includes the memorization technique, (Per*word) using a

conventional approach. Two types of mushaf are used i tf?&!hing process as a

learning material in the classroom. '
O
1.13 Thesis Structure ' _{.)\Y'
This thesis consists of six chapters. Chapter entsNb\ opsi the thesis
including the research background, problem men‘tjre ch czlil@ tives, research
questions, hypothesis, significance of the ) scope of t study@earch framework,
theoretical framework, conceptu w r e atlo@defmltlons Chapter 2
. . o

reviews the relevant literature studie d dewvelops tQ?;*Theoretlcal and conceptual
framework. Chapter 3 ela he r e rch \hodology including research
design, data coIIectl lnstruments reliability, quasi-

experimental, and se rodedu hapte@te{aborated on the model of Multimedia

representatlo e ng d |"z EL)@) and the development processes of the
EzHifz pr onS| ing ree es of the ADDIE model. Chapter 5 explains
the fi d da( yﬁs ofsthe research with quantitative data supported by
qu data. Chapter 6 sm-giﬂarlzes the research with a discussion, implications,

‘%h contribution, recommendations for future research, and conclusions.

N
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1.14 Conclusion

This chapter has discussed the research background, problem statemen(& rch
objectives, research questions, and hypothesis. The significance of the @scope,
research framework, theoretical framework, conceptual framework, operational
definitions, thesis structure, and conclusion will also be discusse 'n&::apter study.

This study develops the model of multimedia representation Iw (EzHifz model).

(lry that support
individual differences through a combination of fougmodesof Mmksgyles.
Although there are various Quran memorizatio&ion; th@cn’)ost of
them are not designed to support the integrationw of. K Iear@ style with

an effective memorizing technique in tW\e 1a desi merLi.sTherefore, this

study is to develop a model that enable udew se _@ppropriate VARK

learning style according to their efé}ed \%e ni le in the process of
g sty g o y w Y
memorizing the Quran using VK ive mUkimedia teﬁ&)gy approaches. The next
N
of this st

chapter will describe the lite revi i -
p N" f” N
v

The model developed is designed to use multiple 0

D




