UDK 004.415:37.018.43

AN INTERACTIVE EDUCATIONAL MULTIMEDIA PROJECT

FOR LEARNING NEW HOBBIES IN A CREATIVE WAY
Alogleh Faris Ahmad Zuhier
Supervisor — Dr. Abu Jassar Amer Tahseen
Ajloun National University, Information Technology College, Ajloun, Jordan
Phone number +962 781 060002, e-mail: Aloglehfares@gmail.com

The massive advancement in the field of informational technology,
including an upgrade in software and fiber optic connections, has significantly
enhanced the capacity of different institutions in speeding up and extending their
range of services and capabilities. In education, the design of multimedia
software for teaching students through an online setting has been the focus of
attention, effort, and support in lots of countries. This research describes the
essential features of an interactive multimedia learning environment.

Designing a website or app that helps people learn a new skill or hobby can
be a rewarding and challenging project [1-5], so that we go into some detail on
this topic.

Here are a few considerations to keep in mind as you start to design your
website or application.

1. Define your target audience: Who are you trying to reach with your
website or app? What are their goals and motivations for learning a new skill or
hobby? Understanding your target audience will help you tailor your content and
design to meet their needs and interests.

2. Choose the right content and features: Think about what types of content
and features will be most useful and engaging for your target audience. This
could include video tutorials, interactive exercises, quizzes, and forums for
discussion.

3. Consider the user experience: Make sure your website or app is easy to
navigate and use. Use clear and concise language, and consider including
helpful features such as search functions and bookmarking options.

4. Keep it visually appealing: Use attractive and relevant visuals to help
engage your users and make your website or app more visually appealing. This
could include photos, illustrations, and graphics.

5. Make it mobile-friendly: Many people use their smartphones to access
websites and apps, so it's important to make sure your design is mobile-friendly.
This means that it should look good and be easy to use on smaller screens.

6. By following these guidelines, you can create a website or app that
effectively helps people learn a new skill or hobby in a user-friendly and
engaging way.

| suggest that color should be placed under the control of the user where
possible. The best contrasts are achieved with blue, black, or red on white or
white, yellow, or green on black.
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Animation can sometimes shorten learning times by illustrating changes in
the operation or state of things; showing dangerous, rapid, or rare events; or
explaining abstract concepts. For some, animation increases interest and holds
attention better than text or audio, Video (motion or sequences of still graphics)
can be used to show action and processes and to illustrate events that users
cannot see directly or clearly in real time. Video, when used skillfully and
artistically, can also emotionally move observers and can produce impacts
affecting attitudes similar to in-person observation of real events.

| suggests that hypertext should be used more to provide access to
information than for actual teaching, in recognition of the need for hypertext
materials to be placed in context for maximum impact (especially for less
experienced or less capable learners). By using hypermedia huge amounts of
information from various media can be compact, conveniently accessible form,
and can easily be included in learning materials. Hypermedia potentially permit
more learner control (users can choose whether or when to follow the available
links).

| believe this project will be very useful for learning people new hobbies in
an interactive way that includes multimedia elements like animation, images and
videos and so on.

| suggest to support the project with practical training teams for some
hobbies such as swimming that can help people to apply what they have learned
for suitable amount of money once a week.

| know this project will be expensive and not easy to build but however its
benefit will outweigh the cost.
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