THE USE OF LEARNING OBJECT IN 3D CHARACTER MODELING LESSON:
A PERCEPTION STUDY AMONG DIGITAL ARTS STUDENT

NURUL FATHIHIN BT HJ. MOHD NOOR SHAH

UNIVERSITI UTARA MALAYSIA 2011



A PERCEPTION STUDY AMONG DIGITAL ARTS STUDENT

A project submitted to Dean of Research and Postgraduate Studies in partial
Fulfilment of the requirement for the degree
Master of Science (Information Technology)
Universiti Utara Malaysia

By
Nurul Fathihin Bt Mohd Noor Shah



KOLEJ SASTERA DAN SAINS
(College of Arts and Sciences)
Universiti Utara Malaysia

PERAKUAN KERJA KERTAS PROJEK
(Certificate of Project Paper)

Saya, yéng bertandatangan, mempérakukan bahawa
(I the undersigned, certifies that)

NURUL FATHIHIN MOHD NOOR SHAH
804832]

calon untuk ljazah
(candidate for the degree of) MSc. {Information Technology)

telah mengemukakan kertas projek yang bertajuk
(has presented ius/ her project of the following title)

THE USE OF LEAR‘NING OBJECT IN 3D CHARACTER MODELING LESSON :
A PERCEPTION STUDY AMONG DIGITAL ARTS STUDENT

seperti yang tercatat di muka surat tajuk dan kulit kertas projek
(as it appears on the title page and front cover of project)

bahawa kertas projek tersebut boleh diterima dari segi bentuk serta kandungan
dan meliputi bidang ilmu dengan memuaskan.
(that this project is in acceptable form and content, and that a satisfactory
knowledge of the field is covered by the project).

Nama Penyelia
(Name of Supervisor) : ASSOC. PROF. ABDUL NASIR ZULKIFLI

Tandatangan . é
(Signature) W arikh (Date) : 2 {/ 3.! .9

Nama Penilai
(Name of Evaluator) : MR. FAKHRUL ANUAR AZIZ
é

Tandatan
(SaIZnZture%an : _ﬁ/__' Tarikh (Date) : "?/ -L/an




PERMISSION TO USE

In presenting this project in partial fulfilment of the requirements for a postgraduate degree from
Universiti Utara Malaysia, I agree that the University Library may make it freely available for
inspection. I further agree that permission for copying of this project in any manner, in whole or
in part, for scholarly purpose may be granted by my supervisor(s) or, in their absence by the
Dean of Postgraduate and Research. It is understood that any copying or publication or use of
this project or parts thereof for financial gain shall not be allowed without my written
permission. It is also understood that due recognition shall be given to me and to Universiti
Utara Malaysia for any scholarly use which may be made of any material from my project.

Requests for permission to copy or to make other use of materials in this project, in
whole or in part, should be addressed to

Dean of Research and Postgraduate Studies
College of Arts and Sciences
Universiti Utara Malaysia
06010 UUM Sintok
Kedah Darul Aman
Malaysia



ABSTRAK

Pada masa sekarang, pembelajaran menggunakan “learning object” telah
memimpin dunia pendidikan dengan teknologi pembelajaran yang lebih berkesan dalam
meningkatkan lagi pembangunan instruksional, reka bentuk dan penyampaian kandungan
sesebuah pembelajaran. Ini telah membawa paradigma baru dalam kaedah pengajaran
dan pembelajaran. Fokus kajian ini adalah untuk melakukan kajian persepsi penerimaan
di kalangan pelajar seni digital Politeknik Tuanku Syed Sirajuddin Polythenic (PTSS),
Perlis terhadap penggunaan “learning object” dalam pelajaran bagi penghasilan watak
3D Modeling. Tujuan dari aplikasi ini adalah untuk membantu pelajar sebagai panduan
bagi mereka untuk melakukan dan menyelesaikan tugasan mereka dan juga untuk
meningkatkan dan memahirkan lagi kemahiran 3D Modeling pelajar. Metodologi
Rekabentuk Penyelidikan (GMDR) oleh Vaishnavi dan Kuechler (2004) digunakan
untuk membangunkan dan menilai aplikasi. Penilaian terhadap penerimaan dan
peningkatan pembelajaran selepas menggunakan aplikasi di kalangan pelajar
dilakukan. Pada akhir kajian ini, penggunaan “learning object” di dalam pembelajaran
bagi menghasilkan watak 3D berpotensi digunakan dalam kaedah mengajar dan proses

pembelajaran pelajar di dalam kelas.



ABSTRACT

Currently learning object leads education worlds with the instructional technology
towards more effective instructional design, development and delivery of learning
content. It has brought new paradigms in the way people teach and learn. The focus
of this research is to conduct a perception study among digital arts students of
Polythenic Tuanku Syed Sirajuddin (PTSS), Perlis towards the use of learning object
in 3D Character Modeling lesson. The purpose of this application is to help student as
guidance for them to do and finish their assessment and also to enhance and improve
their 3D skills. Methodology of Design Research (GMDR) by Vaishnavi and
Kuechler (2004) was used to develop and evaluate the application. An evaluation on
the acceptance and learn ability of the application among the students carried out. At
the end of this study, the potential use of learning object in 3D Character Modeling in

the teaching and learning process can be made.
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CHAPTER 1

INTRODUCTION

This purpose of this study is to determine the perception among the digital arts
student's of Polytechnic Tuanku Syed Sirajuddin (PTSS) in Perlis towards the use
of learning object for 3D character modelling lesson. This chapter briefly explains
the background of the study by providing an overview of learning objects and the
use. Besides that, problem statement, objectives, significance and scope of the

study will also be introduced in this chapter.

1.1 Background

Nowadays, a process of teaching and learning had grown rapidly together with the
technological improvement from time to time. Educators need to adapt with the
existing modemn technology and computer science curriculum to support 21%
century learning. Modern students learn differently from those in the past and
aware of the growth of technology in their daily live. When student learning

styles are matched with instructional strategies, student achievement is
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