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Abstrak

Kajian ini menumpukan kepada usaha untuk membangunkan satu bahan
pembelajaran tambahan prosedur menunaikan Haji. Berdasarkan kajian awal, bahan-
bahan tambahan dan kaedah pembelajaran didapati kurang berkesan dalam memberi
kefahaman yang jelas kepada pengguna, sama ada yang muda mahu pun yang tua.
Kebanyakan bahan tambahan sedia ada adalah berdasarkan pembelajaran pasif.
Untuk menyediakan bahan pembelajaran yang lebih baik yang mampu menyokong
pembelajaran aktif dan pembelajaran kendiri, kajian ini menggabungkan persekitaran
maya (PM) dan teknologi multimedia (MM) untuk membangunkan prototaip Haji
Maya (V-Hajj). Garis panduan reka bentuk pembujukan juga telah disesuaikan bagi
memujuk pengguna terutamanya orang dewasa untuk mengubah persepsi mereka
terhadap penggunaan bahan berasaskan komputer. Dengan menggunakan elemen-
elemen penting tertentu, satu model konseptual persekitan pembelajaran Haji telah
dibina. Model ini menitikberatkan prinsip pembelajaran MM, Teori Kognitif
Pembelajaran MM, Teori Konstruktivi PM, Prinsip Teknologi Pembujukan, proses
pengarangan MM, proses pengarangan PM dan garis panduan reka bentuk
pembujukan. Model tersebut dan prototaip perisian merupakan penyumbang utama
dalam kajianini. Metodologi yang digunakan dalam kajian ini merupakan gabungan
reka bentuk penyelidikan yang disesuaikan daripadaVaishnavi dan Kuechler pada
tahun 2008. Metodologi ini menggabungkan proses dan kaedah yang digunakan
untuk pengarangan PM dan pengarangan MM untuk menghasilkan prototaip V-Hajj.
Penilaian pakar mendedahkan beberapa batasan prototaip, dan ia telah dibaikpulih.
Sementara itu, keputusan penilaian pengguna mendedahkan bahawa prototaip V-Hajj
telah memberi indikasi yang baik kepada penggunaan dan kebolehgunaan, serta
kesan pembujukan prototaip V-Hajj sebagai bahan tambahan pembelajaran Haji
kepada pengguna. Kesimpulannya, integrasi MM, PM dan teknologi pembujukan
dalam mereka bentuk dan membangunkan bahan pembelajaran tambahan Haji
membantu pengguna untuk belajar dengan lebih baik. Walaubagaimanapun, terdapat
batasan tertentu yang masih perlu diperbaiki pada masa akan datang, seperti
menambah bilangan responden dalam kajian.

Kata kunci: Haji, Teknologi multimedia, Persekitaran maya, Teknologi pembujukan
i



Abstract

This study focuses on an attempt to develop a supplementary learning material for
the procedures to perform the Hajj. From the preliminary studies, the existing
supplementary materials and learning methods were found to be less effective in
giving a clear understanding to the users, whether they are youngsters or elders.
Moreover, most of the current supplementary materials are based on passive learning
mode. To provide a better supplementary learning material which supports active
learning and self-directed learning, this study incorporates virtual environments (VE)
and Multimedia (MM) technologies to develop Virtual Hajj (V-Hajj) prototype.
Certain persuasive design guidelines were also adapted to persuade users particularly
the elders to change their view in using computer-based material. By employing
certain important elements, a conceptual model of persuasive Hajj learning
environment was constructed. It consists of MM learning principle, Cognitive
Theory of MM Learning, VE constructivist theory, persuasive technology principles,
MM authoring processes, VE authoring processes and persuasive design guidelines.
The model and its courseware prototype are the major contributions of this study.
The methodology used in this study is an adaptation of the research design used by
Vaishnavi and Kuechler in 2008. It combines the processes and methods used for VE
authoring and MM authoring to produce V-Hajj prototype. The expert evaluation
revealed some limitations of the prototype and the limitations have been fixed.
Meanwhile, the user evaluation results revealed that the VV-Hajj prototype provided
good indication of the applicability and usability as well as the persuasive effect of
the V-Hajj prototype as a supplementary Hajj learning material to the users. In
conclusion, an integration of multimedia, virtual environment and persuasive
technology in designing and developing a supplementary Hajj learning material has
helped users to learn better. However, certain limitations do remain, such as the
number of respondents involved in this study. This will be rectified in the future.
Keywords: Hajj, Multimedia technology, Virtual environment, Persuasive
technology
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CHAPTER ONE
INTRODUCTION

1.1 Overview

This chapter presents the background of the research focus. Then, it leads to the
statement of the problems, a preliminary study to validate the problems and the
purpose of the study. Finally, it describes the research questions, the research

objectives, the research scope, and the research hypotheses of this study.

1.2 Research Background

Hajj is one of the five pillars of Islam. Every capable and able-bodied Muslim is
obliged to make the pilgrimage to Mecca at least once in their lifetime. In Malaysia,
Lembaga Tabung Haji (LTH) is the entrusted organization to handle Hajj matters
before pilgrims leave for Mecca, such as Hajj learning courses. The courses include
talks and practical sessions (Tabung Haji, 2010). The Hajj procedures are complex
where a lot of information, rules, tasks, practical steps and Al-Quran verses, doa and
zikr that have to be learnt and understood. Even though comprehensive courses are
provided by the LTH for the pilgrims, supplementary learning materials are still
required (Jamaan, 2010). The supplementary materials are available in the form of
books, cassettes, CDs/DVDs and video tapes. These approaches seem more likely to
be passive rather than active learning approach (Mayer, 2005). According to Mayer
(2001), passive learning results in low retention and understanding towards the

learning process.

The increasing importance of new and improved techniques and technologies has

over the past few years led to the use of new technologies as learning and training
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