
UNIVERSITI TEKNOLOGI MARA  
 

 

 

 

 

LEARNING APPLICATION FOR 

CONVERSATIONAL MANDARIN 

LANGUAGE  
 

 

 

 

 

 

NABIHAH BINTI MUSA 

 

 

 

Thesis submitted in fulfillment of the requirement for 

Bachelor of Information Technology (Hons.) 

Faculty of Computer and Mathematical Sciences 
 

 

 

 

 

DECEMBER 2018 



ii 
 

STUDENT DECLARATION 

 

 

I certify that this thesis and the project to which it refers is the product of my own work 

and that any idea or quotation from the work of other people, published or otherwise 

are fully acknowledged in accordance with the standard referring practices of the 

discipline.  

 

 

……………………… 

NABIHAH BINTI MUSA 

2015106267 

 

 

DECEMBER 8, 2018 

 

 

 

 

 

 

 

 

 

 

 

 



iv 
 

ABSTRACT 
 

Educational technology is has rapidly grown faster due to the cycle of time. Ideally, 

educational technology should be interactive and attractive for learning Mandarin 

language. The application development methodology employs the feasibility phase 

and Instructional Design Model by Alessi and Trollip. The application is to help the 

student to memorize and pronounce the words correctly using a multimedia approach. 

The Quasi experiment was done to measure its effectiveness in enhancing word recall 

and pronunciation in Mandarin language. The results indicate that multimedia 

approach can influence the performance of students since the results obtained by 

students more reliable and positive. It is shown that the Learning Conversational 

Mandarin Language application is effective for student in learning Mandarin language. 

It was found that by adapting these multimedia principles such as personalization 

principle, spatial contiguity principle and audio principle into the learning application, 

the word recall and pronunciation in Mandarin language among students could be 

enhanced.   

 

Keywords: multimedia, learning application, Mandarin language, word recall, 

pronunciation, student, effectiveness 
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