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Abstract: Learning methods play an important role and receive special attentions in our 

OLIH��:H�OLYH�LQ�GLJLWDO�HUD��ZKHUH�HYHU\RQH�ZDQWV�VRPHWKLQJ�HI¿FLHQW��HIIHFWLYH��G\QDPLF��

fast and interactive. The term ‘interactive’ appears in two distinct strands of educational 

research discourse: one concerning pedagogy and the other concerning new technologies 

in education. Teaching students with traditional method where there is only one way of 

communication is no longer effective. The word interactive is the key to have an effective 

DQG�HI¿FLHQW�WHDFKLQJ�DQG�OHDUQLQJ�SURFHVV�ZKHUH�WKH�WHDFKHU�FDQ�JUDE�VWXGHQWV¶�DWWHQWLRQ�DQG�

students can learn more in comparison to that of the traditional method.
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INTRODUCTION
The young generation, born between the 

year of 1980 and 1994, has been characterized as 

the digitally native’s generation because of their 

familiarity and reliance on the information and 

communication technology [1]. Thus, the education 

system for this generation may need to incorporate 

this aspect to provide a natural learning experience 

for the generation.

Comparing with the previous generations 

of students, the digitally-native students tend 

to be more active experimental learners, more 

SUR¿FLHQW� LQ� PXOWLWDVNLQJ�� DQG� VWURQJO\� GHSHQGHQW�

on communication technologies for accessing 

information and for interacting with others. In order 

to reach the generation’s potentials, the previous 

research has proved that an interactive learning tool 

such as utilizing Kinect is more favorable in order to 

create enjoyable and interesting interaction to boost 

student motivation [2]. 

The use of the interactive learning tools on the 

the digitally-native students can facilitate and enhance 

teaching and learning. Reference [3] conjectured that 

an interactive device such as Kinect can support 

NLQHVWKHWLF�SHGDJRJLFDO�SUDFWLFHV� WR�EHQH¿W� OHDUQHUV�

with strong bodily-kinesthetic intelligence. Kinect 

can help teacher to teach aspect requiring multimedia 

manipulation and can make the teaching and learning 

process becoming more interactive; thus, the student 

can gain more motivation to learn.

Problem Statement
Today, most of the education institutions 

are not supported with a decent Information and 

Communication Technology or ICT system that can 

support both the business aspect of the institution as 

well as the teaching and learning aspects [4]. They 

still use the old traditional method of teaching where 

the teaching and learning process is dominated with 

one-way communication mode. In this mode, the 

lecturer explains the teaching materials meanwhile 

the students take the notes and try to comprehend 

what the teacher has explained.

The above teaching and learning method 

is often ineffective and resulting on a condition 

where the teaching process becomes ineffective 

and discourages the student in learning [2]. These 

problems are initiated from the fact that the traditional 

method is less interactive between the both parties.

The current teaching and learning delivering 

method should be revised to align with the current 

young people adeptness of technology. Therefore, the 

problem lies ahead is that there is an urgent need to 

change the teaching and learning delivering method 

[1].

METHOD
6WXGHQW�LQWHUDFWLYLW\�LV�GH¿QHG�DV�WKH�VWXGHQW¶V�

ability to response continually [5]. According to ref 

>�@��LQWHUDFWLYLW\�KDV�ORQJ�EHHQ�LGHQWL¿HG�WR�FRQWULEXWH�

to successful teaching and learning. Because of that 

reason to solve the problem, we need interactivity in 

teaching and learning to create better environment to 

be more active and dynamic. Below is the method to 

create interactive learning environment.

Fig. 1: Method
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7KHVH�VWHSV�DUH������ZKDW�LV�WKH�YLVLRQ"�'H¿QH�WKH�

vision to know what the goal is; (2) where are we now? 

Make a self-assessment to get a picture where is our current 

position for in terms of technology environment; (3) Where 

DUH�ZH� JRLQJ� WR� EH"�7KLV� VWHS� LV� WR� GH¿QH�ZKHWKHU� WKHUH�

are any potential technologies that possible to be used in 

education to reach the vision. Reference [7] predicts that 

within the next few years the technology driving the Xbox 

Kinect will be a technological focal point in our classrooms. 

Though it has potential to facilitate natural interaction [2], 

Kinect needs to be situated in combination with software and 

other hardware in order to fabricate meaningful classroom 

interactions. Compared with IWBs (price ranges from 

about $800 to $2,500), Kinect is relatively cheap as it costs 

around $149. If the classroom is equipped with a projector 

and a computer, Kinect can be regarded as an inexpensive 

add-on. (4) How do we get there? To create Interactive 

Presentation Slides, we need to analyze: (a) Requirement 

gathering, (b) List of features, (c) Implementation plan; (5) 

how will you know when you get where you want to be? To 

know where our current position is, we need to make a tool 

to monitor our steps and time frame.

RESULTS AND DISCUSSION
Motivated students are always easy to teach. Thus, 

motivating students are a great challenge facing by many 

teachers or educators. Traditional method of teaching is 

QRW� HIIHFWLYH� DQG� HI¿FLHQW� DV� EHIRUH� EHFDXVH�PRVW� RI� WKH�

students now are rather different in life style than the 

previous generation. Traditional method of teaching often 

makes the student unmotivated with boring classroom 

environment, disengages from the teaching material, and 

produces a passive classroom. On the other hand with the 

new method of teaching, interactive classroom has been 

proven otherwise. 

Research indicates that kinesthetic activities and 

active lessons are essential for motivating students [10]. 

Active learning involving interactive classroom will lead 

to students who have strong interest to cooperate and to 

involve in discussion with others. In the new digital natives’ 

era, students want to do more activities other than sitting 

in chair, holding a pen and books. The goal for doing this 

are the students are able to learn and remember better what 

they have learnt because of the involvement. 

The reason why most students are better in sports, 

physical activities are because our students now are 

action-oriented and crave for kinesthetic activities [10]. 

The interactive teaching and learning environment has 

D� FORVH� UHODWLRQ�ZLWK� WHFKQRORJ\� DQG�ZH� DOO� FDQ� ¿QG� WKH�

technology almost everywhere, but why not every school 

has technology? The answer for this question is because 

everybody wants something quickly; do not have to be 

the best but fast. Investing technology in education is an 

LQYHVWPHQW�ZKHUH�\RX�PD\�QRW�VHH�WKH�SUR¿W�XQWLO����\HDUV�

that is why people are not interested to invest technology in 

education. Implementing technology in school will make 

interactive teaching and learning environment easier to 

build and it will increase the visual-spatial skills, memory 

skills, multitasking ability to the students [11].

The current proposed implementation is as the 

following. (1) Target User: Teachers and students can 

use this system simultaneously. (2) Overall Analysis: 

Interactive presentation slide can be navigates using hand 

gesture waving or clapping to interact with the system. To 

use the system, teacher should stand 1 m away from Kinect 

and make sure there is not anything in between (see Fig. 

2).

Fig. 2: Position

Fig. 3: Hand Gestures

Fig. 4: Hand gesture detection-waving

(3) Features: to accommodate all the desired 

features in Interactive Presentation Slides, HTA [8] 

use top-down approach by checking the high-level 

goals and decompose task into sub goals and sub-sub 

goals.

Fig 5: Lock Screen

CONCLUSION
The current generations who are digitally 

native and active require a new approach of teaching 

and learning because the traditional method has been 

SURYHG� WR�EH�QRW�HIIHFWLYH�DQG�HI¿FLHQW��7R�VXSSRUW�

the need, we have developed an interactive learning 

method to increase the current generation learning 

experiment. The new approach increases the visual 

spatial skills, memory skills, and multitasking 

ability.
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