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This research was aimed to create an online 2D multimedia about human-
computer interaction. The samples were 70 second-year students who study in 
Information Technology Program and have not enrolled the subject about human-
computer interaction. Research results were as follow: 
 1) The comparative analysis between pre- and post-media trial presented that 
learning achievement of 72.86% of the samples significantly increased. 
 2) In overall, the students were highly satisfied the media (x̄ = 3.95 and S.D. 
=0.73). Regard to satisfaction towards the media in each aspect; the students were 
mostly satisfied with proper language (x̄ = 4.10 and S.D. = 0.66), then consistency of 
images and content (x̄ = 4.05 and S.D. = 0.75), and proper exercise (x̄ = 4.04 and S.D. 
= 0.70) respectively. 
 3) In overall, the students were highly satisfied website where the media were 
publicized (x̄ = 3.90 and S.D. =0.87). Regard to satisfaction towards the website in each 
aspect; the students were mostly satisfied with website color (x̄ = 4.18 and S.D. = 0.80), 
then website stylishness (x̄ = 4.08 and S.D. = 0.89), and display speed (x̄ = 4.05 and 
S.D. = 0.76) respectively. 
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