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ABSTRACT

Research methods are structured procedures designed to
address research problems and provide effective solutions.
In the multimedia field, researchers often rely on
standardized methods, regardless of the specific sub-
discipline under investigation. For example, the Multimedia
Development Life Cycle (MDLC) is among the most
commonly used methodologies. However, the diversity of
research areas within multimedia—spanning Digital Media,
Game Development, Visual Communication Design,
Broadcasting, and Animation—requires tailored and
specialized approaches to ensure that research outcomes are
precise, impactful, and contextually relevant. This study
systematically reviews various research methodologies in
the multimedia field by analyzing relevant articles and
literature. The results present a comprehensive mapping of
diverse approaches and methodologies, categorized
according to specific subfields within multimedia. This
analysis aims to assist academics, researchers, and
professionals in selecting methodologies that align with their
research objectives, thereby enhancing the quality and
specificity of research outputs.
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1. INTRODUCTION

Research methods refer to specific techniques or procedures employed to collect and
analyze data, serving as tools and strategies in the research process. Examples include
guantitative methods such as surveys, experiments, and statistical analyses aimed at
measuring and analyzing causal relationships between variables (lyamu, 2009; Lazaro &
Marcos, 2006; Salmon, 2017). Qualitative methods, such as interviews, focus group
discussions, ethnography, and thematic analysis, seek to understand meanings and
experiences (Lazaro & Marcos, 2006; Petty et al., 2012; Salmon, 2017), Mixed methods
combine qualitative and quantitative techniques to leverage the strengths of both
approaches (Divan et al., 2017; Huan-Niemi et al., 2016; Lazaro & Marcos, 2006).

Research approaches, on the other hand, represent broader strategies that guide the
research process, including philosophical assumptions and methodological choices. For
example, the positivist approach, often linked to quantitative methods, focuses on objective
measurement and observable phenomena (lyamu, 2009; Lopes, 2015). In contrast, the
interpretive approach, associated with qualitative methods, emphasizes subjective
interpretations of social phenomena and meaning-making (Azhar et al., 2010; lyamu, 2009).
Pragmatism integrates qualitative and quantitative methods to address research questions
from multiple perspectives, blending diverse data types (Divan et al., 2017; Mulisa, 2022).

It can be concluded that research methods are specific tools used to collect and analyze
data, while research approaches represent broader strategies that guide the selection and
application of these methods, shaped by philosophical assumptions and research objectives.
(Abutabenjeh & Jaradat, 2018; lyamu, 2009; Ldzaro & Marcos, 2006; Salmon, 2017).

In multimedia research, various methods and approaches are often combined to address
diverse challenges and requirements. For instance, Research and Development (R&D)
methods such as the ADDIE model are widely used to design and evaluate multimedia tools
(Hikmi et al., 2020). Systematic Literature Reviews (SLR) analyze existing methodologies and
frameworks in multimedia systems development (Pelaez et al., 2019). Tools like bibliographic
mapping and computational analysis further identify trends and research patterns,
particularly in educational contexts (Sari et al., 2023; Taswadi et al., 2025).

The field of multimedia is rapidly evolving, spanning disciplines such as virtual reality (VR),
augmented reality (AR), gaming, animation, broadcasting, film, and design. Emerging trends
highlight the integration of VR and AR into everyday life, driven by advances in computer
vision, advanced sensors, and mobile computing (Chang & Chen, 2017; Jiang et al., 2023;
Mattila et al., 2021). These technologies find applications across sectors such as healthcare,
education, engineering, and entertainment, with a primary focus on creating immersive and
interactive user experiences (Kale et al., 2024; Rashid et al., 2021).

In gaming, VR development has spurred the growth of immersive experiences, though
stronger narratives are needed to fully realize its potential (Salihbegovic, 2020). In animation
and film, immersive media integration has transformed online learning into more interactive
formats, with VR Non-Fiction emerging as a novel medium blending traditional
documentaries with immersive theater (Bevan & Green, 2018). Multimedia education
programs are increasingly tailored to industry demands, covering graphic design, audiovisual
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production, and web development (Pabdn-Leal et al., 2024). Furthermore, the intersection of
artificial intelligence (Al) and multimedia is driving advancements in explainable Al models
and sophisticated multimedia processing techniques, enhancing both fields (Zhu et al., 2020).

These trends underscore the dynamic and interdisciplinary nature of multimedia research,
fueled by technological innovation to meet sector-specific needs. Therefore, researchers
must adopt tailored methods to align with their specific areas of inquiry. This study examines
the global methods employed in multimedia research, detailing the foundational procedures
of each method and approach while offering insights into their applications.

2. METHODS
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Figure 1. Research procedure

This study employed several methods for data collection, as illustrated in Figure 1,
including the following steps:

1)

2)

3)

4)

5)

Aligning Perceptions: A consensus-building process was conducted among data

collectors to standardize criteria for identifying articles from reputable digital libraries,

both national and international.

Group Division: Data collectors were divided into 10 search groups, each consisting of

4-5 members. Each group was tasked with identifying at least 20 relevant articles.

Article Selection Criteria: Articles were required to meet the following criteria:

a) Research in the field of multimedia, such as Digital Media, Game Development,
Visual Communication Design, Broadcasting, and Animation.

b) Applications of the multimedia products in sectors such as education, healthcare,
engineering, and entertainment.

c) Inclusion of specific methods or approaches employed in the research.

Method Analysis and Validation: Identified methods were analyzed and cross-

referenced with sources from journals and books to ensure validity.

Data Compilation and Classification: A comprehensive list of methods and research

approaches in the field of multimedia was compiled. Identical methods and

approaches were consolidated, and all were classified into primary and secondary

research categories.
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Figure 2. Filtering data process

The data collection process was carried out over 14 days, starting from the article search
phase to the analysis of each method conducted by the data collection groups. Subsequently,
a more comprehensive discussion was held to interpret and synthesize the findings,
culminating in the conclusions drawn from this study.

3. RESULTS AND DISCUSSION

Using relevant keywords related to multimedia research, such as ( multimedia OR
"augmented reality" OR "virtual reality" OR game OR gamification OR "digital media" OR
"interactive media" OR animation OR "film production" ) AND PUBYEAR > 2012 AND
PUBYEAR < 2025 AND ( LIMIT-TO ( DOCTYPE, "ar") OR LIMIT-TO ( DOCTYPE, "cp")) AND
( LIMIT-TO ( LANGUAGE , "English" ) ) from Scopus database, we observed that research
trends in the multimedia field have continuously increased over the past decade, as shown in
Figure 3. The distribution of research across various subject areas within this field is presented
in Figure 4, illustrating the spread of studies according to their respective subject areas.
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Figure 3. Number of Scopus articles on multimedia research from 2013 to 2024
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Figure 4. Distribution of multimedia research across various subject areas

In this study, based on the data analysis we conducted, we decided to categorize the
research methods and approaches based on the sources of data or activities obtained during
the research process. These categories include primary and secondary research. Primary
research involves the direct collection of new data by the researcher to answer specific
research questions. Data is gathered through various methods such as interviews, surveys,
direct observation, or experiments (Boaduo, 2011; Sacks, 2005; Torales & Barrios, 2023). This
approach allows researchers to obtain relevant and specific data aligned with the research
objectives, providing full control over the data collection process. However, primary research
is often time-consuming and costly compared to other methods.

On the other hand, secondary research involves the analysis of existing data, typically
collected by others, such as journal articles, government reports, statistical databases, or
archival documents (Bookstaver, 2021; Choi & Kwag, 2014; Torales & Barrios, 2023). This
approach is faster and more cost-effective, as the data is already available, and it allows for
historical trend analysis that might be difficult to achieve with primary research. However,
secondary research has its limitations, such as data that may not be fully relevant or of
sufficient quality for specific research purposes. Researchers often combine both methods to
achieve more comprehensive and in-depth results.

Tables 1 and 2 will display various research methods and approaches in the multimedia
field, which we successfully gathered from relevant sources.

Table 1. Research methods and approaches in the multimedia field for primary research

No. Apx:at:: :é me Research Procedure / Steps Research Content R:::::I: d
1 Research and 1. Collection data that Research on Virtual Reality
Development includes needs entrepreneurship learning Technology in
(R&D) approach measurements, that includes Entrepreneurship
(Maydiantoro et literature studies, ethnopreneurship and uses Learning
al., 2023) small-scale research, Virtual Reality media. This
and value study aims to develop an
considerations. entrepreneurship learning

module based on
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No. Ap';vrl:at:: (Ii\léme Research Procedure / Steps Research Content R::::::C;: d
2. Based on the data ethnopreneurship with the
collection that has help of Virtual Reality.
been carried out, the
next step is to select
the material to be
developed and
develop the learning
module.

2 1. Select a problem Development of learning Metaverse
Method 2. Preliminary study, media based on metaverse technology as a
Quasi- 3. Formulating the technology - virtual reality learning medium
Experiment/ problem using spatial.io on subjects
experiment quasi 4. Formulate basic Informatics on students'

(quasi) assumptions and interests and understanding.
experimental formulate
design) hypotheses,
(Rasyida et al., 5. Choosing an
2023) approach,
6. Determine variables
and data sources,
7. Determine and
arrange instruments,
8. Collecting data
9. Data analysis,
10. Draw a conclusion,
11. Writing a report.

3 Method Test Participant Selection This research focuses on the | Metaverse
Randomized Random Group use of VR to educate people | technology in
controlled trial Division who experience depression mental health
(randomized 3. Providing intervention regarding self-stigma. This
controlled trial) or direction study aims to see whether
(Schipper-Kramer 4. Outcome VR can be an effective
Freher et al., Measurement Before method in helping them
2022) and After Intervention | reduce the stigma against

5. Analyzing Data themselves. By using VR,

6. Draw a conclusion participants can experience
the experience Which more
immersive to understand
and overcome self-stigma,
which may be more effective
than simply listening to
traditional explanations.

4 | Prototype Testing 1. Prototype Design and This study discusses the use Virtual Reality

Methods
(Cannavo et al.,
2019)

Development

Test Subject Selection
VR Interface Testing
Data collection
Performance
Evaluation and User
Experience

6. Test Result Analysis

7. Prototype Refinement

uewbN

of virtual reality (VR) based
interface for character
animation . Objective the
main thing is to develop a
prototype for interaction
more immersive in character
animation using VR
technology.

interface for
character
animation
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No. Ap';vrl:at:: (Ii\léme Research Procedure / Steps Research Content R::::::C;: d

5 | Evaluation 1. Collection data This study evaluates Evaluation of
methods/program through Survey and Integration of virtual reality Virtual Reality in
evaluation interviews with SME (VR) technology in foreign foreign language
methods actors from various language training for SMEs training
(Kurnia Nurhayati industry Which in Indonesia using the
et al., 2023) participate in the Kirkpatrick Model.

program training
Language VR done to
assess the reaction
participants, their
perceptions, and the
relevance of the
training to language
learning.

2.  Model evaluation to
measure learning
outcomes, such as
language and
language skills
improvement trust
self in use

6 | ADDIE model 1. Analysis Development of interactive Mobile app
approach 2. Design learning media using Smart development for
(Analyze, Design, 3. Development Apps Creator (SAC) learning learning media
Develop, 4. Implementation physics of hydrostatic
Implement, and 5. Evaluation pressure material
Evaluate) .

7 | Orthogonal Orthogonal Experiment This study explores the Virtual Reality
Experimental Method: Used to test effectiveness of a Virtual Interview
Methods various factors that Reality Interview Simulator Simulator (VRIS)
(Luo et al., 2024) influence participants' (VRIS) tool to help nervous

anxiety in VR-based job interview participants by
interviews, with balanced providing safe and realistic
analysis for each factor. VR practice support. VRIS is
1. Types of VR examined to see whether it
Immersion is effective in helping
2. Question Categories participants improve
3. Interviewer Attitude interview skills, reduce fear,
4. Time Condition increase confidence, and
5. Participant save costs and time
Preparation compared to traditional
interview preparation.
8 | User-Centered 1. Requirements This study developed an Gamification,

Design (UCD)
Method
(Ramos-Aguiar &
Alvarez-
Rodriguez, 2021)

(identify the scope,
purpose, and type of
gamification of the
application)

2. Design

Implementation

4. Evaluation

w

application that can help
children with Autism
Spectrum Disorder (ASD) in
recognizing and expressing
emotions. The application
combines real-world
interfaces and gamification
to create a more natural and
effective method of

applications,
interfaces
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No. Ap';vrl:at:: (Ii\léme Research Procedure / Steps Research Content R::::::C;: d
interaction in learning
emotions. The study also
explores how this technique
can improve communication
skills, social integration, and
behavior in children with
ASD.
9 | StoryTube Using the StoryTube This research explains how Animated Films
Method method, where this method | to create a simple animation
(Das et al., 2023) is equipped with Natural from a short story that has
Language Processing (NLP), audio dialogue. This process
PyGame and audio dialogue | is designed to make it easier
to produce 2D animations to understand for users who
from short story texts. The prefer watching rather than
process involves extracting reading.
subjects and verbs from the
text, as well as creating
audio for dialogue. Steps:
1. Natural Language
Processing (NLP)
Phase
2. Video Generation
Phase
3. Audio Generation
Phase
4. Output Animation
10 | Game The method used in this This study discusses the Gamification in
Development Life | study is the Game application of gamification in | e-learning
Cycle (GDLC) Development Life Cycle electronic learning (e-
Method (GDLC), whichis a learning) systems for
(Triatmaja et al., framework for developing children of playgroup or pre-
2022) games in stages, from initial | school age. The aim is to
planning to the release of develop a game-based e-
the final product. Steps: learning application that can
1. Initiation (Initiation) support children's cognitive
2. Pre-Production and motor development
3. Production through play activities. This
4. Testing Phase (Testing | application is made in the
Phase) form of a mini game that
Beta Stage combines gamification
6. Release (Release) elements such as challenges,
scores, and feedback
designed to improve
children's learning skills and
motivation.
11 | Mixed Methods The study was conducted To investigate the subjective | Al-based health

(Qualitative and
guantitative
research methods
in parallel)

(Gotzl et al., 2022)

through semi-structured
interviews involving the
target population (young
people aged between 12
and 25 years), key
stakeholders including

perspectives of young
people and key
stakeholders, regarding their
concerns, needs and
preferences in Al-informed
mHealth applications.

mobile
application
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No. Ap';vrl:at:: (Ii\léme Research Procedure / Steps Research Content R::::::C;: d
school psychologists,
psychological counselors,
media experts, and
representatives of the digital
industry as well as
interdisciplinary research
groups. Qualitative and
guantitative data were
analyzed separately, the
results were combined to
obtain results of general
perceptions.
12 | Technology The research was conducted | This study was conducted to | Short Video
Acceptance by conducting a survey using | explore the extent to which
Model (TAM) and | Questionnaire Star, and views on usefulness,
Information successfully collected 1,026 | information quality, and
System Success valid responses from users ease of use affect purchase
Model (ISS) of the short video shopping | intention, level of
(Wang & Wu, platform. The data involvement, and level of
2024) contained in this article has user satisfaction. From the
been analyzed using results of the study, it can be
Structural Equation seen that a positive view of
Modeling (SEM-AMOS) to the benefits of the product
test the proposed has a good impact on
hypothesis. people's interest in getting
involved and buying, and at
the same time the quality of
information also increases
purchase intention.
13 | Experimental This experimental study This study aims to Board game
method compared two groups, investigate the effects of based on
(Lin et al., 2020) namely the experimental using augmented reality (AR) | Augmented
group and the control in board games for health Reality
group, to evaluate the education, with a focus on
effects of using augmented improving students' learning
reality (AR)-based board outcomes and emotions
games on students' learning | during the learning process.
outcomes and emotions.
14 | User Experience Researchers evaluated This study aims to improve Ul/UX of Food

(UX) Principles
(Jones et al.,
2023)

patient experiences by
applying UX principles to
understand users’ views and
needs regarding the food
distribution system. This
assessment included the
application of ten UX
heuristics involving
important aspects such as
usability, privacy respect,
user value, and interaction
variation.

patient experience by
considering the
psychological needs of
nursing home residents
related to aspects of
autonomy, competence, and
connectedness. Some
recommendations are to
provide a variety of food
choices according to each
individual's culture and
taste, encourage social
interaction during meals,

Distribution
System
Application
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No. Ap';vrl:at:: (Ii\léme Research Procedure / Steps Research Content R::::::C;: d
and maintain user privacy
and security.

15 | Educational This research was conducted | The main objective of this Augmented
Design Research in two parts, as a research is to design and reality in
(Ozcakir & preliminary research and a develop an AR learning education
Cakiroglu, 2021) prototyping phase. The device to foster spatial

findings guided the abilities in secondary school
characteristics for designing | students using mobile

an augmented reality devices.

learning device with a series

of spatial tasks aimed at

high school students.

16 | Non-equivalent 1. Research Design Augmented reality (AR)- Augmented
control group pre- | 2. Subject based tooth brushing reality in
test and post-test 3. Experimental Group training using a smart education
design. 4. Control Group toothbrush is more effective
(Jeon et al., 2021) 5. Training Duration than training using visual

6. Measurement materials in improving tooth

7. Analysis brushing performance and
oral hygiene in individuals
with intellectual disabilities.

17 | Partial Least This study uses a This study aims to identify Augmented
Square (PLS) questionnaire as a research | the effectiveness of reality in
(Chen & Lai, 2021) | tool. The questionnaire was | education by using education

distributed to museum augmented reality in
visitors who have museums and conduct
experience using augmented | research and analysis on
reality technology. related theories and

A total of 299 respondents empirical evidence.

were surveyed, with 275 Furthermore, integrating
valid questionnaires them into a prototype and
analyzed. Data analysis used | functional research

the Partial Least Square framework to recognize the
(PLS) method to test positive influence between
reliability, validity, and visitor acceptance, using
research models. SmartPLS augmented reality in
software was used as an museums, and increasing
analysis tool. learning motivation.

18 | (Murodillaevich et | Visual servoing is a This study attempts to use Virtual reality

al., 2020)

technique that uses visual
information from a camera
to control the movement of
an object in a virtual or
physical environment. This
research develops
interactive virtual reality
(VR) and augmented reality
(AR) interfaces, and uses 3D
models and software
applications to create virtual
learning environments.

Virtual Reality (VR) and
Augmented Reality (AR)
technologies to improve the
old 3D learning and teaching
methods. The study shows
that combining virtual and
physical worlds can make
learning more interactive
and engaging.

and augmented
reality in learning
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No. Ap';vrl:at:: (Ii\léme Research Procedure / Steps Research Content R::::::C;: d
19 | Qualitative Survey | Researchers gathered 200 In creating avatar designs in | Educational
(Segaran et al., diploma students of educational games, games

2021) Computer Graphics studies researchers want to know
from five different whether this will influence
multimedia colleges, where students in terms of
each group consisted of 40 understanding and interest.
students with similar
characteristics. Then each
college group will play an
educational game with their
own avatar design. Finally,
data will be collected
guantitatively with One-Way
Anova.

20 | 2x2 Factorial 1. Identify Goals Achievement goal Learning Games
Design 2. Achievement instruction in game-based
(Hu et al., 2024) Purpose Instruction learning (GBL) on students'

Design achievement goals,

3. Select GBL Tools and performance, and emotions.
Materials This study focuses on two

4. Experiment Setup types of achievement goal

5. Pre-Test and Post-Test | instruction: mastery-
Data Collection approach goals, which

6. Measurement of emphasize understanding
Mental Effort and and mastery of material, and
Emotion performance-approach

7. Data analysis goals, which emphasize

8. Evaluation of competition and
Instruction outperforming others.
Effectiveness

21 | PANAS-X & Researchers collected The influence of color, Game Characters
Forced Choice several participant studies. shape, expression of
Paradigm The first study involved educational game characters
(Plass et al., 2019) | adult participants aged 35 on a person's emotions.

years. The second study
involved junior high and
high school students. Both
studies were relatively
similar in their research
procedures, namely by
answering several questions
accompanied by showing
pictures of game characters
with various emotions
(happy, sad, and neutral).

22 | Structural The analysis process began Examining the effect of Learning Games
Equation with data collection from game-based learning on

Modeling (SEM)
(Zhang, 2024)

872 college students in
Southern China, which
included sociodemographic
information and responses
to various questionnaires

students’ academic
outcomes, by examining
how technology acceptance
model (TAM) and self-
regulation strategies affect
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No. Ap';vrl:at:: (Ii\léme Research Procedure / Steps Research Content R::::::C;: d
related to the research the effectiveness of distance
focus. After the data were learning. This study used
collected, processing was Structural Equation
carried out to check for Modeling (SEM) to analyze
missing values and outliers, data from 872 college
followed by descriptive students in Southern China.
statistics calculations to The focus was on the
understand the general relationship between
characteristics of the data. academic self-efficacy,
game-based self-regulation
strategies, and three
dimensions of TAM
(perceived usefulness,
perceived ease of use, and
attitudes toward use) on
learning and academic
performance.

23 | Mobile App Mobile App Development Development of AR mobile Augmented
Development Life | Life Cycle (MADLC), consists | application "MYbody" for reality for
Cycle (MADLC) of seven phases: physical boundaries education
(Nasruddin et al., | identification, design, education and prevention of
2023) development, prototyping, sexual abuse for children.

testing, deployment, and
maintenance. However, this
study only covers the testing
phase. This method
facilitates mobile application
development with a
structured and orderly
approach.

24 | Model of Identifying fundamental Knowing the effects of Video games
Multimedia research needs in the desired behavior changes
Learning development of effective and how to achieve better
Validation and serious video games to health outcomes, such as
Evaluation change children's dietary reduced obesity.

(MMVM) and physical activity
(Baranowski et behaviors.
al., 2011)

25 | Agile Method 1. Exploration: the author | Creating e-commerce E-commerce

(Extreme writes the most basic applications for promotional | applications

programming)
(Rahayu et al.,
2019)

system requirements.

2. Planning: estimating
user needs and
determining a schedule
for developing the
system.

3. Analyzing systems,
system design, and
system testing

4. Releasing the system
that has been created

media, communication and
information for producers
and consumers.
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Aldrianto Putra &
Hendra Afriwan,
2023)

the Glass Box method. The
Glass Box method has 4
stages consisting of:

1. Preparation stage

2. Incubation knowledge about local
3. Lumination culture through illustrated
4. Verification stories. The design concept

story books are proposed to
preserve and convey the
legend of Goa Putri. This
media aims to increase

for this illustrated story book
will use the Paper Cut Digital
style featuring shading,
silhouette elements, depth
perception, and details. The
Glass Box method is used to
guide the design process,

Method / Products
No. Research Procedure / Steps Research Content
Approach Name / Step Researched
26 | Glass Box The Design Method used to | Visual communication media | Story Book
(Vergiawan create this picture book is in the form of illustrated Design

Table 1 specifically presents various research methods and approaches commonly used by
researchers in the field of multimedia. These methods and approaches are applied according
to the multimedia product being developed or studied. Not all the studies in Table 1 focus on
product development or creation, but also encompass a wide range of research that utilizes

multimedia tools across various fields such as education, health, culture, and many more.

Table 2. Research methods and approaches in the multimedia field for secondary research

No. Method Name Research Procedures / Steps Research Content Products
Researched
1 Narrative 1. Determining the Topic This study explores how VR- Metaverse
Method 2. Formulating Research based mindfulness training Virtual Reality
Systematic Questions can help improve mental Technology in
Review 3. Searching for Literature health in adults. As VR Health
(Maetal., 4. Establishing Inclusion technology advances, many
2023) and Exclusion Criteria researchers are interested in
5. Assessing Study Quality the potential of VR to provide
6. Collecting and Analyzing a more immersive
Data mindfulness experience. This
7. Summarizing Findings experience is believed to help
and Providing reduce stress, anxiety, and
Recommendations other symptoms of mental
health disorders.

2 Review Method 1. Determining Goals This research discusses the Application of
(Scoping Review) 2. Developing Inclusion implementation of Virtual Virtual Reality
(Kouijzer et al., and Exclusion Criteria Reality (VR) technology in in the health
2023) 3. Literature Search various health. The main sector

4. Selecting Studies focus of the review This
5. Data collection library is to see how VR is
6. Data Synthesis applied in different health
7. Conclusion and settings , such as hospitals,
Recommendations physical therapy,
rehabilitation, and medical
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No. Method Name Research Procedures / Steps Research Content Products
Researched
treatment. mental. This study
tries to understand the
implementation process VR,
the challenges faced during
its implementation, as well as
benefit Which obtained from
its use.

3 | Treview Critical 1. Determining Research This study examines the Virtual reality
(critical review) Objectivesand Focus impact of virtual reality (VR) technology in
(du Plessis & 2. Collecting Relevant technology on the mental health
Jordaan, 2024) Literature psychological well-being of

3. Establishing Criteria for hospitalized patients. Lots
Selecting and Eliminating | hospital patients experience
Studies stress, anxiety, or feelings

4. -depth Analysis of uncomfortable due to the less
SelectedStudies pleasant medical

5. Identifying Patterns and environment. By
Key Findings implementing VR, several

6. Assessment of the hospitals have try provide
Quality of Evidence experience virtual which can

7. conclusions and help reduce these negative
recommendations feelings and improve the

patient's psychological well-
being.

4 | Thematic analysis | The study recorded 13,549 This study assessed aspects Application
(Algahtani & Oriji, | user reviews of 106 mental such as user interface, feature | Interface
2020) health apps across the App variety, adaptive

Store and Google Play. The functionality, and security

reviews were analyzed aspects of mental health

thematically to identify key apps. The main findings

themes related to the apps’ showed that apps with user-

strengths, weaknesses, and friendly interfaces and

user needs. adaptive functionality
received good ratings. In
contrast, issues with usability,
security, and lack of variety
and personalization have
caused users to stop using the
apps.

5 | Document review | The research method in this The “Endure” app effectively | Gamification,

and
questionnaire
analysis

(Nair et al., 2019)

journal involves two main
approaches: document review
and questionnaire analysis.
Document review was
conducted to evaluate the
obesity rate in Malaysia and
the health benefits of physical
activity. Furthermore, a
guestionnaire was distributed
online through social media
platforms to collect data on
respondents' fitness habits

increases users’ motivation to
exercise by leveraging
gamification and augmented
reality. The survey indicated
that many respondents lack
discipline in exercising, with
almost half being inactive
regularly. Features such as
distance calculation and
countdown timers proved
important, suggesting that
fun elements in fitness apps

Augmented
Reality

DOI: https://doi.org/10.17509/edsence.v6i2.76393

p-ISSN:2685-2489 | e-ISSN:2685-2535



131 | Jurnal Pendidikan Multimedia (EDSENCE), Volume 6 Issue 2, December 2024, pp. 117-138

Method
(Eckler &
Rodgers, 2014)

and Viral Advertising:
The article begins by
distinguishing between
viral marketing and viral
advertising, which are
often used
interchangeably in
literature and business
practice.

2. Literature Analysis and
Industry Examples: The
author reviews relevant
literature and examples
of viral advertising such
as advertising
campaigns from John
West, Dove, Burger King,
and others to identify
the key characteristics
and elements of viral
advertising.

No. Method Name Research Procedures / Steps Research Content Products
Researched
and perceptions. The can increase user
questionnaire included engagement and help them
demographic questions, achieve their health goals.
frequency of physical activity,
and views on existing fitness
apps in the market.

6 | Content Analysis 1. Arandom sample of This study aims to identify the | Video
(Quesenberry & 2,000 viral advertising influence of story advertisement
Coolsen, 2019) videos was taken from development on the success

platforms such as of viral advertising videos.
YouTube and Facebook The results showed that
in English. videos with full story

2. These videos are development had higher
classified based on the shares and views. The study
number of acts or story | also found that drama
chapters developed in elements such as exposition,
the video (Oto 5 climax, and resolution helped
chapters). increase emotional appeal

3. Data on the number of and increased the likelihood
shares and views for of videos being shared by
each video was collected | viewers.
during the first 23 days
since launch.

7 | Conceptualization 1. Defining Viral Marketing | This study explores the Video

unique characteristics of viral
advertising, including
elements such as the
persuasive nature of the
content, the presence of an
identifiable sponsor, and how
these advertising messages
spread among users through
digital platforms without
direct distribution costs. The
article also provides historical
examples of viral campaigns
to demonstrate how viral
advertising can impact brand
awareness, consumer
perception, and sometimes
directly increase product
sales.

advertisement

In Table 2, more specific research methods and approaches in the field of education are
presented, which utilize primary research or examine and analyze existing research findings.
Various methods and approaches can be employed depending on the procedure followed.
These secondary research studies provide us with extensive insights into the implementation
and effectiveness of multimedia tools used across different fields. By collecting more data,
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we can compare the results obtained by researchers worldwide who are conducting studies
in the multimedia field.

The collection of research methods and approaches above indicates that each study has a
different approach. For instance, in AR and VR research, there are many methods that can be
used depending on the research objectives, whether for development or implementation. In
game development research, there are actually many methods and approaches that can be
used. Furthermore, from various secondary studies, we can identify a wide range of
multimedia products that are currently trending. This research is still ongoing due to several
limitations. One of the limitations is the limited sources, short research timeframe, and
limited resources. Hopefully, in the next study, we will be able to add more references and
use more appropriate methods for each field of study in multimedia.

4. CONCLUSION

From the results obtained, we can see that each area of study in multimedia has different
specifications, requiring different methods and approaches in its application. This is done to
ensure that each study produces targeted outcomes, avoiding being too general and resulting
in biases. The research flow for each method and approach has been successfully collected
and presented in the table above. Therefore, this outcome can serve as a glossary or
dictionary of methods for future researchers when deciding on the appropriate research
method according to the field of study they are investigating.
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