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The goal of this research is to study, analyze, design and develop a tool by using hyper
media as a presentation medium for data structures and algorithms course that could be used
as a prototype to engage educational technologists and teachers/lecturers in any fields to
realize the importance of using animation and multimedia to enhance more efficiency in
teaching and learning. By using this tool, students will save their time in learning; teachers
will save their time in giving consultation; students will be encouraged and supported as in
student-centered paradigm which could help them to learn and understand more in data

structures and algorithms.





