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ABSTRACT 

Courseware is a computer based learning tool to aid teacher in school and parents at 

home in educating their students and children. As education plays an important role in 

human knowledge and development, multimedia has reform the education system due to 

the rapid development of current science and technology. With the assistance of 

technology in education, it could help in assisting children with learning disabilities in 

unleashing their potentials thus to perform better academically. Attention Deficit 

Hyperactivity Disorder (ADHD) is a learning disability whereby student's displays 

inattentive behavior in class, hyperactive and disruptive behavior that could lead to 

social isolation hence risk the student's academic performance. This document detail out 

the integration of courseware as a technology to help the students diagnosed with 

Attention Deficit Hyperactivity Disorder (ADHD) learning disability. 
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