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Abstract 
 
Nowadays, students are immersed in technological marvels such as smartphones and 
applications. Therefore, the integration of technology and outdoor gamification education can be 
a tool for self-centered learning instead of traditional formal learning. Gamification education plays 
a key role in the Japanese language in nurturing the studentsô interest and enhancing their 
cognitive, psychomotor, and affective aspects. Treasure Hunt game is considered one of the most 
effective vocabulary activities among language games. Moreover, the application of the treasure 
Hunt game in Japanese language learning not only improvises vocabulary acquisition but 
engages the students to grasp the vocabulary more effectively. Additionally, the treasure Hunt 
game synchronizes students cooperatively and helps students to compete, strategize, and think 
in a different way. Students can also compare and share knowledge; learn from mistakes and 
operate in a calmer environment and productive ways. TAKARAGASHI is designed as an 
educational treasure hunt game with adventures and puzzles in it. The puzzles in the game are 
basic Japanese Kana characters, numbers, vocabulary, grammar, and quizzes that contain some 
Creativity, Critical Thinking, and Problem Solving that can be played in various ways, whether 
individually or in a group. This could increase the enthusiasm and learning capabilities of the 
Japanese language students.   
  
Keywords: Gamification, Treasure Hunt, Educational Game, Japanese, edutainment 
 
 
Background of the Research/ Innovation/ Invention/ Design 
 
Japanese is one of the four most difficult foreign languages to learn in the world besides Mandarin, 
Arabic, and Korean (Abdullah & Hussin, 2021). One of the difficulties in learning Japanese at 
UPM is the limited vocabulary. It is well known that vocabulary is an essential part of oral or written 
language skills in learning the basic Japanese language in Malaysian Higher Education Institution 
(Hussin & Abdullah, 2016; Abdullah & Hussin, 2017). One of the vocabulary activities which is 
considered effective is the Treasure Hunt Games. These games improve vocabulary and 
stimulate the brain to learn more effectively. Games allow students to work cooperatively, 
compete, strategize, and think in a different way. Students are encouraged to compare and share 
knowledge, learn from others, learn from mistakes, and operate in less stressful and enjoyable 
ways.  
 
Many people enjoy creating games as well as playing the games. Let us assume making the 
game is very difficult, but they forget that the games can be modified. Treasure Hunt for example 
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can be one of the well-known genres in various video games and has a straight and simple design 
that is also easy to understand for modification. Some experts have also figured out the 
characteristics of games that make vocabulary learning more effective. Lee (1995) lists the main 
advantages of games being used in the classroom, including "a welcome break from the usual 
routine of the language class", "motivating and challenging", "effort of learning", and "language 
practice in the various skillsò. In summary, games are useful and effective tools that should be 
applied in vocabulary classes. The use of Treasure Hunt is a way to make the lessons more 
interesting, enjoyable, and effective. 
 
Description of the Research/ Innovation/ Invention/ Design 
 
TAKARAGASHI is an educational treasure hunt game that uses geographical positioning with 
adventure narratives and puzzles. Players are given clues or directions to proceed along the 
predetermined treasure hunt routes based on their locations, as determined by the various clues. 
Based on these clues or directions, players change their locations. As determined by the map 
provided, additional clues or directions are given to the players until one of them completes the 
treasure hunt and arrives home to win the game. The game also incorporates other variables in 
determining the clues provided to players, such as the location of other players, the previous 
locations, and whether that player has correctly solved certain clues. For students, technology 
has become an essential part of their lives. Therefore, it is essential to integrate outdoor 
gamification in learning for modern-day students.  
 
Treasure Hunt Game is a competitive game that can motivate students to complete and solve the 
hunt by finding the clue. The clues are unraveled by understanding the instruction or description.  
Treasure Hunt can be played by individuals or in groups. It is done by understanding the simple 
instruction or description that is written in each clue. A treasure hunt game is a game that can be 
played in some ways, whether it is individually or in a group (Figure 1). 

 

 
Figure 1: Treasure Hunt Game Activities 
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Instructions 
 

i) To follow the pre-established treasure hunt routes, players are given clues and directions 
based on their location. 

ii) Once solved, these clues allow players to change their locations. Following this, additional 
clues or directions are provided until one of the players completes the treasure hunt routes. 

iii) Each question will be awarded 1 point. The points acquired at each stage will be tallied to 
determine the winner. 

 
Significance of the Research/ Innovation/ Invention/ Design 
 
Treasure Hunt is a format in which participants must find items or answer questions in a large 
area such as a factory, a hotel, or a hospital (El-Shami, 2001). Thus, the focus of this game is to 
make students find the object based on the clues. This game challenges students to think, read 
the clues, understand them, and find the object hidden by the teacher to win the game. This game 
motivates students to find the answer clue by clue. The aim of the treasure hunt is to be the first 
individual or group to find the treasure by following written instructions and solving word puzzles. 
According to Ragsdale and Saylor (2007), Treasure hunt games can be played individually or in 
sequence. Players can operate in a group, which encourage them to work as a team, or they can 
remain as an individual. Either way, they are achieving their learning goals. These activities 
encourage collaboration among students, so they will work together until the end of the game. 
This will aid students in engaging with a learning mindset with learning in a productive way. 
Treasure hunt is a favorite game among second language learners because it allows them to 
work cooperatively in a group to find the required objects.  
 
Impact of the Innovation/ Invention/ Design on Education or Community 
 
TAKARAGASHI is an educational treasure hunt game with various adventures and puzzles in it. 
The puzzles in the game are basic Japanese Kana characters, numbers, vocabulary, grammar, 
and quizzes that contain some Creativity, Critical Thinking, and Problem Solving. The game can 
be played by anyone, but the desired players are Japanese language learners with the aim of 
training their critical thinking skills. It also aimed at building the strength of one's thinking and one's 
skills. 
 
× Technology is prevalent, especially in the lives of modern students. Therefore, it is 

important to integrate technology-based learning to engage students in their learning 
activities. 

× Hence, the integration of gamification education in Japanese language learning nurtures 
the studentsô interest and enhances their cognitive, psychomotor, and affective aspects. 

× This could encourage the students to be more passionate and develop their skills as 
students of Japanese. 

 
Commercialization Potential 
 
The integration of gamification education in Japanese language learning has great 
commercialization potential. The success of Treasure Hunt in acquiring vocabulary effectively in 
among UPM Japanese language learners can be advertised and promoted to various learning 
institutions from primary to tertiary in Malaysia. 
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Conclusion 
 
Due to the prevalence of smartphones and other technological applications, studentsô education 
has been greatly affected. Thus, there is a need to integrate such technology into the education 
system to allow greater learning opportunities. Therefore, it allows students to develop their 
abilities in critical thinking. 
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Abstract 
 
Technology should be incorporated based on what is already known about effective teaching and 
pedagogical methods. The foundation of current teaching practices is based on the work of 
pragmatism. Pragmatists pushed for learning to be embedded in the student's authentic everyday 
lives, socially constructed knowledge, active/hands-on learning and full of choice. This project 
highlights the use of LMS application in the Architecture Theory and History module, which aims 
at improving the student's learning experience by transforming dry and facts-driven content into 
fun and engaging learning activities. Guided by the Enhanced 6-E framework, the LMS activities 
have been created based on the structure set by the Enhanced 6-E Framework: Engage, 
Enhance, Extend, Evaluate, Earn and Exhibit. Hence, the Enhanced 6-E Framework is a practical 
framework that measures the degree to which the technology in a lesson is helping students meet 
the learning goals. The framework is based on three major components: Engagement in learning 
goals, Enhancement of learning goals, and Extension of learning goals. While not a perfect 
science, the framework measurement tool provides a benchmark for what educators should 
consider when considering a technology tool for learning. Thus, in the Architecture Theory and 
History module, students are exploring various technology applications, including Augmented 
Reality, using Blippar to achieve learning goals and tasks through the Enhanced 6-E Framework. 
By using these technologies applications, the Enhanced 6-E Framework makes sure to consider 
that while a tool may be "drill and practice", the educator can create structures around the means 
to help meet the six components of the framework. 

 
Keywords: architecture, education, augmented reality, hybrid, online learning 
 
 
Background of the Innovation  
 
The module is one of the compulsory modules offered to Bachelor of Architecture students. The 
nature of the modules that required the students to memorize lots of images and timeline related 
to Architecture has made this module a dry and challenging subject for the students. The class 
observation also indicated that with all the facts to be memorized, the students have short 
attention span during lectures and tutorials, and these situations have led to the student's low 
performance in the module. To overcome this problem, numerous assessments have been 
introduced and made available through the university's learning management system (LMS).  
 
Enhanced 6-E Framework 
 
This project highlights the use of LMS and Augmented Reality (AR) application in the Architecture 
Theory and History module, which aims at improving the student's learning experience by 
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transforming a dry and facts-driven content into a fun and engaging learning activities. Guided by 
the Enhanced 6-E framework, the LMS activities have been created based on the structure set 
by the 5-E Framework: Engage, Enhance, Extend, Evaluate, Earn and Exhibit.  
 
In the module, students are being exposed to the numerous technology applications that will be 
able to help them to achieve the learning goals. By using this online application, the Enhanced 6-
E Framework makes sure to consider that while a tool may be "drill and practice", the educator 
can create structures around the tool to help meet the three different components of the 
framework.  
 

 
 

Figure 1: The Enhanced 6-E Framework 
 

Significance of the Innovation  
 
From a survey conducted on 167 students from the module using the Teaching Evaluation System 
Platform (TES) at the end of the March semester, the study results show a very significant positive 
response to using relevant learning technology in the module (see Figure 2).  
 
The feedback from the studentôs survey has shown that this approach has greatly helped them 
understand the concept and theory of architectural history. In addition, most of the students 
agreed that the module allows their performance by applying various assessments of blended 
learning. Overall, the students decided that the approach of The Enhanced 6-E Framework in the 
blended learning module is relevant and helps them to improve their interpersonal skills. The 
Moodle Usage Analysis also indicates a 147% increase in clicks through various activities 
provided in the Moodle Module. 
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Figure 2: Teaching and Learning Survey Results 
 

Impact of the Innovation 
 
The 5-E Framework stimulates classrooms without walls and no time constraints to keep students 
involved in learning where they have access to various digital devices and services, via computers 
and mobile, whenever and wherever they need them. The digital resources and tools in Moodle 
by the 5-E Framework allow collaborative and self-paced learning. It also keeps students 
connected 24/7 without limited space and time. It creates a significant impact on the students, 
where they can learn anywhere and anytime at their own pace. 
 
Commercialization Potential 
 
The innovation is already submitted for the intellectual property (IP) for commercialization earlier 
this year.  
 
Conclusion 
 
The Enhanced 6-E Framework demonstrates how to leverage cutting-edge technologies to create 
an innovative learning environment in a "dry" History subject. For example, interactive game-
based learning and an engaging Student Response System (SRS) could transform traditional 
teaching methods in the module. Other practices used in the module, such as flipped classrooms 
and blended learning, also serve as the potential benchmark for effective and creative e-Learning. 
It transforms a dull subject into life and engaging one. It creates more rich and interactive content 
and increases student engagement and active participation. 
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Abstract 

 
In recent years, online courses have emerged as a new way to educate students in distance 
learning settings. However, as the demand increases, educational institutions are facing the 
challenge of how to prove that online students are who they claim to be during e-learning activities, 
especially exams. The COVID-19 pandemic has laid forth challenges to this assumption, and the 
performance of existing methods and leading-edge algorithms in the field of face recognition. With 
the continuous breakthrough of computer vision technology, leaps and bounds have improved 
the accuracy of object detection and target recognition. Face recognition is one of the important 
research directions in the field of education in which the system can attest to the studentôs identity 
throughout the learning experience. Traditional face recognition methods need to extract face 
image features manually. The extracted features are greatly affected by subjective factors and 
are time-consuming and laborious. Compared with traditional face recognition methods, it can 
extract more essential features of face image without manual participation. Through system also 
allows users to provide an accurate authentication response in near- real-time. Once raw data is 
received, the library can compare different faces, returning the degree of likeness. It will be 
identifying human faces appearing in still images by looking up face databases. Recognizing and 
identifying still images enables locating similar faces from the databases while helping detect 
duplicates. The system implements image indexing, creating compact templates for faster 
searching. 
 

Keywords: Distance learning, e-Learning activities, Exams, Computer vision technology, Face 
recognition 
 
 
Background of the Research/ Innovation/ Invention/ Design 
 
In recent years, online courses have emerged as a flexible way to educate large groups of 
students in distance learning settings. However, as the demand increases, educational institutions 
are facing the challenge of assessing the integrity of their initiatives, without classroom 
attendance. In this context, possible threats include impostors taking an online examination as 
well as the dissimulation of the identity credentials to other users (Apampa et al., 2009). To 
minimize such threats, institutions should verify the identities of online students, guarantee they 
take exams without cheating, and assess their performance adequately (Miguel et al., 2005). 
 
In the traditional approach to education, teachers take various steps to appraise studentsô levels 
of performance, motivation, and engagement (Mutahi et al., 2017) such as conducting exams, 
checking student attendance, and monitoring studying via security cameras. However, on web-
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based platforms, there are no face-to-face meetings, and it is difficult to determine student 
engagement levels in online activities such as participating in discussion forums or watching 
videos. Therefore, in web-based systems, student data represent the only source through which 
instructors can assess student performance and engagement. 
 
Whilst cheating and plagiarism in education are not new phenomena, technology is widely seen 
as having facilitated its increase, however as part of a multi-faceted approach to addressing the 
issue, technology may also have an important role in preventing cheating and plagiarism, 
especially during the examination. With the continuous innovation of network technology, various 
kinds of convenient network technologies have grown, and human dependence on network 
technology has gradually increased, which has resulted in the importance of network information 
security issues. Under the prospect of the gradual diversification of the technology, face 
recognition has become a technology closely related to our lives. Face recognition technology not 
only make life easier and faster but also help educators to identify the learners and address 
cheating and plagiarism.  
 
A basic face recognition system will include three analysis stages, which include face detection, 
face extraction, and face matching, respectively. The first is the face detection stage. Its main 
function is to find the corresponding bounding box of the face object contained in the image and 
its location. The more faces contained in the image, or the more pixels in the image, the longer 
the detection time required. After this stage is completed, the human faces that are contained in 
the frame will be detected, and their corresponding cropped face images can be generated. 
Among the three stages, the face detection stage takes the most time, and is also the main goal 
to be improved, when we develop the embedded face recognition system. The second stage is 
face extraction, this stage mainly analyzes the input facial bounding box and its cropped face 
image finds the facial features of the face, and generates the feature vector of the facial features. 
After finding the feature vector of the face, in the third stage, face matching will compare the 
feature vector of the face to identify the known face identity (Saez-Trigueros et al., 2018). 
 
Description of the Research/ Innovation/ Invention/ Design 

 

A facial recognition system is a technology capable of identifying or verifying a person from an 
image source by comparing selected facial features from a given image with faces within a 
database that is intended to help educators address cheating and plagiarism. This method will be 
decreasing the ways of addressing cheating and increasing in how the use of student 
authentication and authorship checking systems might impact assessment practice.  
 
Educators identified a third category of cheating behaviors, which was the accessing of 
information from other students, written materials, and the internet during assessments. Teachers 
identified several approaches to addressing the problem of cheating: education, technology, 
assessment design, sanctions, policy, and surveillance. Whilst technology was not seen as the 
most important approach to prevention, student authentication and authorship checking systems 
were seen as relevant in terms of reducing reliance on face-to-face proctored examinations, and 
in improving the quality of assessment through supporting the employment of a wider range of 
assessment methods. The development of authorship checking based on computational linguistic 
approaches was an area of particular interest. Student authentication and authorship checking 
systems were not seen as being able to address the third category of cheating behaviors that the 
study identified. 
 
This system is aimed at continuously and transparently authenticating online students in e-
learning platforms, especially during the examination. The system can capture raw data of face 
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traits and data captured of the entire screen windows of the learners during the utilization of the 
e-learning platform and the data captured will be stored in the system for the recognition process 
by the educators.   
 
This system also allows us to provide an accurate authentication response in near- real-time. 
Once raw data is received, the library can compare different faces, returning the degree of 
likeness. It will be identifying human faces appearing in still images by looking up face databases. 
Recognizing and identifying still images enables locating similar faces from the databases while 
helping detect duplicates. The system implements image indexing, creating compact templates 
for faster searching.  
 
Objectives of Innovation 
 
Face Recognition in the online Proctoring Exam System in the world of education become an 
important thing as the lecture will use it as proof of the presence of learners. The educators will 
analyze the presence of students and determine whether a student has cheated or not during the 
examination being held. Before this, during the examination educators were only accurate in 
ensuring the learnerôs attendance and the educator only looks at the learnerôs login activities.  
 
Face Recognition in the online Proctoring Exam System is a process of recognizing and matching 
faces. The use of biometrics for recognition systems has the aim of increasing human comfort 
and security in the scope of personal privacy and in a wider scope such as for an agency, the 
advantages of biometrics have many benefits and advantages compared to traditional systems. 
According to Syed Navaz & Mazumder (2013), Face identification systems also have advantages 
such as being Accurate, Cost-effective, non-invasive, using legacy data, being the only biometrics 
suitable for use, and being made as a backup mechanism. 
 
Current technological developments are experiencing very rapid progress marked by the 
increasingly sophisticated and complex use of technology in everyday life. Technology 
continuously improves and influences human activities themselves so that every action and 
activity can run effectively and continuously efficiently with current technological advancements. 
Face recognition systems are becoming ubiquitous and are being utilized in many applications 
including authentication. These systems rely on a pre-captured image (called enrolment image) 
as a reference for comparison to an image at hand (called probe image) for identity recognition. 
Face Recognition in the online Proctoring Exam System allows to implement of a real-time face 
recognition system as is very helpful in saving valuable time and helps especially educators, as it 
will help in the identification of a person by matching detected faces to the database, user access, 
and provide accurate information of learnerôs information. 
 
Significance of the Research/ Innovation/ Invention/ Design 

 
The system has several stages. In the first stage, the attendance process begins with students 
logging into the system, then using webcam clarification on the computer. The application will 
detect and recognize student faces if the face dataset in the database has the same lighting and 
resolution when capturing images. When the face is recognized by the application, the application 
will confirm whether the face is recognized by the system in the face of the student concerned. If 
students confirm correctly, the student must share the whole screen and the exam questions will 
come out and students take the exam. In the second stage, the process of inputting face data on 
the system can be seen in the first user selecting the input method, that is, from existing photo 
files or directly via webcam, then it will be displayed in the proctoring report. The system will detect 
faces and show the pictures and screens captured during the exam. 
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Figure 1: Proctoring Report  
 
Impact of the Innovation/ Invention/ Design on Education or Community 
 
Improves the systemôs convenient  
 
Face recognition is a biometric software application capable of uniquely identifying or verifying a 
person by comparing and analyzing patterns based on a comparison between face capture and 
face dataset in the database. Face recognition technology has received significant attention as it 
has the potential for a wide range of applications related to education. Through a wide range of 
innovative applications, it can enable quick and accurate identity verification that will deter 
academic dishonesty and uphold fairness in education. 
 
Save lecturersô time and effort as the system will store the face and screen captured automatically 
 
With the rapid development of internet technologies, online distance education (ODE) plays an 
important role in promoting lifelong learning and providing a foundation for long-term personal 
development. Another of the benefits of face recognition technology is its fast-processing nature 
and that does not need any contact with users. With current identity verification methods, users 
must remember the username, password, and other inconveniences. To authenticate their 
identity, the university/ lectures can monitor students via their webcams, a process is known as 
"online proctoring" and detects and prevent cheating in online learning, and examination. 
 
Maximizing Learnerôs Performance with Face Recognition Technology 
 
As technology advances rapidly, methods of cheating are becoming more innovative as well. To 
solve this age-old problem, educators and proctors find an equally innovative way to dissuade 
learners from cheating and to better monitor testing conditions. The implementation of face 
recognition systems allows for reducing occurrences of cheating. The face recognition technology 
matches studentsô faces to their ID photos of the face dataset in the database. With face 
verification systems, taking an exam for someone else is nearly impossible preventing cheating, 
and helping educators predict cheating behaviors by analyzing learnersô expressions and 
movements by analyzing the result screen captured. 
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Commercialization Potential 
 

The COVID-19 pandemic has necessitated significant changes in higher institutional education. 
One of the biggest challenges concerned in learner remote learning is their assessment. Due to 
the social distancing regulations, the learner assessments need to be conducted remotely. But 
most of the remote assessments that are conducted are not proctored. Thus, it is very difficult to 
prevent cheating and fairness in assessment (Lee et al., 2020).  
 
The use of Face Recognition in the online Proctoring Exam System in the world of education 
allows the lecture to use it as proof of the presence of learners. The educators can analyze the 
presence of students and determines whether a student has cheated or not during the 
examination being held before this, during the examination educators were only accurate in 
ensuring the learnerôs attendance and the educator only looks at the learnerôs login activities. To 
authenticate their identity, the university/lectures can monitor students via their webcams, a 
process is known as "online proctoring" and detects and prevent cheating in online learning, and 
examination. 
 
Conclusion 
 
The universities need to have secure test proctoring to maintain integrity and fairness in remote 
assessment. Generally, learners cheating in remote assessment can be overcome by using Face 
Recognition in the online Proctoring Exam System. Although the implementation of proctoring can 
control learner cheating in online assessments, it is also important to look into the quality of 
questions for remote assessments. Remote assessment questions need to measure high-level 
skills like creative thinking, critical thinking, problem-solving, etc. Thus, this can be an alternative 
method to reduce cheating and maintain the integrity of the assessment regardless of proctoring 
structure. Thus, the future work will explore the best practices for remote assessment that will 
describe the structure of online tests through UMTôs Learning Management System (LMS). 
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Abstract 
 
Chaoxing Learning Platform is currently considered as one of the most popular online social 
networking platforms in China with concern to English as a foreign language (EFL) teaching and 
learning. This research aims to focus on investigating if blended learning approach using 
Chaoxing Learning Platform can improve studentsô Vocabulary Test Scores and enhance their 
Intrinsic Motivation. Based on the primary problems of students' lack of vocabulary and their 
intrinsic demotivation in EFL learning, classroom action research was designed with two cycles, 
each of which containing four phases: planning, implementing, observing and reflecting. A total 
of 36 students in a technician college in Chongqing, China was involved in this research with a 
duration of four weeks with two sessions per week. The instruments containing Diagnose Test, 
vocabulary post-tests for Cycle one & Cycle two, Intrinsic Motivation questionnaire and 
observation checklist were applied to collect the data. Afterwards, data were quantitatively 
analyzed using descriptive analysis, and the results show that using Chaoxing Learning Platform 
could improve studentsô Vocabulary Test Scores by a percentage increase of mean: from 
Diagnose Test to Cycle One: 17.9%, from Cycle One to Cycle Two: 21.6%, and from Diagnose 
Test to Cycle Two: 43.5%. Their Intrinsic Motivation was also enhanced by a percentage increase 
of mean: from Diagnose Test to Cycle one: 12.4 %, from Cycle one to Cycle two: 21.0%, from 
Diagnose Test to Cycle two: 35.0%. Meanwhile, findings from the observation suggest that 
Chaoxing Learning Platform enabled teacher to create a student-centered class where students 
took active parts in all weekly lessons and students were seen more motivated to learn EFL 
lessons according to their classroom behaviours. Consequently, this research may hopefully 
inform other practitioners of EFL in the Chinese secondary vocational school context of the 
potentials of blended teaching supplement especially with the use of Chaoxing Learning Platform. 
Meanwhile, methodological and socio-geographical diversity in action research for EFL teaching 
in blended learning may also be contributed by this research potentially. 
 
Keywords: Blended learning, learning platform, vocational education, EFL classroom 
 
 
Background of the Research 
 
Attracting the attention of researchers and academics for decades, vocabulary is frequently 
regarded as an imperative component and a key instrument for learning and using a foreign 
language. However, due to students' inadequate English knowledge base, intrinsic demotivation 
of learning, and teachers' traditional talk and chalk mode, the situation of English vocabulary 
teaching and learning in Chinese secondary vocational classrooms is now dismal. This condition, 
in particular, has become one of the primary causes of students' poor performance in the English 
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course (Gao, 2021). Education digitalization, as we all know, is now varying the ways of teaching 
and learning, with blended learning being one of the most popular diversifications because it 
overcomes numerous hurdles in traditional learning techniques and provides meaningful learning 
experiences (Ma & Lee, 2021). To better utilize blended learning approaches, Chaoxing Learning 
Platform in China is currently considered as one of the most popular online social networking 
platforms by various of disciplines including English as a foreign language (EFL). 
 
Therefore, this research aims to investigate if blended learning approach using this platform can 
improve studentsô Vocabulary Test Scores and Intrinsic Motivation based on the following three 
research questions: 
 
RQ1: How can the use of Chaoxing Learning Platform in Chinese EFL classroom improve 
studentsô Vocabulary Test Scores? 
 
RQ2: How can the use of Chaoxing Learning Platform in Chinese EFL classroom improve 
studentsô Intrinsic Motivation? 
 
RQ3: How do the students respond to the implementation of the blended learning approach using 
Chaoxing Learning Platform? 
 
Description of the Research 
 
This research was designed as a Classroom Action Research (CAR). Mertler (2017) states CAR 
is a way for practitioners to improve educational practice by investigating their own classrooms 
and conducting their own practical actions. Usually, several cycles would be contained in CAR 
research and each cycle is performed by action planning, implementation, observation and 
reflection.  
 
Prior to Cycle one, the Diagnose Test was administrated to identify the baseline of the students' 
Vocabulary Test Scores and Intrinsic Motivation. The mean of their Vocabulary Test Scores in 
Diagnose Test was 44.44, which was less than the pass line of 60. Furthermore, the mean of their 
Intrinsic Motivation was 2.439, which, according to Asmawi (2005), indicates that students feel 
unmotivated if the interval score is between 2.01-2.99. As a result, the major problems of students' 
vocabulary deficits and intrinsic demotivation in EFL learning had been confirmed. 
 
Cycle one:  
 
Action planning: Who, what, when, where, and how the action would be conducted were 
designed in this phase. In Cycle one, the researcher 1) drew lots to choose the experimental class, 
and finally a class containing 36 second-year students (33 girls, 3 boys) in the second semester 
of the academic year 2021-2022 at a technician college in Chongqing, China was selected. 2) 
determined the teacher, researcher and observer: the researcher decided herself to be in charge 
of teaching, with one of her colleagues serving as a classroom observer. 3) set the duration of 
this research: two weeks per cycle, with two sessions every week, each lasting 40 minutes; 4) 
planned the specific lesson plans, the material used and supported media (Chaoxing Learning 
Platform); 5) developed the evaluation materials: only 30 new words were added to the vocabulary 
post-test of Cycle one, which was 70% identical to the Diagnose Test, each item was worth one 
point; Intrinsic Motivation questionnaire containing ten items using a five-point Likert-type scale 
ranging from ñstrongly disagreeò (1 point) to ñstrongly agreeò (5 points), and an observation 
checklist. 6) chose the method of analysing data: both quantitative and qualitative analysis were 
determined. Action implementation: In this step, the researcher carried out the entire detail 
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action programs as planned above step by step. In this phase, all the learning materials for 
preview, notifications, assignments, quizzes, discussions and assessments were released, and 
completed by the teacher and students through Chaoxing Learning Platform for the online 
learning part, while for the face-to-face sessions, presentation, lectures, questioning, and 
discussion were conducted. Action observation: The studentsô learning process and their 
involvement or engagement, their responses, and behaviours of the learning progress in English 
class were observed and recorded by the observer in this phase. In Cycle one, it was found that 
students feel reluctant and ashamed to pronounce the words and answer the teacherôs questions 
at the beginning. The researcher then encouraged them and used some functions of the platform 
such as the online sign-in gestures, the word cloud, group PK game, random ñshakeò of selection 
and found students were seen more motivated and excited. The tone in the classroom was more 
high pitch and the noise produced contained more English words, which showed high enthusiasm 
and engagement. The classroom was full of laughter and students were not silent anymore. 
Action reflection: Usually, after completing the observation of a cycle, the researcher does the 
reflection to analyse the weakness of the application and the present strategy before making a 
revised planning in order to get a better result in next cycle. From Diagnose Test to Cycle one, it 
is shown that the studentsô Vocabulary Test Scores and Intrinsic Motivation increased. In 
Diagnose Test, the studentsô Vocabulary Test Scores was 44.44 and their Intrinsic Motivation was 
2.439. After Cycle one, the studentsô Vocabulary Test Scores was 52.42 and their Intrinsic 
Motivation was 2.742. The percentage increase in Vocabulary Test Scores and Intrinsic 
Motivation was 17.9% and 12.4% respectively (see Table 1).  
After the first cycle, the researcher discussed with the observer and determined that the main 
issues remained: students with poor English performance were still demotivated in English class, 
the recount text made it difficult for them to follow the teacher during class, and their Vocabulary 
Test Scores mean was still below 60. As a result, the researcher decided to undertake Cycle two 
based on the new issues. 
 
Cycle two: 
 
Action planning: In Cycle two, based on the new problem, the researcher 1) planned the lesson 
and the adjusted strategy to solve the new problems. 2) vocabulary post-test for Cycle two: the 
post-test of Cycle two was 100 multiple choice questions worth one point each (70% identical to 
Cycle one, with the addition of 30 new terms). Action implementation: Remain the same as 
Cycle one. Action observation: In Cycle two, the class became more student-centered and 
engaged after the researcher released some group works via Chaoxing learning platform, and 
some low-achieving students were designated as group leaders. The diligence in learning and 
doing tasks can be observed. Students produced more frequent and longer conversations 
including the students with poor English performance. Action reflection: from Cycle one to 
Cycle two: There was a significant increase of the studentsô Vocabulary Test Scores and Intrinsic 
Motivation from Cycle one to Cycle two with Vocabulary Test Scores in Cycle one being 52.42 
and in Cycle two being 63.75, the Intrinsic Motivation in Cycle one being 2.742 and in Cycle two 
being 3.292. Thus, the percentage increase in studentsô Vocabulary Test Scores from Cycle One 
to Cycle Two was 21.6%, and the percentage increase in Intrinsic Motivation was 21% (see Table 
1). From Diagnose  Test to Cyc le two: In addition, there was a massive percentage increase in 

Vocabulary Test Scores and Intrinsic Motivation from Diagnose Test to Cycle two, with 43.5% of 
Vocabulary Test Scores and 35.0% of Intrinsic Motivation respectively (see Table 1). 
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Table 1: Mean, SD & Increased percentage of VTS & IM in each Cycle 
 

Items 
DT 

(Diagnose Test) 
C1 

(Cycle one) 
C2 

(Cycle two) 
Increase (percentage) 

-- Mean SD Mean SD Mean SD 
DT-C1 

(%) 
C1-C2 

(%) 
DT-C2 

(%) 

Vocabulary test scores 
(VTS) 

44.44 12.03 52.42 12.334 63.75 10.426 17.9 21.6 43.5 

Intrinsic motivation 
(IM) 

2.439 0.4108 2.742 0.519 3.292 0.4759 12.4 21.0 35.0 

 
Significance of the Research 
 
The findings of this study could help researchers learn more about how to improve students' 
vocabulary and motivation of EFL teaching and learning. Simultaneously, it would be critical to 
enlighten other EFL practitioners in Chinese secondary vocational schools about the benefits of 
blended teaching supplements, particularly when using Chaoxing Learning Platform. Meanwhile, 
this study could potentially add to methodological and socio-geographical diversity in action 
research for EFL teaching in blended learning. 
 
Conclusion 
 
This study revealed that Chaoxing Learning Platform has a positive effective on improving the 
studentsô Vocabulary Test Scores and Intrinsic Motivation during English classes. Based on these 
findings, more practitioners and educators in China are being encouraged to make more 
purposeful use of Chaoxing Learning Platform to improve the students' English proficiency and 
motivation. 
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Abstrak 
 
Kun Mumtazan UPKK merupakan satu modul yang dibina untuk menjayakan program bersama 
komuniti. Program ini memberi fokus kepada pengukuhan bahasa Arab di sekolah rendah khusus 
untuk pelajar yang bakal mengikuti Ujian Penilaian Kelas KAFA (UPKK). Fasilitator program terdiri 
daripada pelajar tahun akhir Ijazah Sarjana Muda Pengajian Bahasa Arab, UniSZA dengan 
dipantau oleh pensyarah pembimbing. Modul yang dibangunkan dalam program ini merupakan 
bahan rujukan pantas dan mudah untuk difahami berdasarkan silibus UPKK bagi murid tahun 3 
dan 4. Modul ini juga disediakan berdasarkan pembelajaran dan kurikulum terkini Kementerian 
Pendidikan Malaysia (KPM). Modul ini dibangunkan dengan menerapkan elemen multimedia dan 
infografik. Modul ini bertujuan untuk membantu pelajar mendalami bahasa Arab dengan lebih 
mudah dan menyeronokkan khususnya untuk pelajar UPKK yang akan menghadapi peperiksaan 
akan datang. Antara keistimewaan modul ini ialah nota yang disediakan padat dengan infografik 
yang menarik. la juga memuatkan info tambahan tentang topik terpilih di samping mengikut format 
peperiksaan terkini. Skema jawapan turut disediakan untuk memudahkan semakan. Sesi 
pembelajaran berlaku secara dalam talian dengan mengambil kira suasana pandemik semasa. 
Pelbagai aplikasi terkini telah diterapkan ketika pembelajaran berlangsung. Antaranya  Google 
Meet untuk pertemuan secara maya sepanjang kelas berlangsung, Canva untuk penyediaan dan 
penyuntingan bahan pembelajaran, Youtube untuk perkongsian video selain Whatsapp untuk 
komunikasi. Manakala untuk tujuan pengukuhan dan penilaian, aplikasi Kahoot, Quizizz dan 
Wordwall telah digunakan. Modul ini boleh diakses menerusi laman web khas 
(https://kunmumtazanupkk.blogspot.com/). Setelah selesai mengikuti pembelajaran 
menggunakan modul ini, maklum balas pelajar direkodkan untuk melihat sejauh mana 
penerimaan pelajar terhadap modul ini. Pelajar memberi maklum balas yang positif dan 
menyatakan seronok  mengikuti pembelajaran bahasa Arab berasaskan modul Kun Mumtazan 
UPKK. Menerusi modul ini pelajar dapat meningkatkan penguasaan Bahasa Arab. Modul ini juga 
merupakan alternatif utama untuk pelajar UPKK selain daripada buku teks. Modul yang 
dibangunkan ini mampu menarik minat dan meningkatkan motivasi pelajar dalam mempelajari 
bahasa Arab.  
 
Kata Kunci: Modul, dalam talian,  bahasa Arab, UPKK, infografik. 
 
 
Pengenalan 
 
Pembelajaran bahasa Arab telah mendapat tempat di Malaysia di pelbagai peringkat pengajian 
bermula dari peringkat tadika, sekolah rendah, sekolah menengah dan institusi pengajian tinggi. 
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Di peringkat sekolah rendah pembelajaran bahasa Arab telah diserap ke dalam Kelas Al-Quran 
& Fardu Ain (KAFA). Murid akan mengikuti kelas ini selama tiga kali seminggu bermula pada 
tahun satu. Pada tahun lima, murid ini akan menduduki Ujian Penilaian Kelas KAFA (UPKK). 
 
Dengan kepesatan teknologi, penerapan elemen digital diperlukan untuk membantu murid 
menguasai silibus KAFA dengan lebih baik. Oleh yang demikian satu modul yang dikenali dengan 
Kun Mumtazan UPKK telah dibina bertujuan untuk menyediakan bahan sokongan untuk murid 
KAFA yang bakal menduduki UPKK. 
 
Modul Kun Mumtazan UPKK 
 
Modul ini dibina bertujuan untuk menyediakan bahan sokongan kepada murid yang bakal 
menduduki peperiksaan UPKK seterusnya membantu mendalami bahasa Arab dengan lebih 
baik. Selain itu, modul ini berhasrat untuk meningkatkan minat pelajar dalam mempelajari bahasa 
Arab dan mendorong mereka untuk menggunakan bahasa Arab dalam kehidupan harian. 
 
Modul ini telah dibina dengan mengambil kira elemen infografik dan multimedia ( Mayer, 2002). 
Pembangunan modul ini juga berasaskan model instruksional ADDIE (Branch, 2009). Pada fasa 
pertama, analisis keperluan telah dijalankan seterusnya diikuti dengan fasa reka bentuk dan 
pembangunan. Setelah selesai pemurnian modul ini, modul ini dilaksanakan bersama murid 
tahun 4, sekolah kebangsaan Bachok, Kelantan. Pelaksanaan modul ini bersama murid telah 
dijalankan secara dalam talian dengan menggunakan pelbagai pelantar antaranya Whatsapp 
untuk perbincangan secara dalam talian, Google Meet untuk pertemuan maya dan Youtube untuk 
paparan video dan perkongsian. Selain daripada itu, bagi tujuan pengukuhan dan penilaian 
beberapa aplikasi telah digunakan untuk menarik perhatian murid. Ini termasuklah Kahoot, 
Quizizz dan Wordwall. Pelajar yang mendapat markah paling tinggi akan diberikan hadiah pada 
setiap sesi. Latihan pengukuhan ini dilaksanakan dengan mengambil kira asas teori 
behaviourisme (Nagowah, L., & Nagowah, S, 2009) yang menekankan pengukuhan untuk pelajar 
diikuti dengan ganjaran kepada pelajar yang dapat menjawab dengan baik. Modul ini juga 
mempunyai laman web khusus  (https://kunmumtazanupkk.blogspot.com/) untuk memudahkan 
murid mengaksesnya tanpa mengira masa dan tempat. Ia bukan sahaja boleh diakses oleh murid 
yang mengikuti kelas ini bahkan terbuka kepada semua. 
 
Setelah selesai melaksanakan kelas menggunakan modul Kun Mumtazan UPKK, maklum balas 
daripada pelajar direkodkan untuk melihat sejauh mana penerimaan murid terhadap modul ini. 
Secara umumnya murid menyatakan mereka merasa seronok dan membantu mereka untuk 
memahami bahasa Arab dengan lebih baik. Berikut beberapa contoh maklum balas. 
 

 ñWahhéseronoknya belajar hariniéakak ii semua sporting..modul yang akk bagi 
pon cantik dan menarik...lepas ni oleh la saya gunakan modul ini untuk buat 
latihanò(M1) 
 
 ñTerima kasih kakak-kakak semua tolong ajar kami cara untuk qunakan modul ni. 
Senang untuk kami taham soalan yang ada dalam modul ni sebab ada bahasa 
melayu. Cara akak ajar pon menepati citarasa saya untuk terus belajar bahasa 
Arabò (M2) 
 
ñKelas ni menarik betul la., modul ni pon banyak membantu saya untuk faham apa 
yang akak semua ajar harini., sekali lagi.,terima kasih akak-akak semuaò (M3) 
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Keistimewaan Modul Kun Mumtazan UPKK 
 
Modul Kun Mumtazan ini mempunyai keistimewaannya yang tersendiri. Pelbagai pihak terlibat 
dalam pembangunan modul ini iaitu pelajar tahun akhir ISM Pengajian Bahasa Arab UniSZA, 
pensyarah pembimbing, guru SK Bachok dan murid tahun 4 SK Bachok. Modul yang 
dibangunkan ini berpandukan silibus Kementerian Pendidikan Malaysia. Kandungan modul ini 
menggunakan dwi bahasa bagi meraikan tahap murid. Modul ini merupakan gabungan pelbagai 
aplikasi terkini dengan memaparkan maklumat dalam bentuk infografik dan menerapkan elemen 
multimedia. Modul ini juga turut mengandungi Latihan pengukuhan bagi setiap tajuk berserta 
skema jawapan. 
 
Menerusi modul ini, pelajar dapat menjimatkan masa mereka untuk memahami makna perkataan 
dan tidak perlu bergantung kepada guru sepenuhnya. Modul ini dapat mengurangkan 
kebimbangan dan keresahan para murid mahupun guru dalam mengikuti PdP secara dalam talian 
kerana modul ini menawarkan penggunaan aplikasi yang mesra pengguna serta pilihan tanpa 
capaian internet. 
 
Kesimpulan 
 
Modul yang dibangunkan ini diharapkan boleh memberi manfaat kepada semua murid di seluruh 
Malaysia yang bakal menduduki UPKK. Modul yang dihasilkan dalam bentuk digital ini boleh 
diakses tanpa mengira masa dan tempat. Kandungannya yang disusun berasaskan elemen 
infografik dan multimedia dapat menarik minat murid untuk mengikuti pembelajaran bahasa Arab 
dengan lebih berkesan. 
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Abstrak 
 

Kehidupan manusia dan teknologi elektronik semakin tidak boleh dipisahkan sehingga menjadi 
suatu keperluan yang dijelmakan dalam bentuk pengajaran dan pembelajaran. Penggunaan e-
learning telah diterima secara meluas sebagai pelantar dalam penyampaian ilmu khususnya 
dalam disiplin ilmu-ilmu Islam. Ilmu al-Qawaid al-Fiqhiyyah (Islamic Legal Maxims) yang 
merupakan sebahagian ilmu pengajian Syariah tidak terkecuali untuk mengikuti arus perubahan 
ini untuk menggunakan teknologi dalam pengajaran dan pembelajaran. Keperluan penggunaan 
e-learning dalam pengajaran dan pembelajaran ilmu al-Qawaid al-Fiqhiyyah seharusnya 
dipertingkatkan mengikut acuan semasa bagi membantu kefahaman ilmu tersebut yang 
selalunya bersifat sukar. Produk inovasi ini bertujuan mendedahkan penggunaan teknologi 
sebagai pelantar e-learning dalam pengajaran dan pembelajaran al-Qawaid al-Fiqhiyyah iaitu 
melalui kursus LBD2013 al-Qawaid al-Fiqhiyyah yang menjadi kursus wajib program di Fakulti 
Syariah dan Undang-undang, Universiti Sains Islam Malaysia. Tumpuan akan diberikan kepada 
pengisian, cabaran dan prospek pengajaran ilmu tersebut dalam mendepani teknologi semasa. 
Hasil produk inovasi ini mendapati penggunaan e-learning dalam pengajaran al-Qawaid al-
Fiqhiyyah melalui kursus LBD2013 membawa perubahan daripada pendekatan tradisi kepada 
teknologi dan menarik perhatian oleh para pelajar yang mengikuti kursus ini. Perubahan dalam 
pengajaran dan pembelajaran ilmu al-Qawaid al-Fiqhiyyah secara khusus dan Pengajian Syariah 
secara am, seharusnya bergerak seiring dengan inovasi semasa secara menyeluruh sama ada 
penggunaan teknologi di dalam atau di luar bilik darjah. Selain itu, penggunaan e-learning 
menjadikan pengajaran ilmu al-Qawaid al-Fiqhiyyah sesuatu yang menyeronokkan dengan 
kepelbagaian alat bantu mengajar. 
 
Kata Kunci: Pengajaran dan Pembelajaran, Al-Qawaid al-Fiqhiyyah, E-learning 
 
 
Latar Belakang Projek Inovasi 
 
Setiap orang dapat mengetahui pelbagai maklumat dengan mudah dan bersifat semasa (up to 
date) melalui teknologi internet. Kemudahan internet yang semakin berkembang telah mengubah 
landskap pendidikan generasi baharu pada hari ini. Hakikatnya pendidikan pada abad ke-21 
mengalami perubahan iaitu dalam mendidik, membentuk dan menyampaikan mesej kepada 
generasi masa kini yang dikategorikan sebagai Generasi Z. Dari sisi lain pula, konsep 
pembelajaran dalam Pendidikan Abad ke-21 (PA21) mengalami perubahan yang perlu 
menggabungkan interaksi secara fizikal (bersemuka) dan tidak bersemuka (alam maya). 
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Teknologi kini mempunyai manfaat motivasi yang berupaya menarik golongan pendidik dan 
pelajar agar turut aktif dalam Pengajaran dan Pembelajaran (P&P). Penggunaan media teknologi 
turut mendorong minat para pelajar untuk menguasai ilmu pengetahuan dan mereka akan lebih 
terdedah dengan pembelajaran kendiri. Para pelajar dapat mengakses bahan-bahan sedia ada, 
maklumat terkini dan berkongsi info bersama rakan juga pendidik dengan mudah dan pantas 
(Mohd. Noorhadi Mohd. Yusof & Zurinah Tahir. 2017). 
 
Pengajaran dan pembelajaran berasaskan teknologi yang melibatkan ilmu pengajian Islam juga 
bukan suatu pilihan pada masa kini bahkan ianya merupakan suatu keperluan terutama pasca 
pandemik yang berlaku. Pemilihan alat bantu mengajar berteknologi tinggi perlu dilakukan secara 
berhati-hati khususnya dalam Pendidikan Islam supaya ianya sesuai untuk digunakan dan boleh 
diintegrasikan dengan kaedah pengajaran tradisional (Kamarul Azmi Jasmi et al. 2012). 
 
Oleh yang demikian, projek inovasi ini membuktikan bahawa salah satu ilmu tradisional dalam 
pengajian Islam iaitu al-Qawaid al-Fiqhiyyah (Islamic Legal Maxims) turut mengaplikasi dan 
menggunakan teknologi semasa dengan tajuk ñPengajaran Dan Pembelajaran Al-Qawaid Al-
Fiqhiyyah (Islamic Legal Maxims) Merentasi Teknologiò.  
 
Penerangan Projek Inovasi 
 
Al-Qawaid al-Fiqhiyyah (Islamic Legal Maxims) merupakan satu cabang penting dalam disiplin 
ilmu fiqh. Peranan ilmu ini yang tersendiri iaitu membantu untuk menerangkan dan menentukan 
sesuatu hukum kerana penggubalannya adalah berdasarkan kesimpulan dan pemerhatian 
terhadap pelbagai permasalahan fiqh yang sedia ada. Tanpa penemuan al-Qawaid al-Fiqhiyyah 

sebagai satu ilmu penting dalam menentukan hukum, nescaya setiap hukum permasalahan 
ditulis dalam keadaan panjang lebar yang hanya difahami oleh pakar dalam bidangnya sahaja 
(Zahari Mahad Musa. 2014). 
 
Perkembangan ilmu al-Qawaid al-Fiqhiyyah mempunyai sejarah yang panjang seiring dengan 
perkembangan fiqh itu sendiri. Pada peringkat awal perundangan Islam, ia dilihat sekadar satu 
bentuk kefahaman dan pemikiran dalam menghuraikan permasalahan fiqh yang berlaku. Kondisi 
ini secara tidak langsung menyukarkan dalam mengumpulkannya dalam satu bentuk 
dokumentasi yang tersusun. Muhammad óUthman Shibir (2000) menetapkan peringkat 
perkembangan ilmu al-Qawaid al-Fiqhiyyah kepada empat bahagian iaitu: peringkat 
pertumbuhan (al-Nushuô), peringkat penulisan dan perkembangan (al-Tadwin wa al-Tatawwur), 
peringkat pemantapan (al-Istiqrar) dan peringkat kebangkitan (al-Nahdah).  
 
Peringkat keempat perkembangan yang bermula sekitar kurun ke-13 Hijriah sehingga kini 
memperlihatkan kepesatan ilmu al-Qawaid al-Fiqhiyyah daripada pelbagai aspek termasuklah 
penulisan, kajian, pengajian, dokumentasi dan kodifikasi perundangan (Mohamad Zaharuddin 
Zakaria et al. 2016). Penyelidik melihat bahawa penggunaan teknologi dalam pengajaran dan 
pembelajaran al-Qawaid al-Fiqhiyyah merupakan sebahagian kebangkitan yang boleh dicatatkan 
dalam lembaran peringkat keempat perkembangan ilmu ini. 
 
Secara asasnya, penggunaan teknologi dalam proses P&P al-Qawaid al-Fiqhiyyah dipelbagaikan 
melalui beberapa medium terkini berbantukan komputer, perisian, pangkalan data atau melalui 
sistem internet. Komponen e-learning menjadi elemen utama pengajaran dan pembelajaran 
dengan dibantu oleh m-learning dan Youtube. Ringkasan reka bentuk teknologi dalam P&P al-
Qawaid al-Fiqhiyyah di tunjukkan dalam Rajah 1. 
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Rajah 1: Teknologi dalam Pengajaran dan Pembelajaran al-Qawaid al-Fiqhiyyah 

  

Signifikan Projek Inovasi 
 
Pengajaran dan pembelajaran al-Qawaid al-Fiqhiyyah berbantukan teknologi adalah sangat 
signifikan kerana mewujudkan P&P yang lebih menarik, menggalakkan pembelajaran aktif, 
memperkayakan hubungan pelajar dengan bahan kursus, serta membina rangkaian 
pembelajaran yang lebih luas. Justeru itu, projek inovasi ini mencapai objektif utamanya, iaitu; 
 

i. Mewujudkan kepelbagaian ruang pembelajaran (learning space) atas talian dalam ilmu 
al-Qawaid al-Fiqhiyyah. 

ii. Memanfaatkan teknologi elektronik sebagai alat bantu mengajar atau medium pengajaran 
disiplin ilmu al-Qawaid al-Fiqhiyyah. 

iii. Meningkatkan komunikasi norma baharu antara pendidik-pelajar di luar bilik darjah ketika 
musim pandemik. 

 
Sumbangan Projek Inovasi 
 
Penggunaan teknologi mencetuskan pengajaran yang memberi impak dan dapat membantu 
dalam mencapai matlamat P&P yang dijalankan. Hal ini dapat dilihat melalui pelantar teknologi 
P&P al-Qawaid al-Fiqhiyyah yang mempunyai beberapa ciri utama yang unik, antaranya: 
 

i. Capaian yang mudah dan pantas tentang ilmu al-Qawaid al-Fiqhiyyah. 
ii. Silibus ilmu al-Qawaid al-Fiqhiyyah yang sistematik. 
iii. Kombinasi paparan nota yang menarik dan penerangan yang mudah difahami. 
iv. Video ringkas bagi setiap topik atau minggu tidak melebihi 10 minit di Youtube. 

 
Potensi Komersial 
 
Apabila setiap teknologi digunakan dengan berhikmah, maka ia dapat memajukan prinsip-prinsip 
P&P terutamanya dalam menggalakkan pelajar untuk terlibat aktif dalam pembelajaran dan 

e-learning

Youtubem-learning

Platform: Global Open Access 
Learning System [GOALS] 

Platform: Microsoft teams 

Pengisian Al-Qawaid al-Fiqhiyyah [QF]:  

Á CTP QF 

Á Rujukan QF 

Á Glosari QF 

Á Latihan Tutorial QF 
 

Á Forum QF 

Á Tugasan berkumpulan QF 

Á Penilaian QF 

Á Peperiksaan QF 

Pengisian Al-Qawaid al-Fiqhiyyah [QF]:  

Á Kuliah Segerak QF 

Á Rekod kehadiran pelajar QF 

Á Dokumentasi alasan kehadiran QF 

Á Memo dan peringatan QF 
 

Pengisian Al-Qawaid al-Fiqhiyyah [QF]:  

Á Rakaman Nota Kuliah QF 

Á Video-video terpilih QF 
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bekerjasama sesama mereka. Projek inovasi ini menjadi gerak kerja rintis dalam pembangunan 
modul pembelajaran al-Qawaid al-Fiqhiyyah di Institut Pengajian Tinggi dan pendedahan awal 
bagi pelajar menengah atas yang mengambil subjek Syariah dalam peperiksaan Sijil Tinggi 
Pelajaran Malaysia (STPM). Selain daripada itu, pembangunan projek ini memberi peluang 
komersial dalam menawarkan program pensijilan Micro-Credential al-Qawaid al-Fiqhiyyah bagi 
tujuan memasyarakatkan ilmu di universiti kepada komuniti. Pengetahuan ilmu-ilmu Islam tidak 
lagi terbatas di ruang masjid, akan tetapi merentasi komuniti melalui teknologi tinggi.  
 
Kesimpulan 
 
Sistem pendidikan masa kini sedang mengalami perubahan yang amat pesat. Hal ini turut berlaku 
dalam pengajaran ilmu-ilmu Islam. Penggunaan teknologi dalam ilmu-ilmu Islam tidak boleh 
dikesampingkan lagi. Pendekatan klasik yang selalu seiring dengan ñberdepan di hadapan guruò 
mungkin mengalami perubahan melalui ñberdepan dengan teknologiò terutama selepas pandemik 
COVID-19 melanda. Aplikasi teknologi dalam P&P al-Qawaid al-Fiqhiyyah merupakan suatu 
keperluan khususnya yang berhubung dengan alat bantu mengajar berteknologi tinggi iaitu akses 
internet dalam mahupun di luar bilik darjah, penggunaan sumber-sumber di pautan laman web, 
dan menggabungjalinkan komponen teknologi maya untuk pengajaran tradisional. Penggunaan 
teknologi dalam P&P al-Qawaid al-Fiqhiyyah juga memberi peluang kepada pendidik untuk lebih 
kreatif dan mengasah kemahiran di samping menyediakan pengalaman pembelajaran yang 
baharu kepada pelajar. 
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Abstract 
 
The Covid-19 epidemic had a significant impact on the educational environment. The uncertain 
situation had influenced instructors' efforts to make the learning environment and materials 
engaging. The most difficult task is to maintain the learning motivation, particularly among exam 
candidates. This study developed an interactive online self-directed learning note for Ujian 
Penilaian Kelas KAFA (UPKK) applicants, called e-BIJAK UPKK, that focuses on the Jawi and 
Khat subject, from Year Three until Year Five syllabus. The contents of the notes incorporated 
the four learning styles namely the visual, aural, reading, and kinesthetic. Since most online notes 
consist of e-books and presentation slides, the e-BIJAK UPKK allows users to select the specific 
learning resources they would like to use, either reading the notes, listen to the audio notes, 
watching the videos, or utilize the interactive online activities. To the author's knowledge, e- BIJAK 
UPKK is the first online interactive notes in Jawi and Khat for UPKK that integrates all four 
multimedia aspects. All UPKK candidates, as well as Jawi and Khat educators, may be able to 
utilize this note as supplemental material in class and for exam revision. It is envisaged that e-
BIJAK UPKK will enhance the learning process and be able to maintain the interest and focus of 
the UPKK candidates. 
 
Keywords: Interactive notes, UPKK, self-directed learning, Jawi, Khat 
 
 
Background of the Research/ Innovation/ Invention/ Design 
 
Self-directed learning has been as a fundamental competence for living and working in the 
modern world. It enables the person to adapt the changes in environment and conditions (e.g. 
Boyer et al., 2014; Kranzow & Hyland, 2016; Morris, 2019a, 2019b). It is important to embed this 
learning styles since the early stage of the children education. With the given condition of the 
pandemic, it is important to guide the children especially in the primary schools to be exposed 
with the self-directed learning environment. The development of technology and the challenges 
of the pandemic requires educators to be more flexible and creative in preparing instructional 
contents and materials. 
 
In the new context, the focus has shifted to identifying possible teaching aids, learning tools, and 
teaching methodologies that could help students learn more effectively in classes through active 
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learning, allowing them to pass and eventually graduate (Beyleveld et al. 2019). Apart of that, the 
variation of learning styles may call for another consideration during materials selections. Many 
studies have demonstrated the effectiveness of delivering e-content to learners in a way that is 
tailored to their needs and learning styles, hence aiding in the acquisition of knowledge, 
experiences and the development of higher-order thinking skills (Ali et al., 2019; Behaz & Djoudi, 
2012; Chun-Hui et al., 2017; Daines et al., 2016; Dominic et al., 2015; Mahnane et al., 2013; 
Vassileva, 2012). 
 
Having these conditions, it is crucial to have a learning materials which embed the digital features 
for different learning styles in order to keep the learning motivation and interest. Especially for 
candidates of national examination such as Ujian Penilaian Kelas KAFA (UPKK), the experience 
of the challenging of PdPR, online learning and isolated learning environment at home, may lead 
to burdens and lack of motivation with low interest for learning and high distraction of other 
influences. Hence, this research developed an online interactive notes specially designed for the 
Jawi and Khat subject for the needs of self-directed learning in preparing the students for the 
examinations. Named as online Brilliant in Jawi and Khat or e-BIJAK, the notes incorporated the 
different learning styles to accommodate the different learning needs of the users. 
 
Description of Online Brillient in Jawi and Khat (e-Bijak) 
 
e-Bijak UPKK was developed based on one of the UPKK subject namely the Jawi and Khat. The 
selection of the subject is based on the feedback given by the teachers in Kelas Agama and 
AlQuran Muadzam Shah (KAMUS). This is a collaborated project which aimed to assist the 
teachers and the candidates for UPKK to revise and prepare for the examinations.  
 
e-Bijak is a web-based interactive notes which was designed based on the idea of e-book 
presentation enhanced with interactive contents which requires the user to choose and click the 
interactive button in order to further display the contents. The online note is presented with written 
explanation, audio which read the written notes, video presentation and interactive exercises. 
User has the options to choose which type of notes they would like to use by clicking the 
respective button. Instead of flipping the page as the traditional e-book, e-BIJAK enable the users 
to clearly follow and choose the content based on the year, topics and type of learning materials 
they wish to use.  
 
The contents of e-BIJAK were closely followed the Nota express UPKK Jawi and Khat (Raziq and 
Dzulkifli, 2018) and additional contents from the teachers. Live video for the khat demonstration 
were originally recorded with the green screen and LED board studio to produce the class 
environment to the users. The final part is the activities and conclusion of the book. Users may 
choose the activities based on years to revise the topics. The questions were taken from the 
Jawab Untuk Cemerlang Ujian Penilaian Kelas KAFA (UPKK) by Jabatan Agama Islam Pahang. 
Currently, the website is still in the development and completion stage, and it is planned to go live 
in Septermber 2022. However, the completed content of e-BIJAK UPKK is presented as per 
Figure 1. 
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Figure 1: The content of e-BIJAK UPKK 
 
Significance of the Research/ Innovation/ Invention/ Design 
 
e-BIJAK is the first e-book style interactive notes which is developed for UPKK subject namely 
Jawi and Khat. The incorporation of different type of learning materials to accommodate the 
different learning styles makes e-BIJAK is unique and comprehensive in assisting the online self-
directed learning environment.  
 
Impact of the Innovation/ Invention/ Design Towards Education or Community 
 
e-BIJAK is meant to be used by all UPKK Jawi and Khat teachers, especially for the candidates 
to revise and prepare for the examination. As it is web-based, the current situation of internet of 
things support the current trend of online learning which is accessible anywhere at any time with 
any electronic devices with internet connection. e-BIJAK will bring the revision activities into 
another level as it enables the students to choose the materials they are comfortable with. 
 
Commercialization Potential 
 
e-BIJAK may be used by all UPKK teachers and educators in all over Malaysia for both teaching 
and revising activities. The candidates may utilize it as the revision resources apart of the 
traditional textbook and exercises. The design may also be replicated by other subject which wish 
to transform the traditional book into interactive notes, and not only for other UPKK subjects. 
 
Conclusion 
 
The development of e-BIJAK in the challenging period due to the pandemic and rapid 
development of technology had creates a new experience for self-directed online learning 
environment. The incorporation of the four learning styles in the materials, the options of free 
navigation in the contents from the traditional sequential pages flipping, enable users the freedom 
to learn the specific topic. It is hoped that e-BIJAK may be commercialized to all UPKK teachers 
and candidates in Malaysia.  
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Abstract 
 
Ramadan is a month that is so special for Muslims all over the globe. During this month, Muslims 
seek the opportunity to obtain more rewards by doing good deeds and aiming to improve good 
moral character and habits. Parents in Malaysia wish that the children also get the same value 
and spirit of Ramadan. Passing down the value and knowledge to the children is not an easy task. 
Game-Based Learning is popular nowadays, especially in educating children effectively. The 
amount of existing mobile games that contain Islamic content related to Ramadan suitable for 
Malaysian values is limited. Therefore, this research aims to motivate and educate Muslim kids in 
Malaysia about fasting and good deeds during Ramadan. The objective of this study is to develop 
a mobile game application for Ramadan that is suitable for children according to Malaysian 
values. This research focuses on the development of User Interface (UI), User Experience (UX), 
gameplay, game design, environment, and narrative. Unity, Adobe Illustrator, and Adobe 
Photoshop are the applications used to produce the 2D mobile game aimed at Android users. 
Game Development Life Cycle (GDLC) model is used as the methodology in the development of 
this research. The completed game was evaluated for effectiveness among selected target 
audiences aged 6-12 and families with children aged 6-12. Technology Acceptance Model (TAM) 
was adapted to measure user acceptance in terms of game design, functionality, and overall 
game performance. The result shows that 100 % of the respondents agreed that the Ramadan 
Spirit game provides knowledge that can be applied in their life. 
 
Keywords: Ramadan, Game-Based Learning, Malaysian values, Muslim children, fasting and 
good deeds, mobile game 
 
 
Background of the Research/ Innovation/ Invention/ Design 
 
According to Malaysian official statistics and the last census of 2010, Islam is the most proclaimed 
religion in Malaysia, with 61.3%. Therefore, Ramadan is an extraordinary time in Malaysia and 
the most awaited month of the year for Malaysian Muslims. In Islam, Ramadan is the ninth month 
of the Islamic calendar and the holiest month of the year in the Islamic religion. It is also one of 
Islam's Five Pillars. During this month, Muslims are required to fast from dawn to sunset, perform 
as many good deeds as possible, and believe that good deeds are rewarded more abundantly 
than any other time of the year. Ramadan allows us to be restored, revived, and revitalized while 
also getting back on track, the Sirat-Al-Mustaqim, the route of attaining Allah S.W.T.'s pleasure 
(Mohiuddin, 2021). So, it's a norm to see large crowds of Malaysian Muslims congregational 
prayers and other practices this month dedicated to worship, charity, and community. 
 
However, in Malaysia, the Ramadan spirit usually only involves Muslim adults as fasting during 
this month is compulsory for adult Muslims while children are not expected to fast until they reach 
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puberty. The month of Ramadan should be an exciting event for children as well. An effort to bring 
a sense of the importance of Ramadan and excitement for children to the celebration of Ramadan 
needs to be done. Instilling the joy of celebrating Ramadan to our children at an early age is very 
important so the children will understand Ramadan and learn about the values of generosity, 
devotion, and the benefits during Ramadan. Besides that, making the children aware of the added 
reward for good deeds performed during this month is also a good effort to make the children 
appreciate and enjoy the month as well as the adults. Based on the Sharia Law, parents should 
encourage their children to begin fasting at the age of seven. According to Masithoh, (2019); In 
Islamic education, early childhood education goals help instill Islamic values, in children so that 
their childhood development eventually becomes devout Muslims, who believe and devote 
themselves to Allah S.W.T. If parents want their child to be a good practice Muslim, then the 
seeds of Iman and Islam must be planted in the heart from childhood (Ataullah, 2016). 
 
Children nowadays have made a lot of interactions with smartphones and tablets. The worldwide 
lockdown due to the pandemic had caused the time children spent with the devices to skyrocket. 
The Malaysian Communications and Multimedia Commission's Internet User Survey 2020 
showed that the percentage of children aged 5 to 17 who use the Internet has increased from 
18.4 percent in 2016 to 47.0 percent in 2020. Of the children who access the Internet own, 56.3 
percent a device themselves. A survey taken in 2018, found that the use of smartphones for online 
activities is ubiquitous among children, with 91.8% of children accessing the Internet through the 
device. Based on the data obtained from Malaysia Communications and Multimedia Commission 
Internet Users Survey 2018 and 2020, mobile devices and apps have become a popular activity 
among young children. Digital literacy has become an essential part of childrenôs development 
today. 
 
Children nowadays focus more on playing digital mobile games than the old generation who play 
together outdoors. Now, everything is done digitally, online, and only via smartphones. Mobile 
games of various genres can be easily found and downloaded from digital marketplaces such as 
Google Play and Apps Store. In recent years, digital games have also been used for education 
and learning. The term game-based learning (GBL) refers to the use of games of educational 
value, or various software applications that use games for educational purposes or learning 
effects (YuLan Huang et.al, 2017). Mobile learning games (MLGs) are a rapidly evolving trend in 
the digital game-based learning genre. Although the purpose of developing the game is to provide 
entertainment, it has implicitly stimulated the player's interest in learning. When children play, 
that's when they will learn on their own. With fun activities and games, children can be stimulated, 
one of which is religious and moral values (Erni Munastiwi et.al, 2021). Digital games based on 
Islamic values are also designed to teach Islamic values and knowledge and to convince players 
to learn and improve Islamic knowledge. Nevertheless, there is still a lack of digital games with 
Islamic value and expertise in Malaysia, especially those related to Ramadan. The existence of 
digital games based on the Ramadan theme still has not been developed in Malaysia. 
 
Considering all of the above and being aware of the importance of Islamic education and spiritual 
illumination of the month of Ramadan to spread Islamic teachings and values among Muslim 
children, maintaining children's interest in learning is very important. Thus, this project consists of 
the main idea to motivate and educate Muslim children about fasting and good deeds in the month 
of Ramadan using a mobile game. It provides insight into the importance of fasting and good 
deeds during Ramadan and how mobile games can be used to attract them. 
 
Description of the Research/ Innovation/ Invention/ Design 
 
This research focused on developing a mobile game on fasting and good deeds in the month of 
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Ramadan. The focus group of players is children aged 6 to 12 years old. The research aims to 
motivate and educate Muslim children about fasting and good deeds in the month of Ramadan 
using a mobile game. The demographic is for Malaysian Muslim children because the content in 
this game is related to Islam with the Malaysian value and culture. The mobile game uses English 
as the language medium and it is developed for Android Smartphone users only.  
 
The Ramadan Spirit game is developed as a single game mode that is played offline. Ramadan 
Spirit comprises ten game levels or zones in this game, each with its environment that illustrates 
the spirit of Ramadan, good deeds, and associated enemy. The list of obstacles includes food for 
the fasting zone; meanwhile, the enemy is a bad desire for the other zone. This game requires 
the player to guide the character through the game, avoiding the enemy and collecting as many 
good deeds as possible. In terms of gameplay strategy, the player must gather as many good 
deeds as possible while avoiding the opponent to keep their taqwa level from decreasing and 
staying alive. The game ends on level ten, where the last enemy they have to fight is their big bad 
desire with a firework setting. All the storylines in this game are related to Ramadan. As for the 
enemy's fasting zone, food and drink symbolize the things we should avoid during fasting. 
Meanwhile, bad desires symbolize bad desires that we must fight within ourselves to do good in 
the month of Ramadan. 
 
The character for this game is created by making a character that symbolizes Malaysian Muslim 
Kids' culture. The Ramadan Spirit game consists of stories, knowledge, and games related to 
Ramadan fasting and good deeds in the month of Ramadan. Players can enjoy the game while 
simultaneously learning the importance of fasting and performing good deeds during Ramadan. 
The genre of the game is a 2D platformer. The game also necessitates a swift response from the 
player to control the game character. Furthermore, the game employs character control which 
allows the player to control the character via the mobile screen.  
 
Significance of the Research/ Innovation/ Invention/ Design 
 
The significance of this research is to develop a digital game to teach Islamic values or knowledge 
to players, or in other words, to convince players to learn or improve their understanding of 
Ramadan. Many designers believe that games can be an engaging tool to inspire players to learn 
and understand Islam as a way of life (Madihah Sheikh Abdul Aziz et al., 2019). Going deeper, 
the main goal of this game is to educate or promote behavior change towards understanding and 
practicing Islam as a way of life and for players to understand the importance of Ramadan. In the 
context of the promotion of Islam and the month of Ramadan, this can be achieved by providing 
information, teaching, and learning related to Islam, modeling positive behaviors, and creating 
opportunities to practice the Muslim way of life. When it comes to the month of Ramadan for 
children, there is no better way to teach them than by having a fun learning environment. Engaging 
them in activities that promote their interests is likely to help them to retain information.  
 

A total of 30 respondents between the ages of 6 and 12 and families with children between the 
ages of 6 and 12 rated the finished game's effectiveness. The survey is based on a Google survey 
that was conducted online, interviews with respondents, and participant observation. The APK 
(Android Package) file for the game application was made available to a small group of end users 
for installation and play testing as part of the assessment process. Following that, a survey asking 
for input was given out, and the responses were examined and debated. Users evaluated the 
programme and reported any problems they encountered. The goal of user evaluation is to get 
opinions from the intended audience. Interviews and surveys are used by developers to gather 
feedback. The questionnaire is also completed by the children's parents and siblings in order to 
assess the efficacy of the mobile gaming application because the children are too young and 
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unable to understand some of the questions' meanings. The survey adopted the Technology 
Acceptance Model (TAM). Technology TAM provides a foundation for tracing how external 
influences affect internal variables that sway beliefs, attitudes, and intentions. Users' acceptance 
of the game's content, functionality, and overall performance were assessed by user testing based 
on TAM. The survey was conducted by creating a questionnaire with five sections: Respondent 
Demographics, Gameplay of Ramadan Spirit Game, The Content of Ramadan Spirit Game, User 
Interface and User Experience, and Player Game Experience. 
 

The game is completed and in the process of copyright and release on Google Play. 
 

 
 

Figure 1: Main Menu Page of Ramadan Spirit Game 
 

 
 

Figure 2: Education in Ramadan Spirit Game 
 

Impact of the Innovation/ Invention/ Design Towards Education or Community 
 
Ramadan Spirit game mobile application can be a tool to educate Malaysian Muslim children and 
deliver knowledge about fasting and good deeds in the month of Ramadan. Compared to other 
casual mobile games, the Ramadan Spirit game can stimulate users to learn, dhikr, and have fun 
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while playing the game. Ramadan Spirit mobile game can help children immerse and get more 
exposure to the beautiful month of Ramadan. The knowledge learned while playing this game can 
be applied in their life.  
 
Commercialization Potential 
 
Ramadan Spirit game mobile application can be commercialized and can be an alternative tool in 
the teaching and learning process in schools and kindergartens. 
 
Conclusion 
 
As Muslims, we have always known the significance of Ramadan. Explaining Ramadan to 
children is not an easy task. Therefore, the development of this game is an essential tool to 
motivate and educate Muslim children in Malaysia on the spirit of Ramadan and make them know 
the importance of the actions completed during Ramadan and be inspired to achieve it themselves 
when it comes to their time. Besides that, it will engage kids in Ramadan and develop more 
passion in them during Ramadan. In addition, this game could attract and expose the interest of 
Muslim children to play more Digital Games with Islamic values. 
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Abstract 
 
Respiratory module is a difficult subject to study especially regarding the ventilatory cycle. 
ResVAR (Respiratory Ventilatory Augmented Reality) is an application which is used to help 
medical students to assist in their learning during MDR3007, Respiratory Module. The application 
provides them with an augmented reality of the lungs, 2D animation of the ventilatory cycle graph, 
video explanation regarding inspiration/expiration and quiz which consist of 5 multiple choice 
questions.  This is an original work developed by Universiti Putra Malaysia. ResVAR is different 
from other competitors in the Google App Store such as ñRespiratory System Anatomyò and 
ñRespiratory Systemò because this application has augmented reality (AR) regarding the anatomy 
of the lung. It also includes an animation and video regarding the physiological aspect of the lung. 
All the information can be found within one application. The backgrounds of the innovation that 
have been used in developing the application includes Unity, Vuforia, Blender and Meshmaker. 
A study was conducted amongst 25 respondents involving medical students regarding the 
application. A total of 92% of the medical students found it easy to use the ResVAR application. 
About 88% of them stated that the contents were easy to comprehend. All of them were able to 
use the application without explanation or instruction. The advantages of this application is that it 
will make it easier for medical students to remember the content of their respiratory system 
chapter notes. They can use this application to summarize their chapter and to better recap the 
lessons before a test. 
 
Keywords: Augmented reality application, Respiratory system, Teaching and learning tool. 
 
 
Background of the Research/ Innovation/ Invention/ Design 
 
Many medical lecturers use the two-dimension (2D) technique in the traditional way of learning 
and teaching, using lecture slides, a white board, references from medical texts, and other tools. 
As a result, using augmented reality (AR) as a teaching tool for visualisation aid is an option. 
Since the early 1990s, the AR technique has been used in the medical area (Budiman, 2016). 
The three-dimensional (3D) AR approach is advantageous because it enables medical lecturers 
to teach the ventilatory cycle in a 3D manner, making it more enjoyable for lecturers and students 
to comprehend the ventilatory cycle concept. In this research, we investigate the use of AR in 
medical training/education and its effect on studentsô perceived experiences on using the app. 
This includes the main goals of AR-based learning, such as to simplify the delivery and enhance 
the comprehension of complex information.  
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Description of the Research/ Innovation/ Invention/ Design 
 
The 3D Augmented Reality (AR) will be utilized as one of teaching method to deliver the lung 
functions efficiently accompanied by few related added 3D animations. 3D AR refers to a 
photographic technique that superimposes a computer-generated image on a userôs view of the 
authentic world. This 3D technique will allow medical students to learn and assess the lungs 
effectively as compared to traditional learning method. The app can easily be installed in Android 
hand phones which are mobile and light. The keywords and colourful AR, videos and animation 
found in the app can act as a triggering factor to increase the learning motivation of students. It 
can be played without internet facility once downloaded. 
 
Development of the Research/ Innovation/ Invention/ Design 
 

 The primary organs of the respiratory system are the lungs. The lungs are divided into lobes; The 
left lung is composed of the upper lobe, the lower lobe and the lingual. The right lung is composed 
of the upper, the middle and the lower lobes. During inspiration, the external intercostal 
muscles contract, moving the ribcage up and out. The diaphragm moves down at the same time, 
creating negative pressure within the thorax. The lungs are held to the thoracic wall by the pleural 
membranes, and so expand outwards as well. This creates negative pressure within the lungs, 
and so air rushes in through the upper and lower airways. Expiration is due to the natural elasticity 
of the lungs, which tend to collapse if they are not held against the thoracic wall. The ventilatory 
volume of air moving in or out of the lungs under normal resting circumstances, and volumes 
moved during maximally forced inhalation and maximally forced exhalation are measured 
using spirometry which is known as the ventilatory cycle. By using this information, Unity, Vuforia, 
Blender, and Meshmaker were employed in the innovation's history to construct the application. 
 
Significance of the Research/ Innovation/ Invention/ Design 
 

Table 1: Perceptions of Medical Students in UPM using ResVAR 
 

Items Perception of intervention group 
Cumulative Frequency (Percentage 

%) 

 Agree Disagree Not sure 

Q1. ResVAR application is easy to use. 
 

23 (90) 1 (4) 1 (4) 

Q2. The content of ResVAR is easy to 
comprehend and understand. 
 

22 (88) 3 (12) 0 (0) 

Q3. I am able to use Augmented Reality without  
Any instructions. 
 

21(84) 3 (12) 1 (4) 
 

Q4. I find Augmented Reality in the ResVAR 
application makes it easier to understand and 
visualize the respiratory system. 
 

20 (80) 5 (20)  

Q5. The application helped me to concentrate 
on the content. 
 

20 (80) 4 (16) 1 (4) 
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Q6. I find using ResVAR application useful for 
learning about the respiratory system. 

21 (84) 3 (12) 1 (4) 

 
The majority of respondents thought the ResVAR app was useful, according to Table 1 of the 
study. The programme was easy to use, according to 90% of the medical students who used it. 
The ResVAR app's contents are simple to read and understand for 88% of medical students. The 
app could be used by 84 percent of the medical students without any assistance. The most 
significant aspect of the app is that about 84 percent of medical students find it useful for learning 
about the respiratory system, and about 80 percent of them discovered that it helped them focus 
more on the material, which improved their understanding and ability to visualise the respiratory 
system. 
 
A relatively new technology called augmented reality (AR) enables the combination of actual 
ambient inputs and digitally created three-dimensional representations. To create an immersive 
learning environment and highly exciting learning experience, AR can use smartphones, tablets, 
or other devices (Friedrich et. al, 2019). Applications are being created for healthcare, retail and 
marketing, education, the military, travel and tourism, the automobile sector, manufacturing, 
architecture, and engineering, and they are being used widely in industry (Lee et. al, 2020). Due 
to the distinctive learning benefits that augmented reality (AR) has to offer, such as remote 
learning and interactive simulations, medical institutions throughout the world are rapidly adopting 
AR-based teaching systems (Molnar, 2017). The current COVID-19 epidemic, which has 
prompted an even bigger move toward online learning, highlights these benefits (Tang, 2020., 
Vázquez, 2007., & Yuen, 2011). 
 
Impact of the Innovation/ Invention/ Design Towards Education or Community 
 
AR creates opportunities for teachers to help students grasp abstract concepts. By using the 
interaction and experimentation that AR technologies offer, teachers can enhance classroom 
experiences, teach new skills, inspire student minds, and get students excited about exploring 
new academic interests. 
 
Commercialization Potential 
 
The full commercial application of this new knowledge in for example Google app store may be a 
source of new revenue for UPM. Copyright has been received for the ResVAR app. 
 
Conclusion 
 
Based on the ResVAR app research findings, it is hoped that the incorporation of this app into the 
medical curriculum would be extremely useful in learning about the respiratory system. The 
fundamental objectives of AR-based learning, such as streamlining the delivery and improving 
comprehension of complicated knowledge, are achieved in this process. To ensure and deliver 
better teaching to medical students, additional assessments and improvements of the app can be 
made in the future. 
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Abstract 
 
Due to the dynamic nature of the hospitality industry, it was deeply impacted by the pandemic 
and resulting Movement Control Orders since March 18, 2020. Hospitality students were affected 
as they unable to go into the hotels for their practical experience. However, hospitality students 
are always encouraged to understand and be able to manage complex environments and 
situations given the everchanging situation caused by the pandemic. Therefore, it is necessary to 
expose them to first-hand industry experience by embedding them within natural or artificial 
business environment in order to build their industry specific knowledge and enhance their 
management capabilities. This teaching and learning approach used the hotel simulation learning 
and how it promotes usersô confidence as a decision-making tool. Given the challenges of 
preparing students for the service industry, it enables them to make decisions based on real-life 
scenarios. Students were asked a series of questions after their use of the hotel simulation and 
probed to describe their learning activity. In conclusion, the experience creates motivation and a 
deeper understanding of the subject as well as promotes a level of confidence and satisfaction. 
 
Keywords: hotel simulation, cognitive aspect, behavioural aspect, affective aspect teaching and 
learning approach  
 
 
Background of the Innovation  
 
The pandemic lockdowns have prevented students and educators access and experience in real 
hotel industry environments, thus the development and integration of simulated environments 
within the hotel educational practices becomes critical.  
 
Yieldmax® offers a simulated environment that can allow students in the Hotel Revenue 
Management module a simulated environment that allow them to better understand the industry 
context and operations of room bookings by participating in an educational game that combines 
theoretical knowledge with industry specific management activities. As students typically cannot 
participate in a hotelôs room booking operation, their participation in this simulated world can 
significantly help them understand and learn how to perform in real industry environments. Difficult 
decisions such as when to deny a one-day booking in favour of a two-day booking need to be 
made. 
 
Description of the Innovation 
 
By using Yieldmax®, the users (students) are immersed in environments that give them the 
feeling of direct participation in a world that looks and behaves like the real one. The goal of 
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teaching and learning is to prepare stuents for lifelong learning and improve them professionally 
for employment (Biggs & Tang, 2011). Problem-based learning is considered a student-centred 
approach that enables students to get involved in decision-making that will maximise a companyôs 
performance using simulation learning related to hospitality management (Ampountolas, Shaw, 
& James, 2019). 
 
Significance of the Research/ Innovation/ Invention/ Design 
 
As students go through the Yieldmax® learning experience, they greatly improve their decision 
making skills (cognitive); communication skills, patience, self-improvement and confidence 
(behavioural); and use of an objective approach in problem-solving and teamwork (affective).  
 
Impact of the Innovation Towards Education  
 
Cognitive aspects: Decision making skills - Students act as the hotel's Revenue Manager and 
attempt to maximise revenue by accepting or rejecting guest bookings at varying price points 
across the week over a number of rounds. With each round, students build-up revenue and 
demand data from which to make informed decisions about future bookings. After 13 rounds, the 
results are shown in Figure 1.  
 

 
 

Figure 1: Screenshot of the Yieldmax® Results  
 
Cognitive aspects: Decision making skills - Students act as the hotel's Revenue Manager and 
attempt to maximise revenue by accepting or rejecting guest bookings at varying price points 
across the week over a number of rounds. With each round, students build-up revenue and 
demand data from which to make informed decisions about future bookings.  
 
Behavioural aspects: Communication skills, patience, self-improvement and confidence. 
 
 
 


