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ABSTRAK

Permainan komputer di kalangan remaja kini telah menjadi budaya yang tidak dapat
dipisahkan. Melalui penggunaan rangkaian jalur lebar dan budaya penggunaan
teknologi maklumat di kalangan masyarakat Malaysia, mahasiswa dan generasi
muda masa kini telah terlibat dengan permainan komputer sejak usia muda. Sebelum
ini, permainan komputer hanya dianggap sebagai media hiburan untuk pelajar dan
remaja tanpa memberikan ganjaran kepada mereka. Namun kebelakangan ini,
pelbagai usaha telah dilakukan untuk menghidupkan permainan komputer yang
diserap ke dalam kelas supaya pembelajaran lebih menarik dan boleh diikuti oleh
pelajar. Oleh yang demikian, projek ini dicadangkan bagi membina satu prototaip
permainan komputer yang memenuhi kehendak pelajar. Satu permainan komputer
pembelajaran akan dibangunkan dengan mengintergrasi keseronokan dan
pembelajaran bagi subjek sejarah tingkatan 3. Keperluan permainan komputer dan
teori bagaimana hendak mengintergrasi permainan di dalam pembelajaran akan
dikenalpasti. Kemudian prototaip tersebut akan diuji menggunakan ujian black box
untuk mengenal pasti fungsinya. Dari aspek pembangunan, Model MUDPY oleh
Sharda akan digunakan sebagai metodologi utama projek ini. Kesimpulanya pelajar
bukan sahaja dapat bermain permaian komputer malahan dapat belajar sejarah

Malaysia pada masa yang sama.



ABSTRACT

Computer games among teenagers have now become a culture that cannot be
separated. Through the use of broadband and civilizing of IT usage among the
Malaysian community, students and young people has now been exposed to
computer games since a young age. Before this, computer game is perceived as only
a medium for students and teenagers to seek pleasure without giving any benefit to
them. But lately, various attempts have been arranged to enable a computer game to
be incorporated into the class learning to make learning more interesting and
accessible to students. For that regard, this project is proposed and to develop a
computer games prototype that meets these requirements. A prototype in the form of
educational games will be developed to integrate fun and learning, and it is for the
history subject for form 3. To achieve these goals, the need for educational games
and the theories how to integrate games into learning will be identified. Later on the
prototype will be tested using the black box testing to ensure the functionality.
Overall for the development, MUDPY model by Sharda will be employed as the
main methodology for this project. At the end, these students will not only have
computer games that provide pleasure alone, but they can also learn the history of

Malaysia at the same time.
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CHAPTER 1

INTRODUCTION

1.1 Background

Malaysian Government through the National Key Economic Areas (NKEA) has
stated that the education sector will play an important role as a major education
centre of a choice and a pivotal hub in the global education network (National Key
Economics Area, 2010). Government also wants to improve the educational outcome
in Malaysia by building the competitive workforce. In order to achieve that,
government is now focusing in developing high performing schools programme and
trying to lifts the performance of all schools in the system. To become k-economy
based country, Malaysia through strategic ICT Roadmap was mooted by the National
Information Technology Council and re-iterated in the 9"Malaysia Plan (MOSTI,
2007). ICT as an enabler was first mentioned on 6" Malaysia Plan (MP) mainly in
the manufacturing sector. In the 7" MP, government has started to include e-learning
as a key in their agenda. While in the 8" MP, smart school had been introduced to

produce national k-workers to meet the demand in the vision 2020. In the 9™ MP,



The contents of
the thesis is for
internal user
only



References

Abt, C. (1970). Serious Games. New York: The Viking Press.

ACCAD. (2002, January 01). Retrieved November 24, 2010, from Storyboard:
http://accad.osu.edu/womenandtech/Storyboard%20Resource/

Arvers, 1. (2009). Serious Game. The International Digital Art Magazine, 24-25.

Avedon, E. M., & Sutton-Smith, B. (1981). The study of games. New York: John
Wiley & Sons, Inc.

Azwan, A., Abdul Ghani, A., Mohammad Zohir, A., & Abd Rahman, A. A. (2005).
Kesan Efikasi Kendiri Guru Sejarah Terhadap Amalan Pengajaran
berbantukan Teknologi Maklumat dan Komunikasi (ICT). Jurnal
Penyelidikan Pendidikan, 7, 15-24.

Baek, Y. K. (2008). What Hinders Teachers in Using Computer and Video Games in
Classroom? Exploring Factors Inhabating the Uptake of Computer and Video
Games. CyberPsychology & Behaviour, 11, 665-671.

Bahagian Perkembangan Kurikulum. (2002). Huraian Sukatan Pelajaran KBSM

Sejarah. Kuala Lumpur: Kementerian Pelajaran Malaysia.

Baranowski, T., Buday, R., Thompson, D. I., & Baranowski, J. (2008). Playing For
Real Video Games and Stories for Health-Related Behaviour Change.
American Journal of Preventive Medicine, 34(1), 74-82.

Caillois, R. (1961). Man, play, and games. New York: Glencoe.

Chang, F.-M. (2002). ICT in Malaysian Schools: Policy and Strategies. Workshop on
the Promotion of ICT Education to Narrow the Digital Divide, (pp. 1-6).
Tokyo.

54



Clark, D. R. (1998). Brainstorming. Retrieved January 20, 2011, from Big Dogs and

Little Dogs: http:/www.nwlink.com/~donclark/perform/brainstorm.html

Cruickshank, D. R., & Telfer, R. (1980). Classroom games and simulations. Theory
into Practice, 19, 75-80.

Davis, F. D. (1989). Perceived Usefulness, Perceived Ease of Use, and User
Acceptance of Information Technology. MIS Quarterly, 13, 319-340.

Decision table. (2010). Retrieved November 25, 2010, from Wikipedia, The Free
Encyclopedia: http://en.wikipedia.org/wiki/Decision_table

Diffen. (2010). Retrieved November 24, 2010, from Goal vs Objective:
http://www.diffen.com/difference/Goal_vs_Objective

Egenfeldnt-Nielsen, S. (2007). Third Generation Educational Use of Computer
Games. Journal of Educational Multimedia and Hypermedia, 16(3), 263-281.

Encyclopedia Jrank. (2010). Retrieved November 24, 2010, from Multimedia Design
and Planning Pyramid (MUDPY): http://encyclopedia.jrank.org/articles

/pages/6808/Multimedia-Design-and Planning-Pyramid-MUDPY

Geg, J. P. (2005). Learning by Design: Good Video Games as Learning Machines. E-
Learning, 2 (1), 5-16.

Grace, L. (2005). Game Type and Game Genre. Retrieved November 24, 2010, from
Lindsay Grace Digital Arts and Design: http://www.lgrace.com/documents/
Game_types_and_genres.pdf

Hark, I. R. (1997). It's how you play the game. Education, 118(1), 6-9.

Huizinga, J. (1955). Homo Ludens. Boston: The Beacon Press.

55



John, K. C., & McFarlane, A. (2004). Literature Review in Gaming and Learning.
United Kingdom: Futurelab.

Juul, J. (2005). Half-Real: Video games between real rules and fictional worlds.
Cambridge: The MIT Press.

Kennerly, E. (2004). Game Script and Storyboard Creation. Retrieved November 24,
2010, from FineGameDesign: http://www.finegamedesign.com/script/

index.html

Kramer, W. (2000). What is a game, really? Retrieved November 24, 2010, from
The Games Journal: http://www.thegamesjournal.com/articles/

WhatlsaGame.shtml

MOSTI. (2007). Strategic ICT Roadmap for Malaysia. Retrieved November 20,
2010, from MOSTI: http://www.mosti.gov.my/mosti/images/pdf/
National%20ICT%20R oadmap%20for%20Malaysia.pdf

Mungai, D., Jones, D., & Wong, L. (2002). Games to teach by. 18th Annual
Conference on Distance Teaching and Learning (pp. 1-6). Wisconsin:

University of Wisconsin.

Nation News. (2010, October 23). Retrieved November 20, 2010, from The Star
Online:http://thestar.com.my/news/story.asp?file=/2010/10/23/nation/
20101023171636&sec=nation

National Key Economics Area. (2010). Retrieved November 20, 2010, from

Pemandu:http://www.pemandu.gov.my/en/rural-basic-infrastructure/618.html

Nemerow, L. G. (1996). Do classroom games improve motivation and learning?

Teaching and Change, 3(4), 356-361.

56



Nor Azan, M. Z., & Wong, S. Y. (2008). Game Based Learning Model for History
Courseware : A Preliminary Analysis. Information Technology, 2008. ITSim
2008. International Symposium on (pp. 1-8). Kuala Lumpur, Malaysia:

Universiti Kebangsaan Malaysia.

Paterno, F. (2002). Human Computer Interaction With Mobile Devices by Fabio
Paterno. Pisa, Italy: Springer-Verlag.

Polson, K. (2002). Chronology of Video Games System. Retrieved November 22,
2010, from Chronology of Video Games System: http://vidgame.info/

Prensky, M. (2001). Digital Game based Learning. New York: McGraw Hill.

Prensky, M. (2006). Digital Games Based Learning. ACM computers in

Entertainment, 1, 1-4.

Pressman, R. S. (2010). Software Engineering A Practitioner's Approach. New Y ork:
McGraw Hill.

Rozita, N. M., & Zaliza, M. D. (2005). Increasing the Skill of Answer Essay
Question for History Paper 2 SPM. Proceeding Education Research Seminar
IPBA (pp. 106-113). Kuala Lumpur: Malaysia Examination Syndicate.

Sage, A. P., & Rouse, W. B. (2009). Handbook of Systems Engineering and
Management, 2nd Edition. New Jersey: John Wiley & Sons, Inc.

Sandford, R., & Williamson, B. (2005). Games and learning. Nottingham: NESTA

Futurelab.

Shaffer, D. W., & Gee, J. P. (2006). academiccolab. Retrieved November 24, 2010,
from Before every child is left behind: How epistemic games can solve the
coming crisis in education: http://www.academiccolab.org/resources

/documents/learning_crisis.pdf

57



Sharda, N. (2004). Creating Meaningful Multimedia with the Multimedia Design and
Planning Pyramid. The 1[0th International Multi-Media Modelling
Conference (p. 370). Brisbane, Australia: Victoria University.

Sugar, S., & Takacs, G. (1999). Games that teach teams: Tale of the RAT. The
Journal for Quality and Participatio, 3(6), 54-55.

Tinio, V. L. (2002). ICT in Education. New York: United Nations Development

Programme.

Van Eck, R. (2006). Digital game-based learning: It's not just the digital natives who
are restless. Educause Review, 41(2), 16-30.

Virvou, M., Katsinis, G., & Manos, K. (2005). Combining Software Games With
Education: Evaluation of TIts Educational Effectiveness. Educational

Technology & Society, 8(2), 54-65.

Wikipedia. (2010). Retrieved November 25, 2010, from Game Maker:
http://en.wikipedia.org/wiki/Game Maker

Williams, L. (2004). Testing Overview and Black-Box Testing Techniques. Retrieved
November 24, 2010, from Realsearch- Software Engineering at NCSU:
http://agile.csc.ncsu.edu/SEMaterials/BlackBox.pdf

Wolf, M. J. (2000, ). Genre and the Video Game. Retrieved November 24, 2010,
from robinlionheart: http://www.robinlionheart.com/gamedev/genres.xhtmi

Zave, P. (1997). Classification of Research Efforts in Requirements. Journal ACM

Computing Surveys, 29(4), 214-216.

Zyda, M. (2005). From Visual Simulation to Virtual Reality to Games. /[EEE
Computer Journal, 38(9), 25-32.

58



