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Abstract 
Quizzes provide an opportunity to practice one’s knowledge without failure and fear. Thus, this leads to the 

invention of CulTraB. to allow individuals to improve their knowledge through interactive quizzes provided in 

this App. For stater, this App contains two quizzes which are the Consumer Centrism Group (CCG) quiz and 

Personality Traits (PT) Quiz. The aim of CulTraB. is to boost one’s knowledge in a stress-free way of learning 

through series of interactive quizzes. Mobile learning apps offer flexibility and convenience to the users of 

CulTraB. who can actively participate in the readily available quizzes at their own convenience. The quizzes 

submissions by the users allow CulTraB. to form data visuals which can benefit the marketers if they are interested 

so that they can strategize their businesses accordingly. CulTraB. also help in saving the environment since this 

App provides paperless quizzes, thus, promoting sustainability. The commercialization potential lies in the data 

visuals for the marketers and advertisement as the common monetization strategy in which CulTraB. will offer 

ad space to advertisers to display targeted ads to the users. In future more quizzes will be added to this App to 

offer users with exciting and informative contents. 
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1. INTRODUCTION 

Smartphones and tablets have become important aspect in one’s lives and according to 

Radianti et al. (2020), approximately 15 billion mobile devices were operating worldwide. The 

introduction of pocket and handheld computers due to the revolutionary changes since the 

1980s, has been considered as the initial steps as to what is considered as mobile learning today 

(Educause, 2019). According to Draper and Stucky (2013), apps used for “me time” that assist 

users to kill time, relax, play games, and entertain themselves. Mobile application or commonly 

known as “mobile app” is a computer programme software that is developed and created for 

mobiles. Mobile learning technologies can provide an immersive, voluntary and enjoyable 

activity for the users and thus, this innovation will lead to engaging learning environment and 

improve one’s knowledge. Based on the Grand View Research survey, global market 

application (app) market size was estimated at USD 228.98 billion in 2023 which encompasses 

applications across various sectors such as gaming, music and entertainment, learning and 

education, among others.  
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Figure 1: Mobile Application Market Share in 2023 

Source: Grand View Research survey (2023) 

 

However, the use of mobile learning is still far from mainstream (Camilleri and Camilleri, 

2019). This can be seen in figure 1 that shows the mobile application market share for learning 

and education. Therefore, it leads to the development of CulTraB. which aims at boosting 

individuals’ knowledge in a stress-free way of learning through series of interactive quizzes. 

A quiz refers to a short test of knowledge and according to Davis (1999), a quiz is usually 

administered in fifteen minutes or less. CulTraB. provides a learning platform for its users to 

have access to readily available quizzes.  

 

2. MATERIALS AND METHODS 

The authors choose to develop this mobile learning app to allow users to experience 

fun and engaging activity through readily available quizzes while boosting their knowledge 

through the information and contents that are provided in each of the quizzes. Functionalities 

of this app comprises of uploading the quizzes online, able the users to answer the quizzes, 

able to manage the information and responses by the users, and the users can view the contents 

while playing the quizzes.  

 

 

 

 

 

 

 

 

 

 

 

 

 

First, the user must register to CulTraB. to have access to the quizzes. Then, the user can 

login to land on the main menu screen that provides an entry to various parts of the app. In this 

mobile app, for starters, we have two quizzes which are the Consumer Centrism Group Quiz 

and Personality Traits Quiz. The users can also view About CulTraB. to find information about 

this Malaysia-made mobile learning app. The user can also click on the gallery button to view 

examples of hygiene products made in either foreign countries or made in Malaysia. In future, 
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more categories of products will be added to the gallery together with the ad links to the 

products.  

Then, the users can choose their preferred quiz and once they click the quiz button, they 

will be directed to the quiz. There are three consumer centrism groups (ethnocentrism, 

xenocentrism, and cosmopolitanism) and each of the group consists of five questions. 

Similarly, there are five questions for each personality traits (openness, conscientiousness, 

extraversion, agreeableness, and neuroticism). Next, the user can start answering the quiz and 

at the end of the questions, the user will know which consumer centrism group he is in or which 

personality traits that he has based on the content and information provided. Finally, once the 

user is done with the quiz, the user will click the submit button. The user can go back to the 

homepage to start answering other quizzes. 

 

 

 

3. RESULTS AND DISCUSSION 

According to Malik (2011), mobile apps have successfully developed the mobile marketing 

ecosystem. Mobile advertising though apps help to reach potential consumers. A survey has 

been conducted to ensure that it is important to create a mobile learning app such as CulTraB. 

There were 49 responses collected and the results are as follows: 

 

 
Figure 2. Have you downloaded any mobile learning app in your device before? 

 

Based on figure 1, 63.3 per cent agree that they did not download mobile learning app in 

their devices. Meanwhile 36.7 per cent have downloaded mobile learning app. From the result, 

the demand for mobile learning app can be seen, and is expected to consistently growing. 

According to Neelakandan (2021), the advancement in technology has made mobile learning 
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even more essential in today’s world and most learners now prefer to get online information 

via their mobile devices.  

 

 

 
Figure 3. Do you think that mobile app with fun quizzes interesting? 

 

Based on figure 2, 91.8 per cent agree that mobile apps with fun quizzes are interesting. 

Mobile learning with its interactive approach to learning can allow the users to learn at their 

own pace hence maximize the use of handheld devices (Okuboyejo and Koyejo, 2021). 

Therefore, users will feel more attached to contents that increase their knowledge through 

interesting quizzes.    

 

 

 
Figure 4. Do you agree that online quizzes that give valuable and informative contents can boost an individual’s 

knowledge? 

 

Based on figure 3, 53.1 per cent strongly agree that online quizzes that give valuable and 

informative content can boost one’s knowledge. This app can take into account the users’ 

reviews and feedback regarding the contents to provide them with more engaging quizzes to 

allow effective information delivery and thus leads to app improvement.  

 

4. CONCLUSION 

The user’s personal information is extremely important and therefore will be protected. 

However, based on their responses to the quizzes, without exposing the users’ personal details, 

CulTraB. will come out with data visuals which will be valuable to marketers. According to 

Mandal (2022), a company may use it consumer database in different way to extract 

information. If marketers are interested, they can acquire the data visual, such as charts and 

graphs from CulTraB. These data visuals can assist marketers to strategize their businesses 

accordingly by understanding the consumer better. Mobile usage facilitates marketers’ abilities 
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to engage with consumers in cost effective ways (O’Kane, 2013). The commercialization 

potential also lies in the advertisement and the common monetization strategy in which 

CulTraB. will offer ad space to advertisers to display targeted ads to the users. Apart from that 

CulTraB. can also benefited from brand promotion and partnerships.   

In future, more selected quizzes will be added to provide the users with more valuable 

knowledge and information. The input from the users can create opportunities for growth and 

improvement in the quality of life.  
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