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Preface
In the name of Allah, the Almighty who gives us the
enlightenment, the truth, the knowledge and with
regards to Prophet Muhammad (peace be upon him) for
guiding us to the straight path. We thank to Allah for
giving us guidance and strength to write this e-book.

This e-book compiles the extended abstracts that
submitted to Johor Innovation Invention Competition
and Symposium 2023 (JIICaS2023), where JIICaS2023 is
a virtual platform for all creative minds to share and
present their invention and innovation. The extended
abstracts are divided into two categories, which are
Category A (Higher Educational Student/ Any Recognized
Institutional Students in Malaysia) and Category B
(Primary/ Secondary School Students / Special Education
School Students in Johor). Each abstract gives a brief
background on the innovation or project.

We hope that this e-book will help the readers to get to
know the innovation done by the students from both
categories and get some ideas to develop future
innovation products.

I



Johor Innovation Invention Competition and Symposium 2023 (JIICaS 2023) 

 

258 
 

A099 
 

CALCAMPUS: BOARD GAME 
 

Mustaqim Syah Bin Kamarul Zaman1, Muhammad Yazdane Bin Zalhizra1, Ahmad Zain Bin  
Zulkifli1, Muhammad Azreen Bin Shaharom1, Aishah Mahat5, Dr. Shafinaz Makmor6 

 
 

1Universiti Teknologi MARA Cawangan Johor, Kampus Pasir Gudang, 81750 Masai, Johor, 
Malaysia 

 
*email: muhammadyazdane@gmail.com (Muhammad Yazdane) 

 
ABSTRACT 

 
 
Welcome to "Calcampus: Board Game," where the world of mathematics and the excitement 
of Monopoly collide! In this unique board game, players will experience the thrilling world of 
calculus while strategizing their way to victory. After day and night brainstorming the major 
problem for students who hates Calculus let alone to open the book. We found that the problem 
is learning Calculus to them is no fun complicated. Through our research, many students rather 
playing games than doing practice. So, we came up with solution to help  students study and 
practice calculus while having fun. Who doesn’t like Monopoly? Everyone loves Monopoly, it’s 
like a tradition game to play alongside your friends, family and relatives. The objective is to 
make students thrill to learn and practice Calculus through our Invention.  Our invention 
maintains the rules in Monopoly with a slight change to fit our objective. Every question they 
answered will be rewarded with money. Isn’t it thrilling? Knowledge that will reward you with 
money. Buy, sell, and trade properties, solve equations to earn rewards, and leverage your 
mathematical skills to outwit opponents. Are you ready to integrate fun and learning in a game 
like no other? Let the journey through the world of Calcampus begin!  
 
Keywords: Calculus, Calcampus: Board Game 
 
INTRODUCTION  
 

Othman, Khalid and Mahat (2018) stated difficulty in understanding mathematical subjects 
such as Calculus is one of the biggest challenges that university students must overcome.  
Studies conducted by Ozerem (2012) have shown that students often make mistakes by 
having ignorant attitude and rush in solving mathematical problems. Therefore, a new tool to 
assist teaching and learning activities needs to be introduced to address problems involving 
Calculus subjects and to reduce gap in classroom student’s achievement. According to 
(Ahmad et.al., 2016) an alternative learning approach is by implementing a Peer-to-Peer 
Learning Strategy in which learning is conducted in groups and students can discuss Calculus 
issues informally outside lecturing classes. With these strategies in place, it can encourage 
students to share knowledge with each other and increase students' self-confidence to help 
those who are weak in Calculus. In addition, lecturers should also play their role and initiatives 
to create different environments in teaching and learning activities primarily related to Calculus 
subject by introducing mathematical game.  This is agreed by (Brezovszky et al., 2019) where 
they indicate that the game of mathematic concept is beneficial in improving many types of 
arithmetic abilities and knowledge, and at the same time it can provide teachers with an useful 
and adaptable tool to support their regular classroom activity. (Tokac et al., 2019) also 
emphasized that mathematical games are an effective instructional strategy for teaching 
mathematics as compared with traditional classroom instructional methods. With this 
approach, Che in and Ahmad (2018) stated indirectly it will provide advantages to students 
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and lecturers and will have a positive impact on overall performance of teaching in the 
classroom. Therefore, to enhance the students' potential in Calculus subject, Calcampus was 
introduced to help students identifying their weaknesses in the subtopics they have studied 
besides providing a solution for students to gain a deeper understanding and obtain better 
results in the examination.  

 
OBJECTIVES 
This product was introduced to achieve the following objectives: 

a) Giving more attention to targeted students on Calculus subject. 
b) Strengthening the understanding of subject studied by providing tips, formulas and 

questions. 
c) Developing students' self-confidence in facing tests and examinations by providing 

relevant questions based on the subtopics studied. 
 
PRODUCT DESCRIPTION 
Calcampus is an innovation product aimed to help students in Calculus I subject. It is a game 
with topic Limits questions and is played between facilitators who are students who scored 
excellent marks in Test 1 and students who scored low marks. The topic on limits is included 
in Calculus 1 for Engineering Students who taking course code MAT183. This topic will be 
completed within weeks in accordance with lesson planned. With the innovation of Calcampus, 
it can enhance students' level of understanding and knowledge of calculus subjects. 
 
ADVANTAGE 
This product provides several benefits to students as follows: 
a) Students are more confident in solving mathematical problems 
b) Students will be able to remember mathematics formula easier 
c) Students will be able to increase their knowledge and be more motivated in learning 

Calculus 
d) Students will be easier to understand and learn Calculus subject as compared to 

traditional methods. 

 
CONCLUSION 
Calcampus is a mathematics game based on Calculus questions. Study found that 
mathematics game is very much influential in students daily life activities in general. Lecturers 
who teach Calculus course must play an important role in ensuring that students who do not 
perform to benefit themselves using this game for their learning. The concept of learning 
Calculus using Calcampus can help students to understand Calculus courses easier. 
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