
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

i 



Copyright © 2020 Virtual Symposium on Teaching and Learning (VSTL2020) e-proceeding. 

i 

 

 

 

 

All rights reserved. No part of this Publication may be reproduced in any form or by electronic 

or mechanical means, including information storage and retrieval systems, or transmitted in 

any Form or by any means, without the prior Permission in writing from the Course 

Coordinator, Academy of Language Studies, Universiti Teknologi MARA Cawangan Johor, 

Kampus Pasir Gudang. 

 

 
eISBN: 978-967-2354-12-3 

 

 
First published, October 2020 

 
 
 
 
 
 
 
EDITORIAL BOARD 

Maisarah Noorezam 

Nurul Hijah Jasman 

Nur Alyani Khairol Anuar 

Muhammad Irfan Mokhtar 

Siti Aishah Taib 

Fairuz Husna Mohd Yusof 

Diana Othman 

Dia Widyawati Amat 

Haniza Sarijari 

Zuraidah Sumery 

Siti Zarikh Sofiah Abu Bakar 

 
 
 
 

PUBLISHED BY: 

Akademi Pengajian Bahasa, 

Universiti Teknologi MARA Cawangan Johor, 

Kampus Pasir Gudang 



Copyright © 2020 Virtual Symposium on Teaching and Learning (VSTL2020) e-proceeding. 

ii 

 

 

 

 
CONTENTS 

Introduction iii 

Foreword by Assistant Rector iv 

Foreword by Course Coordinator vi 

List of Title & Participants vii 



Copyright © 2020 Virtual Symposium on Teaching and Learning (VSTL2020) e-proceeding. 

iii 

 

 

 

 
VSTL11 THE STUDY OF “MEI” (美) FROM THE PERSPECTIVE OF 

ARCHAEOLOGICAL EVIDENCES 

Wong Hoong Cheong, Goh Ying Soon, Yap Soh Leay 
 

 36 

VSTL12 THE STUDY OF THE CHINESE CHARACTER "MEI" (美) 

FROM THE PERSPECTIVES OF CHINESE CHARACTER 

CREATION 

Wong Hoong Cheong, Goh Ying Soon, Yap Soh Leay 
 

 40 

VSTL13 CHALLENGES FOR EDUCATION IN POST-COVID-19 

PANDEMIC: A REVIEW ON MANAGING RETRENCHMENT, 

UNEMPLOYMENT AND CRIME 

Ahmad Faiz Ghazali, Yusnita Sokman, Nor Balkish Zakaria, 

Muhammad Majid, Rahmawati Mohd Yusoff, Nurkhairany 

Mokhtar, Shukri Shamsuddin 
 

 44 

VSTL14 FROM READING DIFFICULTY TO INTERACTIVE- 

COMPENSATORY READING 

Sharifah Amani Syed Abdul Rahman, Noor Hanim Rahmat, D 

Rohayu Mohd Yunos 

 

 48 

VSTL15 MEASURING COGNITIVE LEVEL USING INTERACTIVE 

MAP MODULE AMONG SECONDARY STUDENTS: A 

QUASI-EXPERIMENTAL APPROACH 

Ernieza Suhana Mokhtar, Noraini Nasirun, Nurulsyazwani 

Syafiqah, Rafiza Rosli 

 

 52 

VSTL16 REMOTE LEARNING IN THE TIME OF COVID‐19: AN 

INTERACTIVE LEARNING CALCULUS II FOR ENGINEERS 

(MAT235) BY USING MICROSOFT TEAMS DIGITAL 

PLATFORM 

Aslina Omar, Samsiah Abdul Razak 
 

 56 

VSTL17 IT IS NOT ABOUT THE TREASURE, IT IS ABOUT THE 

HUNT – ENGAGING STUDENTS THROUGH GAMIFICATION 

Nurul Asyikin Md Zaki, Syafiza Abd Hashib, Ummi Kalthum 

Ibrahim 

 60 



Copyright © 2020 Virtual Symposium on Teaching and Learning (VSTL2020) e-proceeding. 

iv 

 

 

 

VSTL18 UNDERSTANDING PRIMARY SCHOOL ENGLISH 

TEACHERS' RESPONSES ABOUT CLASS SIZE TO 

STUDENTS' ACHIEVEMENT IN PENGERANG ZONE, KOTA 

TINGGI DISTRICT, JOHOR 

Ambiga Sugunabalan, Aminabibi Saidalvi 

 65 

   



Copyright © 2020 Virtual Symposium on Teaching and Learning (VSTL2020) e-proceeding. 

v 

 

 

 

 

 

 

VSTL 17 

 

It Is Not About the Treasure, It Is About the Hunt – 

Engaging Students Through Gamification 

*Nurul Asyikin Md Zaki, Syafiza Abd Hashib & Ummi Kalthum 
Ibrahim 

Faculty of Chemical Engineering,Universiti Teknologi MARA 40450 Shah Alam, 
Selangor, Malaysia 

asyikin6760@uitm.edu.my 

 

 

Abstract 
Implementation of the engineering programme has been primarily based on traditional approach to teaching and 
learning for decades. Nonetheless, immersive classroom learning that actively and cooperatively includes 
students’ participation has been reported to enable them to improve their creativity, problem solving and critical 
thinking skills, which are required in the top ten skills today. The introduction of gamification of learning is an 
innovative approach in improving students' opportunities to learn and develop skills through a positive, engaging 
learning environment. The gamification strategy further seeks to bring about changes in the involvement and 
success of students in the Food Preservation Technology course. Perceptions and feedback from the students 
were obtained through questionnaires and reflective assessment. Most students prefer classroom approach with 
a gamification environment. Gamification creates flexibility and makes the course more enjoyable for both 
students and instructors. 

 

Introduction 
The effect of gamification on student motivation and performance is important, as there was 

increased interest in gamification at the college level (Hanus & Fox, 2015). Gamification refers to the 

use of elements of game design in a non- game setting, while game-based learning refers to the use 

of games for skills or knowledge acquisition. Points, leaderboards, and badges were the key elements 

in typical gamification of learning (Barata et al., 2013; Mekler et al., 2013). Other game elements 

such as avatars, three-dimensional environments, feedback, ranks, levels, competition, and time 

pressures (Deterding et al., 2011) should also be considered when designing gamification-integrated 

learning. Learning was effectively encouraged by introduction of games (Annetta et al., 2009; de 

Freitas, 2010; Liu et al., 2014; Papastergiou, 2009), and was proven to motivate students than non- 

gaming teaching methods (Barab et al., 2005; Papastergiou, 2009). Many universities and colleges 

have encouraged to incorporate gamification in classroom session to strategically attract tech-savvy 

students and increase their engagement. Apart from game-based learning, the use of gamification 

elements such as goals, rules, and feedback systems to engage students may have an impact on 

improving their literacy skills. 

mailto:asyikin6760@uitm.edu.my
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The objectives of the current study are, (1) to design gamification-integrated classroom activities, and 

(2) to analyse students' motivation and interest in learning through gamification. The hypothesis was that 

students taking parts in the Food Preservation Technology course were motivated and more engaged 

during gamification-integrated learning. Gamification in learning can also lead to deeper discussions with 

peers and instructors during classroom sessions. Furthermore, when students are actively encouraged 

to apply their knowledge during classroom sessions, it is also believed that this knowledge will retain 

better, thereby enabling them to better answer cognitively complex questions during exam (Bouwmeester 

et al, 2019). 

 
Materials and Methods 

This study was conducted in a Food Preservation Technology course (CBE658) which is an elective 

course of a 4-year Chemical Engineering program. This course was mostly taught using the 

incorporation of game-based and gamification of learning. Students were asked to plan their learning 

by watching recorded videos and reviewing lectures in the online Learning Management System (LMS) 

which is the UiTM MOOC platform, before face-to-face classroom sessions. Students must gain prior 

information and knowledge on the topics so active participation could happened during the game-based 

and gamification in classroom. Padlet and QR Code were used in a gamification session that was 

designed as a Treasure Hunt. Fig. 1 and Fig. 2 show the tools used in Treasure Hunt integrated as 

gamification during the learning process. 

 
 

Fig. 1 Tools used in the gamification setting: QR Code concept for Treasure Hunt 
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Fig. 2 Tools used in the gamification setting: Padlet for Treasure Hunt 

 
 

At the end of the course, feedbacks from the students were important to enhance the way of teaching 

and learning in the future. Google Forms was used to collect feedbacks on the students’ preference, 

interest and motivation in learning. 
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Results and Discussion 
A total of 276 students took part in the questionnaire feedback survey. Fig. 3 shows the type of teaching 

methods and learning activities mostly preferred by students. It was observed that game-based and 

gamification approach gained the highest preference at 70.3%. The second highest preference was 

activity using technology which was not surprising as this mobile-savvy generation engaged with their 

gadgets most of the time. Clearly, only around 25% were motivated by traditional lecture approach in 

classroom setting. 
 

Fig. 3 Students’ Preferences on Learning Activities 

 

Conclusion 
Game-based and gamification in classroom offer flexibility of learning and make the course more 

interesting for both students and instructors. Students may need to adapt their learning approach to 

benefit from the game-based and gamification model. They learn immersively and gain knowledge 

deeper through gamification. It seems that gamification has more implied expectations compared to 

conventional teaching approaches, and students need to be prepared for knowledge acquisition, either 

in the classroom or online platform. It is important that educators are able stimulate students’ self- 

motivation and engagement during the practical of game-based and gamification approach in classroom 

or online platform. The effects of game-based and gamification should be considered during design 

phase because some game elements such as points and ranks are rarely used independently (An, 

2020). It can be concluded that game-based and gamification-incorporated learning do benefit 

motivation and performance if designed properly. 
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