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ABSTRACT

Though today’s children have many chances to interact with IT technology, what
they understand about technology from their point of view still needs to be explored.
In this research, the researcher is reporting on how children define IT technology and
what they understand about technology to be in a real-life context. Besides, the
researcher also studied on the gaming experiences and their emotional responses
towards gaming. Hence these studies also looking at the perception on gaming
technologies preferred by children. The researcher used qualitative research aiming
to identify the differences in children’s definitions and their practical understanding
of technology. The participatory approach is being selected in order to get to know
with the children of Generation Z. The purpose of this study is to find out children's
perspectives on gaming technology. The study will explore more on their
experiences while playing games and their emotional responses towards games.
Furthermore, the researcher wants to explore in depth children’s imagination in what
are really the kinds of features of gaming technology needed that is suitable for
children to have. The findings will be useful to the technology and gaming
developers in making their decision in developing the gaming devices that are usable
and yet it is coming with the fun experiences for children and young peoples.

i



ACKNOWLEDGEMENT

Alhamdulillah, all praises to Allah S.W.T., The Most Greatest and The Most
Merciful for His guidance and blessing, because without it I cannot finish this
research. I also wish to express my gratitude to my thesis supervisor, Dr Fariza Hanis
bt Abdul Razak, enthusiastic guidance, invaluable help, encouragement and patience
for all aspects of this thesis progress. Her numerous comments, criticisms and
suggestion during the preparation of this project are gratefully praised. Mostly for her
patience on any problem that occurred during the thesis is invaluable and

appreciated.

I also would like to thank to all my friends that gives support and helping me for
finishing the thesis. Their support and help always give motivation and energy for

me to finish the thesis.

Heartfelt acknowledgement is expressed to my family especially my parents and my
family members. Without them guidance, support, encouragement and advices, I
may never have overcome this long journey in my studies. When I felt down, their
love will always give me strength to face all the problem and complication happened.
I also would like to thank to people that directly or indirectly help me in finishing the

thesis.

Thank you very much.

i



TABLE OF CONTENTS

Page

STUDENT’S DECLARATION......coooiiiiiiiii et 1
ABSTRACT ...ttt et 1
ACKNOWLEDGEMENT ...t 111
TABLE OF CONTENTS ... ittt v
LIST OF FIGURES ... ettt vii
LISTOF TABLES ... ... ot viii

CHAPTER ONE: INTRODUCTION

L1 INtrOdUCHION ..ottt e 1
1.2 Research Background ... 1
1.3 Statement Of Problems..............ccoooooiiiiiiiiiei e 2
1.4 Research QUESLIONS............ocveiviiiiieeieeee ettt e eas e ere s 3
1.5 Research ODBJECLIVES ........c.coiiiiiiiiiiiiciieieee ettt s b 4
1.6 Scope Of STUAY ...cooiiiiiiiiiiie b 4
1.7  Significance of Research/Contribution to Body of Knowledge ..................... 3

1.7.1  Technology and Gaming Developer .............ccccccooniviiiiriinieienn. 5

1.7.2  Human Computer Interaction (HCI)............cccooooooiiiiiiinieic 5
1.8 RepOrt OULINE. ...........ocvieiiiiieceiceccee et 5

CHAPTER TWO: LITERATURE REVIEW

2.1 INATOAUCHON ..ottt 8
2.2 Generation Z OF GENZ .........cooooiiiiiieiiiieeeieee et 8
2.2.1  The Definition........ccccooioviiieiiieecceneeee et 8

222 The Behavioural Traitsof GenZ..............cocooooiiiiiiiiiii, 9

2.3 Children and Technology ..........ccccooieiiiiviiiiiie e 11
2.4  Children and Computer GAmME ..........ccccoveoieiiiiiinieieieeeeee e 12
2.5 Games EXPanSion ........c.ooiiiiiiiiiiiiee it 13
2.6  The Interface between Virtual and Real World ...l 15
2.7 Physical GAmE SPACE .........ccoeuiiiiiiiicicccie ettt 16
2.8  Why Children Play Games.........cccocoiiiiiiiiicicec e 17
2.8.1 First Fun Key: Hard Fun (Emotions from Meaningful Challenges,
Strategies, and Puzzles) ... 17

v



29

2.8.2 Second Fun Key: Easy Fun (Grab Attention with Ambiguity,

Incompleteness, and Detail) .........cccooooiiiiiiiiiciiici 17
2.8.3  Third Fun Key: Altered States (Generate Emotion with Perception,
Thought, Behavior, and Other People)............cccccooiiiiiiine. 18

2.84 Fourth Key Play: The People Factor (Create Opportunities for
Player Competition, Cooperation, Performance, and Spectacle)... 18

Child-centred Design............c.cooviiiiiiiiieieic e 19

2.10 Chapter SUMMATY ..........ccooiiiieiiiiiceiie ettt b s st 22

CHAPTER THREE: RESEARCH METHODOLOGY

3.1
3.2

33

3.4

3.5

INtFOAUCHION ...ttt 23
Research Approach..............ccccoooiiiiiiiiiicccece e, 24
3.2.1  The Participatory Approach ............ccccococoovceiiiiceiiniceieceeees 24
3.2.2  The PartiCipants...........ccccocoeuiiiioieieececceecet et 25
3.2.3  LOCALION ...ttt 26
324  Research ToOol. ..o 27
Research Methodology ..o 27
3.3.1  Preliminary Study .......cccoooveuiiiiiiieieecceeeeeee e 27
33.2  Data Gathering ...........ccooooiirieiiieiieeeeceeeee et 28
333 Data AnalysiS ......oc.ooooeeiiiiiiiieeeeeeee s 36
3.3.4 Documentation ..........cccoooiiieieiiiceeiiiie et 37
Ethical Consideration ...............cccooviviiiiioiiieieieceeeeeeeeeee e 37
3.4.1  Participation and proteCtion..............ccccocooieveieiiiecieeiieieeieeeee e 38
342 Conflicting agendas ............cccoooeveviiiiieiieieeeeeeeee e 38
343  Informed CONSENt...........cccooviiiiiiiiiiiec s 38
344 Purposeofresearch. ..o 38
3.4.5 Confidentiality and trust..............c.oooooiiiiiiiieeceeeee 38
346 Clality ..oovoviiiceecceeee et 39
347 ReWArd.......ooooooiiiiiiie e 39
Chapter SUMMATY ...........ccooooiiiie et 39

CHAPTER FOUR: RESULT

4.1
4.2
43

INtrOAUCHION ...ttt 40
Demographic Profile ................cooooiiiiiici e 40
USE OF IT ...ttt aeae 42
43.1  Mobile Phone and SmartPhone..................ccocooeiiiiiiiiiii 42

v



