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PREFACE  

iTAC or International Teaching Aid Competition 2023 was a venue for academicians, 

researchers, industries, junior and young inventors to showcase their innovative ideas not only 

in the teaching and learning sphere but also in other numerous disciplines of study. This 

competition was organised by the Special Interest Group, Public Interest Centre of Excellence 

(SIG PICE) UiTM Kedah Branch, Malaysia. Its main aim was to promote the production of 

innovative ideas among academicians, students and also the public at large.  

In accordance with the theme "Reconnoitering Innovative Ideas in Post-normal Times", the 

development of novel ideas from the perspectives of interdisciplinary innovations is more 

compelling today, especially in the post-covid 19 times.  Post-pandemic initiatives are the most 

relevant in the current world to adapt to new ways of doing things and all these surely require 

networking and collaboration. Rising to the occasion, iTAC 2023 has managed to attract more 

than 267 participations for all categories. The staggering number of submissions has proven 

the relevance of this competition to the academic world and beyond in urging the culture of 

innovating ideas. 

iTAC 2023 committee would like to thank all creative participants for showcasing their 

innovative ideas with us. As expected in any competition, there will be those who win and 

those who lose. Congratulations to all the award recipients (Diamond, Gold, Silver and Bronze) 

for their winning entries. Those who did not make the cut this year can always improve and 

join us again later.  

It is hoped that iTAC 2023 has been a worthy platform for all participating innovators who 

have shown ingenious efforts in their products and ideas. This compilation of extended 

abstracts published as iTAC 2023 E-Proceedings contains insights into what current researchers, 

both experienced and novice, find important and relevant in the post-normal times.  

 

Best regards, 

iTAC 2023 Committee 

Special Interest Group, Public Interest Centre of Excellence (SIG PICE) 

UiTM Kedah Branch 

Malaysia 
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ABSTRACT 

Day by day, English is an important language to communicate among people, particularly in 

studies and work. Master in grammar is also required in learning a language because it is the 

foundation of the English language. The lack of comprehension in grammar tenses among 

university students is quite alarming due to the various categories that make students confused. 

It is understandable that tenses categories are difficult and perplexing category to learn because 

it consists of various time phrases and situations that require verbs to change depending on 

when the action occurred. English, like other languages, has a complex grammar system with 

numerous subcategories such as tenses, narrations, parts of speech, and so forth. However, this 

study only focuses on the difficulties in learning to apply tenses. This category has caused a lot 

of confusion among students; therefore, they must first master the basic tenses. It is compulsory 

for tenses to be learned because people must distinguish between the correct forms of the 

present, past, and future tenses in order to convey a clear intended message. Hence, the idea of 

creating a grammar tenses card game to assist students has been invented as grammar is a tool 

that can help them be more confident in speaking and writing. The project has undergone a trial 

run with the students and their feedback shows that the project helps them understand better 

the uses of tenses. Therefore, the outcome of the project is effective. This project provides 

limitations and offers recommendations for better improvement. 

 
Keywords:  card, game, grammar, tenses, students 

 

 

1. INTRODUCTION 

 

English is an important language nowadays because it is used as a medium of communication 

among people, particularly in studies and work. Good grammar is also required in learning a 

language because it is the foundation of the English language and people need it to be labelled 

as educated (Mansouri, 2017). English, like other languages, has a complex grammar system 

with numerous subcategories such as tenses, narrations, parts of speech, and so forth. However, 

this study only focuses on the difficulties in learning to apply tenses. Tense category has caused 

a lot of confusion among students; therefore, they must first master the basic tenses. Hence, the 

idea of creating a grammar tenses card game to assist students has been invented. Tenses Justice 

is a card game that covers grammar but in a specific category, tenses. The intended audience 
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is university students, thus, this card game was created to help them improve their tenses in a 

fun way. Every language has its own set of grammar rules, so it is not just the English language 

where grammar is necessary. For this reason, learning grammar is crucial although it is 

challenging. Tenses are included in the grammar sub-topic and it is a difficult category to learn 

because many people get confused with the different forms of the tense that consist of different 

time phrases and situations. The majority of students also said that it is more difficult to 

understand those tricky tenses than other basic tenses (Listia et al., 2020). They began to doubt 

their responses, which is why it is imperative to learn grammar rules. This card game was 

designed to assist the target audience in improving their English tenses because according to 

(Lin et al., 2020), they stated that it helps in the development of motivation in learners as well 

as the use of the target language. When they learn in a friendly method, they will be more 

proficient in using the second language. To entice more students to learn English, the attraction 

must be interesting because language is difficult to learn due to a plethora of grammar rules. 

Furthermore, teachers frequently focus on the rules rather than how to apply them (Ali et al., 

2021), making it difficult for students to understand them. Therefore, a card game was 

developed to help them in learning how to apply tenses rules in sentences. According to (Lubis 

et al., 2022), learning media is a device that can assist students to enhance their thoughts, 

emotions, attention, strengths, or learning skills in order to boost their enthusiasm for learning. 

Students nowadays are less interested in reading, so it is believed that engaging them in 

mastering tenses by creating a card game would be beneficial. 

 

 

1.1. Project Objective / Purpose 

 

Card games are popular among people of all ages because they help the brain think faster and 

develop problem-solving skills. However, most card games are only for entertainment and not 

for educational purposes, so the Tenses Justice card was created to help students improve their 

grammar in the tense aspect. Many students still need to polish their grammar tenses because 

it has many categories with present, past, and future, which can be confusing. As a result, 

Tenses Justice cards have simple yet concise explanations for every answer to assist students 

in better comprehending the reasons for each tense. So, they can refer to the card answer 

whenever they need it. 

 

 

1.2 METHODOLOGY 

 

Phase one: Research and Planning 

To create the card game, the method that was launched at the beginning of this project-making 

process was researching grammar tenses usage in Malaysia. The following plan is to create the 

game instructions and rules for the players in a simple manner so that students who are not 

fluent in English can understand. Furthermore, create designs and a logo that fits with the title 

in order to look appeal to players. 

 



 

 

  

 

 

 

 

 

 

766 

 

 

 

Phase two: Creating questions 

The following method was creating questions for the cards. The questions were inspired by 

reality, and the majority of them are about K-Pop, as most teenagers nowadays are 'kpoppers'. 

The goal is to make the target audience feel more enthusiastic about playing it and to make the 

explanation of the tenses easier to remember. 

 

 

Phase three: Getting approval for the questions and answers 

After the questions and answers have been written, they must be proofread by lecturers. 

Following that, reach out to a few family and friends to learn about their understanding of the 

game so that the target audience can play more easily. 

 

 

Phase four: Trial run and feedback collection-data analysis 

The game will be tested with friends and the intended audience to ensure that the final product 

meets both player and developer expectations. After that, they must complete a feedback form 

which will allow the inventor to improve the project and determine whether the goal was met 

or not. 

 

 

2.0 RESULTS AND DISCUSSION 

 

2.1: Interest Check via Google Form 

A preliminary analysis has been conducted using a qualitative survey via Google Form to 

determine the target audiences' knowledge of tenses and whether they would be interested in 

playing a card game to improve their tenses comprehension. 

 



 

 

  

 

 

 

 

 

 

767 

 

 

 
Figure 1.2 Knowledge of tenses 

 

The graph above depicts two respondents who are poor in tenses, 14 intermediate 

respondents, and eight respondents who are excellent in tenses. 

 

 
Figure 2.2 Interest in playing a card game to test tenses knowledge 

 

The chart above shows that 95.8% of respondents are interested in playing a card game to test 

their tenses knowledge while 4.2% are not interested. 
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3.2 Students’ feedback on knowledge improvement 

 

The feedback from the intended audiences has been used to demonstrate the success of this 

card game in relation to its goals of helping students improve their grammar tenses 

knowledge. 

 

 

3.0 CONCLUSION 

 

It is understandable that students tend to give up on learning tenses due to a lot of confusion in 

changing the verbs. Thus, this card game was developed to make it simpler and more enjoyable 

for students to comprehend. The project's outcome is effective because it receives a lot of 

positive feedback from the target audience. This demonstrates that the project's goal of assisting 

students in learning grammar tenses through creating a card game has been achieved. Everyone 

should be fluent in English because it is the language of international communication, and 

proper grammar can help you to be proficient in both speaking and writing. Tenses Justice has 

several limitations that make it challenging for players to play. The enormous size of the cards 

and the flipper pans' lack of durability make it difficult for players to flip them. To improve the 

quality of this project, it is suggested that the card be made in a small size to make it easier for 

players. The pans' material can be made stronger, harder, and more resistant to bend. In 

wrapping up the project, this project provides an opportunity for the inventor to showcase their 

skills while also benefiting the target audience. This could be a future study for people who 

need to do research on learning grammar tenses. It is hoped that the inventor will publish the 

product and assist many students in improving and enhancing their grammar tenses. 
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