
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

INTERNATIONAL EXHIBITION & SYMPOSIUM ON PRODUCTIVITY, INNOVATION, KNOWLEDGE & EDUCATION 
 

 
 
 
 
 
 
 
 
 
 

EXTENDED ABSTRACT  

 

 
 

e ISBN 978-967-2948-56-8 

 
 

 
 

 
 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

INTERNATIONAL EXHIBITION & SYMPOSIUM ON PRODUCTIVITY, INNOVATION, KNOWLEDGE & EDUCATION 

 
 

EXTENDED ABSTRACT 

 

 
 

 
 



Copyright © 2023 by the Universiti Teknologi MARA (UiTM) Cawangan Kedah. 
 

All rights reserved. No part of this publication may be reproduced, stored in a 
retrieval system, or transmitted in any form or any means, electronic, 
mechanical, photocopying, recording or otherwise, without prior permission, in 
writing, from the publisher. 

 
© iSpike 2023 Extended Abstract is jointly published by the Universiti Teknologi 
MARA (UiTM) Cawangan Kedah and Penerbit UiTM (UiTM Press), Universiti 
Teknologi MARA (UiTM), Shah Alam, Selangor. 

 
The views, opinions and technical recommendations expressed by the 
contributors and authors are entirely their own and do not necessarily reflect 
the views of the editors, the Faculty, or the University. 

 
Editors : Dr. Siti Norfazlina Yusoff 

Azni Syafena Andin Salamat 
Nurfaznim Shuib 

 
Cover design : Syahrini Shawalludin 
Layout : Syahrini Shawalludin 

 
eISBN 978-967-2948-56-8 

 
Published by: 
Universiti Teknologi MARA (UiTM) Cawangan Kedah, 
Sungai Petani Campus, 
08400 Merbok, 
Kedah, 
Malaysia. 



CATEGORY: ASC ACADEMIC INVENTOR 
 

NO. TITLE PAGE 
 

1. EZ-ARGUE: Empowering Students to Master the Art of Argumentative 
Writing 
Nik Ahmad Farhan bin Azim @ Nik Azim, Nur Hafezah binti Hussein, 
Arifuddin bin Abdullah, Ahmad Zaki bin Amiruddin & Suhaida binti 
Omar 

 
2. Kids Daily Flip Planner 

Gladys Sebi Entigar, Milfadzhilah Mohd Jamil, Roziana Ahmed & 
Nashrah Talib 

 
3. Framework for a Sustainable Smart Retirement City: A Local 

Perspective 
Mohd Zool Hilmie Mohamed Sawal, Nazni Noordin, Zaherawati 
Zakaria, Muhammad Syahmizan Azmi, Adnan Aminuddin & Zakba 
Bin Shafie, 

 
4. Kickresearch Module: Research Proposal Made Easy! 

Azlyn Ahmad Zawawi, Intan Syahriza Azizan, Noorlailahusna Mohd. 
Yusof, Junaida Ismail & Nor Ardyanti Ahmad 

 
5. Gamifying Tax Learning: RPGT Interactive Game for Effective Tax 

Education 
Norhayati Sulaiman, Irda Syahira Khair Anwar, Siti Marlia Shamsudin, 
Norul Akma Mansor & Roslan Abdul Wahab 

 
6. Master of Flood Preparedness (MOFP): Game-Based Learning to 

Prepare Youth to be Aware, Prepared, and Resilient in Facing Floods 
Mohd Rozaimy Ridzuan, Jamal Rizal Razali, Soon-Yew, Ju, Lai-Kuan, 
Kong, Amirudin Mohd Zani & Noor Amira Syazwani Abd Rahman 

 
7. Learning Through Metaverse: Exploring the Role of Virtual Reality to 

Enhance English Language Proficiency 
Stefanie Natasha Rich Joseph, Daryl Albright Doubless John, Cindy 
Robert, Fakhira Jafri & Tracy Adeline Ajoi 

 
8. Learning Mandarin as A Third Language Among Non-Native 

Speakers by Using Alpha M (An Educational Card Game) 
Sheau Ping Wee, Ai Nyet Chan, Chin Ying Liew & Yit Lian Liew 

 
9. Green Banking Unveiled: Insights Into Student Perspectives on 

Sustainable Finance 
Liyana Ab Rahman, Maslinawati Mohamad, Siti Marlia Shamsudin, 
Faros Faizdnor Roslan & Fatimah Alwi 

 
10. Go GP: Greening Your House Starter Pack 

Asmah Alia Mohamad Bohari, Zafikha Aida Bidin, Siti Nurul Ainun 
Mohd Mustafa, Natasha Khalil, Norliana Sarpin & Afiqah Iliyana binti 
Samsul Bahari 

 
11. Tiktelligence: Making Learning Trendy, Memorable, and Fun! 

Zafikha Aida Bidin, Sylvia Gala Mong, Syamimi Liyana Amat Rais, 
Farah-Ajlaa Julaihi & Nur Illiana Husin 

1-5 
 
 
 
 

6-10 
 
 

11-15 
 
 
 
 
 

16-22 
 
 
 

23-28 
 
 
 

29-34 
 
 
 

35-39 
 
 
 

40-44 
 
 

45-50 
 
 
 

51-55 
 
 
 

56-60 



 
 
 
 
 
 
 
 

Assalamualaikum warahmatullahi wabarakatuh, 
 
 

 First and foremost, I would like to express my gratitude to the organizing committee of 
i-Spike 2023 for their tremendous efforts in bringing this online competition a reality . I 

 
 
 

The theme for this event, 'Optimizing Innovation in Knowledge, Education, and 
Design,' is both timely and highly relevant in today's world, especially at the tertiary 
level. Innovation plays a central role in our daily lives, offering new solutions for 
products, processes, and services By adopting a strategic approach to 'Optimizing 
Innovation in Knowledge, Education, and Design,' we have the potential to enhance 
support for learners and educators, while also expanding opportunities for learner 
engagement, interactivity, and access to education. 

 
I am awed by the magnitude and multitude of participants in this competition. I am 
also confident that all the innovations presented have provided valuable insights into 
the significance of innovative and advanced teaching materials in promoting 
sustainable development for the betterment of teaching and learning. Hopefully, this 
will mark the beginning of a long series of i-Spike events in the future. 

 
It is also my hope that you find i-Spike 2023 to be an excellent platform for learning, 
sharing, and collaboration. Once again, I want to thank all the committee members 
of i-Spike 2023 for their hard work in making this event a reality I would also like to 
extend my congratulations to all the winners, and I hope that each of you will 
successfully achieve your intended goals through your participation in this 
competition. 

 
Professor Dr. Roshima Haji Said 
RECTOR 
UiTM KEDAH BRANCH 

must extend my congratulations to the committee for successfully delivering on their 
promise to make i-Spike 2023 a meaningful event for academics worldwide. 



 
 
 
 
 
 
 
 
 

WELCOME MESSAGE (i-SPiKE 2023 CHAIR) 
 
 

We are looking forward to welcoming you to the 3rd International Exhibition & 

Symposium on Productivity, Innovation, Knowledge, and Education 2023 (i-SPiKE 

2023). Your presence here is a clear, crystal-clear testimony to the importance you 

place on the research and innovation arena. The theme of this year's Innovation is 

“Optimizing Innovation in Knowledge, Education, & Design”. We believe that the 

presentations by the distinguished innovators will contribute immensely to a deeper 

understanding of the current issues in relation to the theme. 

 
i-SPiKE 2023 offers a platform for nurturing the next generation of innovators and 

fostering cutting-edge innovations at the crossroads of collaboration, creativity, and 

enthusiasm. We enthusiastically welcome junior and young inventors from schools and 

universities, as well as local and foreign academicians and industry professionals, to 

showcase their innovative products and engage in knowledge sharing. All submissions 

have been rigorously evaluated by expert juries comprising professionals from both 

industry and academia. 

 
On behalf of the conference organisers, I would like to extend our sincere thanks for 

your participation, and we hope you enjoy the event. A special note of appreciation 

goes out to all the committee members of i-SPiKE 2023; your dedication and hard work 

are greatly appreciated. 

Dr . Junaida Ismail 
Chair 
3rdInternational Exhibition & Symposium Productivity, Innovation, Knowledge, and 
Education 2023 (i-SPiKE 2023) 
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ABSTRACT 
Conventional English language pedagogy falls short in offering immersive and engaging learning 
environments for students, both of which are required for growing English language competency. 
Virtual reality (VR) has emerged as a potentially useful tool in the domain of language learning, offering 
students a unique and comprehensive educational experience with the potential to improve language 
competency through customised instructional methods. In this study, the benefits of immersive virtual 
reality simulation; using the platform Metaverse; on English language acquisition for language 
proficiency enhancement were assessed using a mixed-methods approach. Data was collected through 
surveys, interviews, and classroom observation which were then evaluated using a descriptive approach 
of frequency counts, averages, and percentages. The research transcriptions wereused to determine 
students' motivation for Second Language Acquisition (SLA) outside of conventional classroom 
instruction and its impact in enhancing English language proficiency. Despite the obstacles the 
researchers found in implementing virtual reality simulations in educational settings, the research results 
showed an increase in performance, motivation, and language acquisition. The findings of this study 
contribute to the current body of literature on the use of virtual reality technology in educational settings 
and its potential for creating customised virtual reality content. The limitations of conventional 
language learning methods and the need for innovative approaches to boost language proficiency is 
also highlighted. Further investigation and advancement in the field of virtual reality are necessary to 
comprehensively examine its potential in language education and evaluate its influence on learners' 
language proficiency and multilingual abilities. 

 
Keywords:   Virtual Reality, Metaverse, English language proficiency, SLA, VR 

 
 

35  | P a g e  

mailto:stefanierich@uitm.edu.my
mailto:darylalbright.doubless@gmail.com
mailto:cindyrobert@uitm.edu.my
mailto:fakhira@uitm.edu.my
mailto:tracy@uitm.edu.my


 
 
 
 
 
 
 

INTRODUCTION 
 

Language acquisition is a complex process that requires learners to engage with a variety of 
linguistic and cultural elements for the purpose of acquiring a foreign language's proficiency. 
Conventional methods of language acquisition often involve the use of printed materials, audio 
resources, and in-person teaching, which may not consistently offer an engaging and 
participatory educational setting. According to the framework outlined by UNESCO's 
Education for Sustainable Development (ESD) 4.0, virtual reality (VR) technology has the 
potential to facilitate the development of language skills essential for effective communication. 
By means of immersive experiences, learners can engage in authentic and contextualised 
practise of their speaking, listening, reading, and writing abilities, thereby enhancing their 
proficiency in these areas. VR-based language learning modules enhanced vocabulary 
acquisition, grammatical comprehension, and overall language competency, contributing to 
SDG 4.0 of promoting quality education (UNESCO, 2020). 

 
The integration of VR technology in language education offers a distinctive and captivating 
approach that amplifies students' motivation and engagement. According to Cheng and Tsai's 
(2020), the immersive nature of VR can enhance the sense of presence and enthusiasm, leading 
to increased engagement and commitment to the language learning process. VR technology 
also offers learners the opportunity to engage in immersive and realistic environments that 
replicate real-life situations. This enables them to effectively practice and apply their English 
language skills within a contextualized setting. Slater (2019) posits thatthe integration of 
contextualised environments can enhance the process of language acquisition among learners 
by facilitating authentic communication while encouraging the acquisition of situational 
language proficiency. Thus, VR has emerged as a potentially effective instrument for language 
acquisition, affording learners a fresh and inventive approach to develop linguistic proficiency. 

 
This paper investigates the use of virtual reality (VR) technology in the context of language 
learning with a focus on the Metaverse platform. The focus is on the potential benefits, 
obstacles, and effectiveness of this method for promoting language acquisition and enhancing 
English language proficiency. The research project employs the Technology AcceptanceModel 
(TAM) and the Technological Pedagogical Content Knowledge (TPACK) frameworks to 
examine the pedagogical knowledge of instructors and their ability to effectively engage 
language learners through the integration of technology. These frameworks aid instructorsand 
researchers in understanding the factors that influence the acceptance of VR technology and 
the efficacy of its use to help students learn languages. Innovative VR-based language learning 
experiences can be designed, implemented, and evaluated by instructors who consider both the 
technology acceptability model (TAM) and the pedagogical implications model (TPACK). In 
addition, the paper analyses potential obstacles and provides recommendations for the 
successful incorporation of virtual reality technology into English language education. 

 
RESEARCH OBJECTIVES 

 
The primary purpose of the research was to assess the attitudes, opinions, and perceptions of 
students regarding the integration of virtual reality technology in their English language 
classroom instruction. With the presence of the chosen variable i.e., the virtual reality 
simulation delivered through metaverse, the current researchers have assessed the motivation 
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of learners in acquiring English as SLA, evaluated the learner’s attitude towards learning the 
language outside of the classroom context and identified their proficiency in English. 

 

RESEARCH METHODOLOGY AND RESULT FINDINGS 
 

A group of 52 tertiary students from UiTM Mukah and Betong Vocational College ofSarawak 
were administered a survey form consisting of questionnaires that utilised the 5- Point Likert 
scale. The purpose of the survey was to gauge the attitudes, opinions, and perceptions of the 
students regarding the use of virtual reality technology in their English language classes. 
Subsequently, the participants were subjected to formative evaluations that were conducted 
concurrently with the implementation of virtual reality technology for language training. The 
training was facilitated through the utilisation of YouTube VR and Virtual Speech applications 
in the Metaverse. The findings indicate a significant increase in the students' motivation to 
utilise their English language skills, specifically in the areas of spoken and listening 
proficiency. The correlation between interactive virtual reality simulations and the 
improvement of students' Second Language Acquisition (SLA) in English beyond the 
classroom context is moderately positive, as evidenced by their performance in speaking 
English. These indicators demonstrate that the effective utilisation of VR technology can 
improve learners' proficiency in English language acquisition. 

 
 
 
 
 
 
 
 
 
 
 
 

Image 1 Correlation Research 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Image 2 Research Findings 
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Image 3 Implementation of VR in group discussion context 
 

NOVELTY 
 

Although the use of virtual reality (VR) technology in the field of education is not a new notion, 
there appears to be a lack of emphasis on its application in the context of language acquisition. 
Hence, the innovation of introducing Metaverse into the process of English language 
acquisition can be valued as an adaptation of existing ideas and technologies for knowledge 
transfer from one domain to another. It is also a novelty of new concepts that challenges the 
conventional language teaching pedagogy. 

 

COMMERCIALIZATION VALUES 
 

Implementation of virtual reality (VR) technology provide positive impact on education 
ecosystem by providing student engagement, facilitate skill development, foster collaboration, 
and cultivate empathy, ultimately leading to a more effective and impactful educational 
experience, which ultimately improve learning outcomes. This also calls for partnership 
opportunities to collaborate with any sectors in developing both VR hardware thatis sustainable 
and economic and contribute to the development of applications that aresuitable for education 
settings. 

 

CONCLUSION 
 

Initial findings indicate that the use of virtual reality applications through Metaverse has 
promising potential as an instructional tool for increasing English language learners' 
motivation. Consequently, this immersive practise can result in an increase in their English 
proficiency. It is reasonable to suggest that a reevaluation and improvement of the use of virtual 
reality methodology is needed to sustain students' interest and facilitate effective language 
acquisition over time. To maximise the benefits of using Virtual Reality (VR) for Second 
Language Acquisition (SLA) and enhancing linguistic proficiency for both educators and 
students, it is vital to evaluate supplementary data comprehensively. In conclusion, the use of 
virtual reality technology suggests that the virtual language learning approach bears promise in 
educational contexts. 
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