
Cawangan Melaka PUBLICATION DATE | 1 SEPTEMBER 2021
UNIVERSITI
Te k n o l o g i
Ma r a

iJa M C S N X io ii
International Jasin Multimedia & Computer Science Invention and Innovation Exhibition

International Jasin Multimedia & Computer Science
Invention and Innovation Exhibition

(i-JaMCSIIX 2021)

15 FEBRUARY 2021 - 31 MARCH 2021

VIRTUAL COMPETITION • INNOVATION & INVENTION • PUBLICATION OPPORTUNITIES

EXTENDED ABSTRACT
U iT M  C A W A N G A N  M E L A K A  K A M P U S  JASIN

ISBN:
978-967-15337-0-3

WEBSITE https://jamcsiix.wixsite.com/2021

E f t 2 5 E

https://jamcsiix.wixsite.com/2021


COPYRIGHT© 2021
i-JaMCSIIX

Universiti Teknologi MARA Cawangan Melaka Kampus Jasin 
77300, Merlimau, Melaka 

Web: https://iamcsiix.wixsite.com/2021

https://jamcsiix.wixsite.com/2021


PUBLISHED BY:

i-JaMCSIIX

Universiti Teknologi MARA Cawangan Melaka 
Kampus Jasin

77300 Merlimau, Melaka

Tel: 062645000

Email: jamcsiix@uitm.edu.my

Web: https://iamcsiix.wixsite.coiu/2021

ISBN: 978-967-15337-0-3

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

mailto:jamcsiix@uitm.edu.my
https://jamcsiix.wixsite.com/2021


ORGANIZING COMMITTEE

PATRON 
ADVISOR 1 
ADVISOR 2 
PROJECT LEADER  
PROJECT LEADER 2 
TREASURER 1 
TREASURER 2 
SECRETARY 1 
SECRETARY 2 
PUBLICATION

JURY

REGISTRATION

PROMOTION

MULTIMEDIA

AWARD

CERTIFICATE

TECHNICAL & PROTOCOL

SPONSOR

LANGUAGE EDITOR

ASSOC. PROF. DR. ISMADIMD BADARUDIN
NOR FADILAH TAHAR @ YUSOFF
DATO’ TS. DR. MOHD NOR HAJAR HASROL JONO
TS. NURUL NAJWA ABDUL RAHID @ ABDUL RASHID
ANIS AFIQAH SHARIP
SITIMAISARAH MD ZAIN
NURUL ZAHIRAH ABD RAHIM
NOR AIMUNI MD RASHID
NUR NABILAH ABU MANGSHOR
DR. RAIHAH AMINUDDIN
DR. NOR AIZA MOKETAR
DR. SITI FEIRUSZ AHMAD FESOL
TS. RAIHANA MD SAIDI
DR. ELIN ELIAN A ABDUL RAHIM
NOR INTAN SHAFININASARUDDIN
FADZLIN AHMADON
HAJAR IZZATI MOHD GHAZALLI
SITI AISYAH ABDUL KADIR
MOHAMAD ASROL ARSHAD
ZUHRIARAFAH ZULKIFLI
FADILAH EZLINA SHAHBUDIN
NORSHAHIDATUL HASANA ISHAK
HAZRATIZAINI
NUR FARAHIN MOHD JOHARI
FAIQAH HAFIDZAH HALIM
MOHAMMAD BAKRI CHE HARON
MUHAMMAD HAMIZ MOHD RADZI
FARAH NADZIRAH JAMRUS
FADHLINA IZZAH SAMAN
NURULHUDA ZAINUDDIN
HAZWA HANIM MOHAMED HAMZAH
MOHD HAFIFI MOHD SUPIR
ADI HAKIM TALIB
NUR SYUHADA MUHAMMAT PAZIL
MARIATHY KARIM
UMMU MARDHIAH ABDUL JALIL
NOOR WAHID A JAMIL
DR. AHMAD FIRDAUS AHMAD FADZIL
ALBIN LEMUEL KUSHAN
MOHD NABIL ZULHEMAY
TS. NURUL NAJWA ABDUL RAHID @ ABDUL RASHID
SHAHADAN SAAD 
FARID AH SAPPAR 
SYAFNIDAR ABDUL HALIM 
SITI NURAMALINA JOHARI 
NUR AQILAH NORWAHI 
MOHD AMIRUL ATAN



BRONZE SPONSOR

AINON SYAZANA AB HAMID 
ANITA MOHD YASIN 
BUSHRA ABDUL HALIM 
FARID AH SAPPAR (Ts.)
FATIMAH HASHIM 
HAZRATI ZAINI 
MASTURA MANSOR 
MASWATI SUFFIAN 
NOORAZILAH IBRAHIM 
NOR ADILA KEDIN 
NOR AIZA MOKETAR (DR.)
NOR AZIDA MOHAMED NOH 
NOR INTAN SHAFININASARUDDIN 
NURUL HID AYAH MAT ZAIN (Ts. DR.)
NURUL NAJWA ABDUL RAHID @ ABDUL RASHID (Ts.) 
NURULHUDA GHAZALI (Ts.)
RAIHAH AMINUDDIN (DR.)
SALEHAH HAMZAH 
SHAHITUL BADARIAH SULAIMAN 
SITIAISYAH ABDUL KADIR 
SITINURAMALINA JOHARI 
SITI RAMIZAH JAMA 
SURYAEFIZA KARJANTO (DR.)
SYAFNIDAR ABDUL HALIM 
UMMU MARDHIAH ABDUL JALIL 
ZAINAB OTHMAN 
ZURAH ABU



LIST OF REVIEWERS

FADILAH EZLINA SHAHBUDIN 
FADZLIN AHMADON 
FARAH NADZIRAH JAMRUS 
HAJARIZZATI MOHD GHAZALLI 
HAZRATI ZAINI 
NOR AIZA MOKETAR (DR.)
NOR INTAN SHAFININASARUDDIN
NURUL NAJWA ABDUL RAHID @ ABDUL RASHID (Ts.)
RAIHAH AMINUDDIN (DR.)
RAIHANA MD SAIDI (Ts.)
SHAFAF IBRAHIM (Ts. DR.)
SITIFEIRUSZ AHMAD FESOL (DR.)
SITIMAISARAH MD ZAIN 
SITI NURAMALINA JOHARI 
SURYAEFIZA KARJANTO (DR.)



CONTENTS

ID PROJECT TITLE PAGE

JM008 Automation in Pneumonia Detection 1

JM017 Terengganu Cultural Trail: Using Videography in a Participant- 
observer Study to Enhance Cultural Heritage Appreciation Among 
Children.

5

JM019 Cassava Leaf Disease Detection System using Support Vector 
Machine

8

JM021 Learning Mathematics using Pun-Math Mobile Application for 
Pre-School

12

JM024 OSH-DBG as a Method of Digital Problem-Solving for Learning 
Construction Safety and Health Course

16

JM026 “What to Cook?” Mobile Application 19

JM028 Learning Arabic Communication Skill Through Mobile 
Application

23

JM034 Enhanced Gamification in Study Skills 27

JM039 Plexible Learning Using ANATEKS Plexi e-Content Medium: An 
Innovative Effort in Times of Covid-19 Pandemic

31

JM043 Web-Application for Securing Message Using LSB Algorithm 
Steganography and Hybrid Encryption

35

JM045 Web-Based Science Lab Inventory System for faculty of 
Pharmacy in UiTM Bertam

39

JM046 Dental Treatment Orientation for Children using Role Playing 
Game

43

JM047 EZ Porecast 2.0: A System of Univariate Models 47

JM048 Arduino-based Parm feeder Helper 51

JM050 PictoEZodit (E-Comic In Teaching Practice) 55

JM054 i-CHEMTORIALS (Interactive Chemistry Tutorials) 59



JM056 Chemical Composition and Biological Activity of Momordica 63
charantia (Bitter Melon)

JM059 Lima Sekawan: An Entrepreneurial App Based Introductory Tools 66
for Kids

JM064 A Study on Factors Toward Household Willingness on E-Waste 69
Recycling in Seremban

JM070 PEFE (Plant Eco-Friendly Energizer) 73

JM071 An Intelligent of ANN Towards Agarwood Oil Compounds Pre- 76
processing Based on Stepwise Regression Method to Improve the 
Oil Quality

JM080 Paddyville: Learning Paddy Cultivation through Role-Playing 80
Game

JM089 Agarwood Oil Quality Classification Using One Versus All 84
Strategies in Multiclass on SVM Model

JM099 The Development of E-Content ‘Sci-Anime202rfor PDPR 87
during Covid-19 Era



International Jasin Multimedia & Computer Science Invention and Innovation Exhibition

i-CHEMTORJALS 
(Interactive Chemistry Tutorials)

Noor Hidayah Pungot1, Nurul Auni Zainal Abidin2, and Norliza Dzakaria3

1 Faculty of Applied Sciences, School of Chemistry and Enviromnent, 
Universiti Teknologi MARA (UiTM), 40450 Shah Alam, Selangor, Malaysia.

23 School of Chemistry & Enviromnent, Faculty of Applied Sciences, 
Universiti Teknologi MARA (UiTM) Negeri Sembilan Branch. Kuala Pilah Campus, 

72000 Kuala Pilah, Negeri Sembilan. Malaysia

noorhidayah977@uitm.edu.my, mimlaimi(S)iiitm.edu.my, norliza864(S)uitm.edu.my

A bstract - For decades, the traditional teaching and learning using textbooks and PowerPoint point slides is very 
popular in universities and colleges. However, this approach is not the best teaching method, especially for subjects that 
require critical concepts thinking. Due to the outbreak of the COVID-19 pandemic, many schools, colleges, and other 
educational institutions have embraced online education platforms for lecture but the students’ lacking in performing 
the tutorials after the online class due to not enough time and not effectively to guide the students during online lecture. 
So that, the introduction of game-based and gamification of learning is an innovative move to enhance students’ 
experience during immersive learning. Therefore, i-CHEMTORIALS is an educational approach to motivate students 
to learn by using video tutorial design and game elements in learning environments. The goal is to maximize enjoyment 
and engagement through capturing the interest of learners and inspiring them to continue learning. In this project, the 
development of gam if icat io n -i nco rpo rated learning is introduced in the General Chemistry course. It allows students to 
perform interactive activities like attending a test, answering the tutorials, submitting a response, working on a 
chemistry calculation, and more in a virtually connected classroom. A treasure hunt game was implemented using 
Kahoot, Prezi and Quizizz application. This approach is capable of involving students directly in immersive learning 
experience such as group discussion. Perceptions and feedback from the students were obtained through questionnaires 
and reflective assessment. It can be concluded that at the end of the project, the content development in i- 
CHEMTORIALS has been successfully developed to increase the students’ participation and engagement in this 
limitless and dimensionless new norm era. However, it can be further improved by adding more features for more 
enjoyable game and learning experience for students.

Keywords—i-Chemtorials, gam ijication-incorporated learning, Kahoot, Prezi

I. In t r o d u c t io n

The Covid-19 pandemic has taken many educators and students off guard. Within a very short time, teaching and learning 
process was moved online and this has changed the education landscape drastically. The year of 2020 has been extraordinary 
thus far. The Covid-19 pandemic lias brought about significant changes to every domain of our lives. University around the 
world was quick to adapt to the changes brought about by this pandemic. The greatest implication Covid-19 pandemic has on 
education is that all lessons in universities all over the world were moved fully online within a very short period of time [1]. 
Ever since the invention of various new technologies and Information and Communication Technologies (ICTs), methods for 
teaching and learning have changed into another dimension. This dimension is technically referred to as ‘Online Enviromnent’ 
which basically means the use of gadgets of ICTs for teaching and learning. The online teaching and learning is unlimited by
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time and space; thus, it increases the accessibility to education created by a physical learning environment such as age limit, 
time constraint, unavoidable absence of instructor, and distance in space and time [2],

This study focused on students' learning experience while using interactive multimedia content in terms of its interactivity 
and accessibility. The use of interactive multimedia content might improve students' learning process especially engaging them 
into instructional content [3], In this advanced era of communication and media, the process of teaching and learning has become 
more creative and innovative with the existence of Kahoot, Prezi and Quizizz gamification applications in chemistry tutorials. 
The ‘Open Distance Learning’ or so called as ODL has been introduced in UiTM for continuous academic activities even with 
the current global health issues. The academic activities can be conducted in a blend of asynchronous (without real-time 
interaction) and synchronous (real-time interaction) online learning [4], There are many e-leaming platforms available to be used 
depending on the favorability of the lecturers and students to make the tutorial more efficient and attractive for the students.

In education, gamification is used under the assumption that the type of engagement experienced by gamers can be translated 
to support students’ learning. After considering the contexts, learning objectives and distinctive needs of their students, educators 
in a gamified classroom setting may integrate such game-related elements as progress indicators, fun, narrative, immediate 
feedback, mastery, player control, social connection and scaffolded learning to impact students’ attitudes, behaviors and actions 
and enhance their motivation, engagement, creativity, retention and overall learning outcomes. By using this gamification in 
tutorial might be able to trigger intrinsic motivation, yet it relies on multiple internal and external factors that must be aligned. 
That is, the identification with learning tasks, creating an environment where multiple participants can receive comparable scores 
or badges, and having the opportunity for authentic gamification; built on and integrating the objectives of tasks and strategic 
aims of the organisation; and creating energising and engaging experiences. The aim of this study is to merge the gamification 
elements with the authentic learning tasks in the same time to implement the General Chemistry tutorials using many types 
application in U-Futme so that the students’ perception is not biased towards achieving badges but working towards overall 
objectives.

II. MATERIALS

A. Production o f  i-Chemtorials

The i-Chemtorials was produced from one of the topics of General Chemistry subject namely Gas Law. i-Chemtorials is a 
web-based education platform that was supplemented with interactive multimedia elements (images and infographics) using 
Kahoots, Prezi and Quizziz.

III. METHODS

A. D ata Collections and Analysis

The present study used a survey tool to see the students’ initial understanding of tutorial questions in their study. A survey 
was conducted to 125 students from the Faculty of Applied Sciences and the Faculty of Education, Universiti Teknologi MARA 
(UiTM) that composed of diploma and degree students from July-February 2021. The survey was conducted using a Google 
Form that was easy to access and reach the respondents through a virtual method. The purpose of the survey was to identify the 
students’ problems with the topic of the targeted subject. This product has been developed to enhance student performance and 
solve the issues that have been raised. The data were analyzed using Microsoft Excel software as a basic analyzing method.

B. Design o f  Study
At the beginning of the first class after the completion of the tutorial using Kahoots, Prezi and Quizziz, the instructor asked 

students to voluntarily complete a short survey (5 min) about tutorial through those medium use in this and other classes. The 10- 
question survey asked multiple-choice and open-ended questions about General Chemistry tutorials using U-Future. U-Future is 
a platform developed by UiTM for delivering learning content online to any person who wants to take a course. Figure 1 illustrates 
the steps or phases involved to design this i-Chemtorials.
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Fig. 1. Process of i-Chemtorials flow chart used in this study

IV. RESULTS AND FINDINGS
The online questionnaire was conducted anonymously by a group of students from the Faculty of Applied Sciences and the 

Faculty of Education, Universiti Teknologi MARA (UiTM). The number of male and female respondents were 36 and 89, 
respectively. Respondents were from the chemistry department. Overall, 125 students responded to the survey. The demographic 
profde of the respondents is present in Table 1.

Table 1: Demographic profde of respondents.

Demographic Characteristics Respondents 
(125 students)

Age
18-20 31
21-25 83
26-30 11

Gender Male 36
Female 89

Programme Degree 80
Diploma 45

The questions in the survey dealt with the student and faculty populations’ awareness of i-Chemtorials existence where the 
results were encouraging. 35.8% of all respondents were aware of i-Chemtorials. As detailed in the chart (Figure 2), students had 
a slightly higher awareness of the existence of an i-Chemtorials compared to 64.2 % of students who were not aware of it. The 
respondents were asked whether they had ever used the i-Chemtorials technique during their classes.

Fig. 3. The technique of Interactive Chemistry 
Tutorials was applied during the lectures?

Results show 97.6 % of students claimed that the technique was not applied during their classes as shown in Figure 3. The 
awareness of i-Chemtorials among the students become a significant benchmark for the rest of this survey. It is important to align 
with the main objective of the study which to break the concepts into their most conventional memorizing methods that can be 
systematically repeated in customized intervals of time [5],

Results show 80.6 % of respondents agreed that applying the technique of i-Chemtorials as their learning platfonn, more 
efficient compared to traditional learning method. This developed study might be more effective due to additional features such

Fig. 2. Have you heard about i-Chemtorials?
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as audio, immediate feedback, a seamless and user-friendly interface, and their high accessibility through a range of platfonns 
16 1. By using this i-Chemtorials’s medium, the students are capable of processing larger amounts of information, resulting in 
increased retention [7], Only 19.4% of respondents did not agree and they preferred textbook-based learning because of 
perception that this fonnat enabled an authentic, ‘real’ and enjoyable reading experience.

Fig. 4. Due to the outbreak of the COVID-19 pandemic, many schools, colleges, and other educational institutions have 
embraced online education platfonns for lecture but the students’ lacking in perfonning the tutorials after the online class due 

to not enough time and not effectively to guide the students during online lecture.

As can be seen in Figure 4, most of the respondents strongly agreed that due to the outbreak of the COVID-19 pandemic, 
many schools, colleges, and other educational institutions have embraced online education platfonns for lecture but the students’ 
lacking in perfonning the tutorials after the online class due to not enough time and not effectively to guide the students during 
online lecture. As introducing a new tool such as i-Chemtorials will provided an interactive digital tutorial platfonn such as a 
greater variety of activities, high level of immediate feedback, increased sense of control and learner autonomy, and the non
linearity of the application and it make i-Chemtorials was better than classical tutorial method.

V. CONCLUSIONS
From this gamification learning factors will motivate the students to engage with teaching and learning processes by 

implementing interactive multimedia content in instructional content. The findings showed that interactive multimedia content 
may influence students to stay motivated and interested with the learning process that directed to both intrinsic and extrinsic 
motivation. Furthermore, by incorporating interactive multimedia content in chemistry tutorials, students can be more fun 
proactive and at the same time learning effectiveness can be achieved. Lastly, further research of this application i-Chemtorials 
should be done in the future for potential commercialization to get expand this area of study.
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