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A bstract—E-Content is any form of learning material available digitally which a learner (students) access or interacts 
with teachers or among themselves to achieve related learning outcomes. E-Content is becomes popular because it allows 
flexibility in terms of time, place and pace of learning. However, in Malaysian education especially at primary school 
level, the development of E-Content is not widely developed due to the limitless of internet coverage, knowledge gap 
among teachers and awareness about E-Content. Therefore, the development of Sci-Anime2021 was introduced in order 
to help students specifically Tahap 2 Kurikulum  Standard Sekolah Rendah (KSSR) students to increase their 
understanding towards certain topics in Science subject. Sci-Anime2021 separated to three major components, which 
are the development process of Sci-Anime2021, final product E-Content Sci-Anime2021 and assessment in Sci- 
Anime2021. This E-Content developed by using combination of smart phone applications (FlipaClip & CapCut). 
Animations in Sci-Anime2021 were created by using FlipaClip whereas video editing process was conducted using 
CapCut. Finally, the assessment was prepared using EdPuzzle. Then, the link of assessment will be posted in Google 
Classroom. Google Classroom will be a platform to discuss and interact with teacher and other students regarding the 
assessment and E-Content. Therefore, the development of Sci-Anime2021 will be able to help students during current 
Pengajaran dan Pem belajaran d i Rum ah  (PdPR) in Covid-19 era. The learning process will be more fun and interactive 
through animation, which includes text, video, images and sounds.

Keywords—E-Content, PdPR, assessment, video editing, Covid-19

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

Education provides the pathway to reach their destiny. Education helps in inculcating social responsibilities as well as to 
developed people manner and behaviour. The main core of education is to learn. Learning is a process of acquiring knowledge 
or skills through study, experience, or being taught [1]. However, during pandemic Covid-19 outbreak, mostly schools were shut 
down including primary schools, secondary schools, college and university [2]. Our education system in Malaysia are toward e- 
leaming process including the usage of e-content during Pengajaran dan Pembelajaran di Rumah (PdPR). PdPR was introduced 
by Ministry of Education. Malaysia during Movement Control Order (MCO) 1.0 in year 2020 and it was continue until today [3, 
4], In PdPR, the information regarding syllabus and subject matters were send through Gamification (Quizziz, Kahoot), videos, 
audio clip, ebooks, Google Meet and Microsoft Teams (live streaming) [3], Knowledge from teacher to students was delivered 
through various platfonn that normally used by other teacher or academician. The intention to attract students especially primary 
school students to stay focus during PdPR is become the main issues during learning process as primary school students tend to 
loss their focus during teaching and learning. Until nowadays, there is less tool or e-content that was developed by specific person 
in order to increase the interest of the primary school students during PdPR process. Therefore, the innovation of e-content 
especially for science subject for Tahap 2 Kurikulum Standard Sekolah Rendah (KSSR) students was developed in order to
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increase their interest towards science subject. E-content was innovated and developed by primary school students of Sekolah 
Kebangsaan Kubang Gajah, Arau, Perlis (Year 2, 4 and 6) and it was named Sci-Anime2021. This E-content is in the fonn of 
animation and it was developed by using smart phone application (FlipaClip and CapCut). Then, the assessment was developed 
by using EdPuzzle and the discussion among teachers and their peers will be conducted through Google Classroom.

II. MATERIALS

A. Smart Phone Applications Preparedness
FlipaClip free version was downloaded in Google Play Store (Fig. 1.) through Samsung Tab S6 Lite. The functions of 

FlipaClip application are to provide children digital tools to draw and create the frames of a storyboard and transform them into 
animated videos, cartoons, and GIFs. It includes digital drawing tools like brashes with different tips and colours and the option 
to insert text |5|. Apart from that, CapCut application was downloaded in Google Play Store (Fig. 2.). CapCut application is a 
free all-in-one video editing application that helps people to create incredible videos. CapCut was launched in the Chinese market 
as Jianying. The application lias been in the Top 10 Worldwide (Non-Game) Most Downloaded Apps in 2019.

^  FlipacIip: Cartoon Animation Creator & Art Studio

Contains ads ■ In-app purcliasar

® This app may not be optimised (or your device

Wrwat ^

- Frames timeline now requires long press, instead ot tap, to show the popup itm»u for add, remove, copy 
and paste frame options.
Fined black screen on chrome books and some olher devices

Rate this app
1 el I others vitrei you Ihlnk

* * * * *

Fig. 1. Download FlipacIip application in Google 
Play Store

Fig. 2. Download Capcut application in Google 
Play Store

B. EdPuzzle fo r  Assessm ent Purpose

EdPuzzle is a free assessment-centered tool that allows teachers and students to create interactive online videos by embedding 
either open-ended or multiple-choice questions, audio notes, audio tracks, or coimnents on a video. The overall purpose of 
Edpuzzle is to facilitate increased student engagement with video content. EdPuzzle tool was search via Google search engine 
(Fig. 3.) and the sign up for the EdPuzzle account has been done completely via EdPuzzle website (Fig. 4.).

Fig. 3. Searching EdPuzzle tool via Google search 
engine.

Fig. 4. Sign up for EdPuzzle Account
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III. METHODS

A. D evelopm ent o f  Sci-Anime2021 E-Content fo r  Science Subject

Fig. 5. below shows the process of Sci-Anime2021 development for ‘Daya’ topic in Science subject of Year 6. FlipaClip and 
CapCut applications were downloaded in Google P lay Store. Apart from that, EdPuzzle tool has been searched via Google search 
engine. Then, the sign up process for EdPuzzle account has been done through EdPuzzle website. The animation process lias 
been done by using FlipaClip application. Then, the video editing process was proceed by using CapCut application. During 
video editing process, students can insert their voice and give explanation about the topics. The length of the video can also be 
controlled by using this application. At the same time, some of the parts can be removed by using this application. Finally, 
EdPuzzle tool is used to create an assessment consisted of multiple-choice questions (MCQ).
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Fig. 5. Flow chart of e-content D aya  topic for science Tahap 2, KSSR.

IV. RESULTS AND FINDINGS
Topic D aya  for Science subject Year 6 KSSR was chosen for Sci-Anime2021 e-content development. Previously, this topic 

is too ‘dry’ and full of scientific facts. Students tend to loss their focus when learning this topic. By introducing the animation 
elements, teachers should be able to attract the student’s attention during PdPR process. The learning process will be more fun 
and interactive as it involves animation and online assessment via EdPuzzle website. The engagement of the students with their 
teachers also improved compared before the development of Sci-Anime2021 module.

V. CONCLUSIONS
Sci-Anime2021 for ‘Daya’ topic in Science subject of Year 6 KSSR lias been successfully developed by using the 

combinations of smart phone applications (FlipaClip and CapCut). The assessment in Sci-Anime2021 has been hilly developed 
by using EdPuzzle tool. In future, hopefully Sci-Anime2021 e-Content innovation will be able to used and applied to all primary 
school students in Malaysia during PdPR process.
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