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Abstract: Computer integrated system has commonly used to increase 
classroom engagement by educators in schools and universities. It is 

academic result which relates to weakness of the traditional based learning 
process. Moving towards the 21th century, education environment has also 

to participate in learning, while having fun and creating more interesting 

opportunity for the teaching process to evolve through the incorporation 

motivation towards goals, promote competition, effective teamwork and 

based learning program adapted from a television show known as ‘Who 

introduced in the learning process. Through the intertwining of learning, 

the subject. Therefore, it is suggested that current educational framework 
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INTRODUCTION

In the era of 21st century, the way of learning has evolved tremendously. 
Modern teaching aids are important and most preferred in the technological 

outcomes and designed to balance subject matter with the ability of the 
player to retain and apply the subject matter to the real world. It involves 
competition, even if the competition is with oneself. It has goals, constraints, 

settings in order to improve users’ participation. It is not just creating 
games to play, but it also involve learning activities that can progressively 
introduce concepts and guide students towards the learning outcome. The 

developed educational materials in a playful and dynamic way. Game is 

visual feedback on a computer or a video device to utilize fun, play and 

created in a game when a player able to achieve the goal of the game, feeling 
intellectual and aesthetic with something which is unpredictible, being 

 
It is very important for learning process to have the fun element. Research 
in neuroimaging and neurochemical suggest that ‘superior learning’ takes 
place when classroom experiences are enjoyable and relevant to the students’ 

and anxiety can interfere the effectiveness of student’s learning process 

learning experience where the students are energeticly doing thing and at 
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the same time thinking about the activities that they involves in.

learning approach will not only help the students to broaden their knowledge 

who are engaged by game-based learning rather than students who were 
using face-to-face teaching method. Since strategic games improve the 
functioning of brain, it creates a dynamic that can inspire learners to develop 

learning experiences that would increase student interest in the respective 

to understand the meaning of learning, which will lead them to be a life 

toward more active learning suggests that the aim of teaching is not to 
transmit information but to transform students from passive recipients of 
other people’s knowledge into active constructors of their own and others’ 

game-based learning are retained longer than information from other 
learning methods.

This is because educational games can be dynamically adjusted according 
to the learner’s interaction and performance. While goalbased learning, 
which is prominent in nonlinear pedagogy, can be introduced as the goal 
of the game. A gameplay- based structure of the learning process has been 
proven to engage learners to accomplish learning goals. Cheng, Lin, She 

achievement since it is often believed to have the potential in facilitating 
both the cognitive and affective/motivational processes of learning. Yien, 

learning on nutrition students. The study reveals positive attitudes towards 
using game-based learning hence improve their learning achievements.
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creative and internet savvy. Thus, it provides room for the students to develop 
their skills and increase their motivation in learning. Game-based learning 
also plays important role in teaching by making students to collaborate, 

learning helps the students to understand the meaning of learning, which will 

way of learning as they are reported to spend more times playing games either 

2018, the number of hours spent by Malaysian teenager on playing video 

in their learning process, it

their addiction to non- academic games besides creating a new learning 
culture that corresponds better with students’ habit and interest.

Table 1. Percentage of hours spend on video or computer games by 
Malaysian teenagers

for the need to pay more attention to individual differences among students 
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styles and reduce their burden in assessing their student’s performance as 
the scores can be automatically assessed by the digital games.

METHODOLOGY

in designing a meaningful game-based learning. Learning takes place 

learning as the students able to have play experiences which farther stretch 
their conceptual abilities and knowledge. Vygotsky’s sociocultural theory 
of human learning describes learning as a social process and the origination 
of human intelligence in society or culture. The major theme of Vygotsky’s 
theoretical framework is that social interaction plays a fundamental role in 
the development of cognition. Vygotsky believed everything is learned on 
two levels. First, through interaction with others, and then integrated into 
the individual’s mental structure. A second aspect of Vygotsky’s theory is 
the idea that the potential for cognitive development is limited to a “zone 

interaction to fully develop. Therefore, game-based learning could provide 
incredible, realistic immersive learning environments.

In line with Vygotsky’s theory, research design of this study consists of pre 
and post experiment on two groups of student. Experimental methods are 
commonly used in the cases of empirical studies conducted in educational 
settings. They are used to investigate the potential impact of educational 
innovations, in which observation of interactions between learners and the 
innovations takes place within the classroom environment.

richest player by granting them with different amount of money-point as 
the rewards of their achievement. Questions are divided into three levels of 
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have to play the game from the beginning with different set of randomly 

to assist them in winning the game. Students with the highest score of 

will be the winner of the game.

group was students from the Faculty of Computer Science and Mathematics 

and encouraged to play the game in group setting to promote communication. 
Their examination result will then compared with the previous semester’s 

developed and gathered into the game database. The training program 

leadership skills were then compared to previous group of MPP’s students 
who underwent the same training program.

Fig. 1 Qualifying phase of Who Wants to be a Millionaire
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program and students are allowed to repeat their attempts.p p

Fig. 3 Lifeline Interface
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The game also provide an active interaction during the game session. Three 
lifelines is provided where students are allowed to used it when necessary. 

Fig. 3 Game Termination

provided, they will be terminated from the game. Students will only allowed 

level of the game. In order to re-joint, the student will need to register as a 

Fig. 4 Player Ranking Interface
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time, their name will be listed at the top of the Player Ranking Interface. 

RESULTS AND DISCUSSION

having only ¼ chance to answer it right. With the introduction of 

result shows that percentage of students managed to pass the 

to their examination result, a survey on the effectiveness of 

program towards their learning behaviour.

Table 2. Survey on Learning Behaviour (post experiment)

only on student leader group in Dec 2016 – Mac 2017. Prior 
semester’s student leaders’ knowledge and leadership skill were 
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CONCLUSION

managed to increase students’ performance on the subject taught as it able 
to improve cognitive skills, mental mapping and positive behaviour among 

to develop leadership skills as it promote motivation skill, facilitation, 
coaching, mind-set changing, and communication.

century, more studies should be conducted to access how game-based 
learning could enable students to develop certain useful skills and 
competencies; communication, resourcefulness and adaptability skills. 
These attributes are important and crucial for them to apply in the future 
workforce. Such skills are referred as ‘graduate attributes’ and are generally 
associated with the employability of higher education graduates.
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