
T rave l r es t r i c t i ons b rough t abou t by the
Cov id - 19 pandemic have caused
ins t r uc to r s wo r l dw ide to make changes
f rom the t r ad i t i ona l f ace - t o - f ace me thod
o f t each i ng to on l i ne l ea rn i ng . Th i s
change no t on l y a f f ec t ed the teach i ng
and l ea rn i ng o f con ten t bu t a l so the
runn ing o f o the r gene ra l p rog rams such
as o r i en ta t i on p rog rammes fo r s tuden ts
i n i ns t i t u t i ons o f h i ghe r l ea rn i ng and
un i ve r s i t i e s who emba rk on the i r
des i gna ted p rog ram of s tudy .

Be tween the mon ths o f Feb rua r y and
June 2022 , two s ta f f o f APB Se remban
we re g i ven the oppo r t un i t y t o t each
s tuden ts f rom va r i ous un i ve r s i t i e s
s i t ua ted i n Ch ina , unde r t he G loba l
S tud i es P rog ramme (GSC G loba l Sho r t
Cou rse ) r un by U iTM ’s I ns t i t u t e o f
Con t i nu i ng Educa t i on and P ro fess iona l
S tud i es ( ICEPS ) . These s tuden ts we re
o r i g i na l l y des i gna ted to s tudy i n
Ma lays i a i n a phys i ca l f ace - t o - f ace mode
be fo re the Cov id - 19 pandemic . The
sy l l abus o f t he s tudy p rog ram inc l uded
Ma lays i an Re l i g i on and Cus toms and the
Zoom p la t fo rm was used as the
a l t e r na t i v e t each i ng me thod .

Towa rds the end o f t he teach i ng
sess ions , t he l ec tu r e r s i n vo l ved teamed
up to des ign a spec i a l pos t - l e sson
in t e rac t i v e ac t i v i t y , i n t he fo rm of a
qu i z , t o he lp j og the s tuden ts ’ memory
on the concep ts taugh t and l ea rn t du r i ng
the l essons . I n o rde r to make i t e ven
more i n t e r es t i ng and in t e rac t i v e , t he
Qu i z was des igned as a game and was
named MARC (sho r t f o r , Ma lays i an
Re l i g i on and Cus toms) .
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MARC was deve loped us i ng the Qu i z i z z
p l a t fo rm whe re the ques t i ons tha t we re
posed we re de l i v e r ed v i a a game
p la t fo rm . Qu i z i z z was se l ec t ed fo r i t s
ve r sa t i l i t y and ease o f use – a game - l i k e
qu i z can eas i l y be p roduced s imp l y by
impo r t i ng qu i zzes f rom ready -made Exce l
t emp la t es as we l l as Powe rPo in t s l i des ,
made even more i n t e r es t i ng w i t h the
easy i n t eg ra t i on o f v i deos and web
pages . Add i t i ona l l y , i t i s r e l a t i v e l y cheap
and ca r r i es a mu l t i t ude o f f ea tu r es , such
as i t s ab i l i t y t o make f rom sc ra t ch ,
mu l t i p l e - cho i ce , po l l s , f i l l - i n - t he - b l anks
and open - ended ques t i ons as we l l as
a l l ow ing the qu i z make rs to i npu t aud io
and d raw ings . Qu i z i z z ' s s t r eng th a l so
l i e s i n t he fac t t ha t i t s mu l t i - p l a t f o rm
fea tu re a l l ows the ab i l i t y t o be used by
any dev i ce w i t h a b rowse r .

MARC is essen t i a l l y an i n t e rac t i v e qu i z .
Bes ides a l l ow ing fo r fo rma t i ve
assessmen t f eedback on bas i c
concep tua l compe tence , Ross e t a l .
( 2018 ) advoca tes tha t qu i z zes a l so
encou rage i ndependen t l ea rn i ng .

Boy l e (2011 c i t ed i n Z i r awanga e t a l .
2017 ) a l so unde r l i nes many o the r
bene f i t s o f qu i z zes wh ich a re des igned
in the fo rm of games . Amongs t t he
bene f i t s o f games in l ea rn i ng i s t ha t
t hey he lp s tuden ts r e ta i n sa l i en t po i n t s ,
engage s tuden ts , and i nduce the i r
c r ea t i v e d i ve rgen t t h i nk i ng .

A p i l o t s t udy conduc ted on the use o f
MARC revea l ed the s tuden ts who t r i ed
ou t MARC found i t h i gh l y bene f i c i a l and
gave favou rab l e commen ts towa rds i t s
des ign and con ten t . 79% of the s tuden ts
found tha t MARC has re i n fo r ced the i r
unde rs tand ing o f t he l esson taugh t i n
c l ass and 81% of them ag reed tha t t he
co r r ec t answe r op t i on i n MARC has
he lped them be t t e r unde rs tand and have
i ns i gh t s i n to Ma lays i an re l i g i ons and
cus toms , wh i ch i s t he a im of the G loba l
S tudy P rog ramme .
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Las t l y , MARC is a l so a teach ing too l wh i ch was des igned in keep ing w i t h the
demands o f t he I ndus t r i a l Revo l u t i on 4 .0 wh i ch encou rages the ex tens i ve use o f
t echno logy , wh i ch subsequen t l y ca l l s fo r more i n t e rac t i v e me thods o f t each i ng and
eva l ua t i ng . Acco rd i ng to a su r vey by K im and Bong (2006 ) i n Nuc i e t a l . ( 2020 ) , I R
4 .0 b r i ngs abou t advancemen ts i n I n t e rne t t echno logy , wh i ch i s expec ted to
i nc rease the use o f i n t e rac t i v e games and mu l t imed ia i n on l i ne t each i ng and
l ea rn i ng . MARC is de f i n i t e l y a we l comed innova t i on i n the t imes o f IR 4 .0 as i t
‘ ha rnesses the po ten t i a l o f d i g i t a l t echno logy and mee ts the demand o f t echno logy
enab l ed p l a t fo rms tha t compe l s s tuden ts to have se l f - l ea rn i ng sk i l l s ’ (Oke &
Fe rnandes , 2020 ) .
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