2 P /"
-~ Gonference e-Proceedings
elSBN 978-967-2072-43-0

Physical & Online

|-RoLE 2023

INTERNATIONAL CONFERENCE OF
RESEARCH ON LANGUAGE EDUCATION 2023

EMBRACING CHANGE:
EMANCIPATING THE LANDSCAPE
OF RESEARCH IN LINGUISTIC,

LANGUAGE AND llTEIIA'I'IIIIE ol

13 -14 MARCH 2023
NOBLE RESORT HOTEL MELAKA
MALAYSIA

ORGANISER CO ORGANISERS CONFERENCE MANAGER

PETARCEN | Covan Moske
g UNIVERSITI l '\/r UNIVERSITI OUTM UMS
> EKNOLOGI ‘\,.f-,-‘ \1“ KA
-

'- UNNERETI WACAYSIA SA8A




fISB'\ 978 96720724340

Confe dings . o~

oL 22 e e

INTHRMATIONAL COMFRRENGE OF RESEAMCH e u o | NN
ON LANGUAGE EOUCATION 202) "'«M\ Teis

Conference e-Proceedings
International Conference of Research on

Language Education 2023
e-ISBN: 978-967-2072-43-0

“Embracing Change: Emancipating the Landscape of
Research in Linguistics, Language and Literature”

13-14 March 2023
Noble Resort Hotel, Melaka
Physical and Online Conference

ORGANISER CO ORGANISERS CONFERENCE MANAGER

B @umr @UIMEUMS 1B

@ Wm0 g TR



¢ISBN 9789672072434

Py GF Online Conference e-Proceedings w
|-RoLE 2023 International Conference of Research on Language Education 2023
INTRRMATIONAL CONFERENGE OF RESEAMCH 'a'“mmn'm.. Resort m- Melaka LG ot . n) "
ON LANGUAGE EOUCATION 202) - ‘w.; ) MRelm

EDITORIAL BOARD

Chairman

Dr. Ameiruel Azwan bin Ab Aziz
Universiti Teknologi MARA

Committee Member

Fazlinda binti Hamzah
Universiti Teknologi MARA

Mohd Azlan Shah hin Sharifudin
Universiti Teknologi MARA

Dr. Amirah binti Mohd Juned
Universiti Teknologi MARA

Coordinator

Zesdyzar Rokman
WMIT Group Sdn Bhd

Rozielawati Rosli
WMIT Group Sdn Bhd

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.

The views and opinions expressed therein are those of the individual authors and any statements
in this publication do not imply endorsement by the publisher or the editorial staff.

e ISBN 978-967-2072-43-0

1
9I7896721072430

Publisher:
Zes Rokman Resources (2131022-P)
Bandar Baru Bangi, Selangor Darul Ehsan

[-RoLE2023, 13-14 March 2023, Physical & Online Page 2




¢ISBN 9789672072434

i.. ROLE 2023 International Conference of Research on Language Education 2023 ‘m "

. o~

Conference e-Froceadings

ON LANGUAGE EOUCATION 202)

INTRRMATIONAL CONFERENGE OF RESEAMCH '3’“ '.M mn e ”ﬁ.. nmn .N“. '“m \ '8 Bt l a8
... v
* —
.

Conference e-Proceedings
International Conference of Research on Language Education 2023
e-1ISBN: 978-967-2072-43-0

Table of Contents

: Page
No. Title Number
1. | Galaxy Tense A+: The Effectiveness of English Tenses Board Game Among 6
Tertiary Students
2. | Graphic Design Website: Exploring Market Needs for Services 14
3. | Beyond What Eye Saw 21
4. | Creative Writing: Through Her Eyes - Tales of The Heart 28
5. | Let’s Play Phonetic Charades 34
6. | A Visual Novel Game on Social Anxiety 40
7. | Skin Care with Fisha: New Media Content Creation for Basic Skincare 48
Education
8. | e-Book of Poem Collections 55
9. | Toodles: Flashcards for Children 61
10. | Digital Flashcards (Tenses) 68
11. | Investigating Students’ Concerns on The Development of Masterly! 74
12. | Googly Eyes: A Game to Improve English Usage Among Teenagers 80
13. | Providing Subtitles for Malaysian YouTuber 86
14. | Read and Play: Improving Adolescent’s Reading Skills Through Video 91
Games
15. | Thoughts by Her Soul Bookmark 99
16. | The Comedy of Errors Simplified: “Egeon’s 18Th Reasons Why” 105
17. | Oliver Green: Improving Homonyms Understanding Through Comics 112
18. | PWSP: Phonetic Word Search Puzzle Book 117
19. | Floriography 121
20. | A Preliminary Study on The Young Adult’s Perception of Learning English 196
Using the Website: Swifties Read
21. | A Place for Poets: An Online Poetry Recitation Series 133
22. | Say It Right with Ya 140
23. | Don’t Touch My No-No Square 150
24. | Templatify: An E-Book Collection of Ecards Templates 158
25. | Short Story: Disease Takes Happiness Away 164
26. | Dusted Lines: A Compilation of Self-Written Poems 170
27. | “What’s Your Philosophy?’ An Edutaining Card Game 177
28. | Be Cool, Not Cruel 185
29. | Grammar Made Fun with TikTok 192
30. | Interactive Journaling as A Mental Health Coping Strategy for Youths 201
31. | Learned — Spoken: Manglish 212
32. | Lost in the Labyrinth of My Mind 218
33. | Translation of Abqorie’s Fardhu Ain Module for Smart Tahfiz & Transit 295
Abqorie
34. | Poetry for Us: Expressing Feelings Through Creative Writing 231
35. | Lyacomms’ Proofreading and Editing Service 238

[-RoLE2023, 13-14 March 2023, Physical & Online

Page 3




¢ISBN 9789672072434 “

ST O e Conference e-Proceeding:
FROLE2023 it ""'::": = ,,g;;g &, '

ON LANGUAGE EOUCATION 202)

: Page
No. Title Number
36. | The Effectiveness Of ‘Master the Verbs’ Instagram Flashcards Among Year 244
Six Low Proficiency Level Students
37. | My Malay Fables 252
38. | Talking Story: eBooks to Improve Reading Comprehension Skills 259
39. | Exploring Creative Writing as A Tool to Enhance Mental Health 272
40. | Movie Moo 281
41. | English Pitstop 288
42. | Upin Ipin Reding Kit 294
43. | Seventy-Two Beats a Second 301
44. | Knowing Kristang 308
45. | Creatorslation: The Role of Technology in Translation Service 313
46. | Travel Guide as a Medium to Improve English Comprehensiveness 319
47. | Posterlance 328
48. | Crossfunetics 336
49. | The Effectiveness of Board Gamesto Promote Student Attention and 349
Enjoyment in English Subject
50. | The Use of e-Books and Social Media in Introducing Malaysian Folklores 352
Among Children
51. | Creepypodcast YouTube Channel 357
52. | Mastermind': English Board Game 363
53. | &2 0] In Melayu! 369
54. | Triple P with Sang Kancil: Pronunciation, Phonetics, and Playbook 376
55. | "So, She Reads" Book Blog 383
56. | Abbyfication: A Grammar-Based Word Game 389
57. | Klick! A Content Writing Service 396
58. | The Love Levanter Podcast 403
59. | Let’s Talk Feelings Podcast 409
60. | Grafixmoon: Poster Designing Service 415
61. | The Circle of Life 422
62. | Hops the Dwarf 430
63. | Malay Corner: Learning Malay Through Discord 435
64. | Movie: This and That 441
65. | Phone the Phonetics: Phonetic Flashcards 449
66. | And What If? 455
67. | Interrupted: Life in A Podcast 458
68. | @Phoneticisfun 463
69. | Culinary and Creative Writing: When Two Worlds Collide 468
70. | Talk in Senses 473
71. | Piano Pleasure Course 480
72. | Step by Step: A Motivational Instagram Account 486
73. | Figurative Language! An Educational Autobiography 492
74. | Of Power, Devotion and Betrayal: A Collection of Malaysian Princesses’ 499
Folklores
75. | Tell Me, How’s Everything? An Anthology of Poems to Increase the
. . X 505
Understanding of Figurative Language

[-RoLE2023, 13-14 March 2023, Physical & Online Page 4



¢ISBN 9789672072434

Conference e-Proceading:

INTERMATIONAL COMERENCE OF RESEAMCH 'a.“ 'm mn m.. nmn m“ .“m |‘~ M ‘

ON LANGUAGE EOUCATION 202)

i_ R OLE 2023 Internations Conforence of Research on Language Education 2023 ﬁ"ﬁv g m

l»\

Subjek Bahasa Melayu

: Page
No. Title Number
76. | Oh, Lendu Youth 513
77. | Living the Hard Life 520
78. | Mirror, Mirror, on the Wall, Who Is the Best of Us All? 528
79. | Beyond the Crowded Space: The Use of Podcast in Improving Psychological 535
Well-Being
80. | Samdil: Same Music, Different Language 541
81. | Bejalai: A YouTube Journey 547
82. | Mind Your Language 552
83. | Pop Music Podcast: A Bop or A Flop? 560
84. | Exploring The English Language Teachers’ Beliefs And Practices In
Implementing CEFR-Aligned Formative Assessment In Malaysian Primary 570
Schools
85. | Pencapaian Ucapan Bayi Sejak Lahir Hingga Dua Belas Bulan 575
86. | Mengkaji Makna Bahasa Lukisan Kanak - Kanak Muda Usia 0-3 Tahun 585
87. | Penelitian Terhadap Kesediaan, Motivasi Dan Faktor Persekitaran Murid
Bukan Penutur Natif Terhadap Pembelajaran Dan Pemudahcaraan Karangan 599
Respon Terbuka Di Sekolah Antarabangsa Kuala Lumpur
88. | Pengaruh Bahasa Ibunda Dalam Kalangan Murid Bukan Melayu Tahun 5 610
Semasa Menulis Karangan: Satu Kajian Kes
89. | Meningkatkan Penguasaan Penulisan Karangan Naratif Murid Tahun 6
. 619
Menggunakan Kit Ikan Karang
90. | Pengaruh Dialek Kedah Terhadap Fonetik Dan Leksikal Kata Soal Pelajar
oo . 633
Pismp: Satu Kajian Kes
91. | Tahap Pengetahuan Guru Pelatih Mempengaruhi Kekerapan Pelaksanaan
Kemabhiran Berfikir Aras Tinggi (Kbat) Dalam Pengajaran Dan Pembelajaran 643

[-RoLE2023, 13-14 March 2023, Physical & Online

Page 5

l

st



CISBN 978-967-207243-0 ,wfﬁ:‘ .

Phymind GF Onéane Conference sadin e o~ wJﬁr"‘ ‘

I-RoLE 2023 International Contorence of Resoarch on Language Education 2023 ‘ﬁ‘ ﬁ : k ﬁ
o -

13-14 March 2023 + Noble Resort Notel, Melaka

AT S e e
A VISUAL NOVEL GAME ON SOCIAL ANXIETY
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ABSTRACT:

Taking spots from normal novels and illustration books, visual novel games are an interesting
method for writers to express their imagination. Compared to illustration books, visual novel
games employ various visual elements including sounds to enhance players’ experience when
playing. The games are also interactive which avoid players from getting bored by only reading
texts. It is practically a perfect balance for those who enjoy both reading and playing. Therefore,
in this project, the challenge of developing a visual novel game which employs both creative
writing and coding skills was taken in order to produce a visual novel game that is focused on
social anxiety which consecutively could give the public an insight to the experience of those
affected by the condition. Ren’Py, an easy-to-operate software game engine, was a huge help in
making the project a reality as the storyline, characters, musics, and sound effects were
eventually combined into one long script of codes. Followed by the release of the visual novel
game project on itch.io, a platform where many visual novel games were also released on, many
interests in the project could be seen through the analytics provided by the site. Additionally,
there were also some positive comments given through the feedback survey answered by the
players of the visual novel game project. All in all, it was an enriching experience of tackling the
challenge of making a visual novel game for the first time with only the internet and search
engine as guides.

Keywords: Visual novel game, creative writing, coding skills, social anxiety
1. INTRODUCTION

Visual novel game. As the name suggests, it is a story presented in the form of a gameplay where
players can make different choices that may lead them to possible different paths and endings,
depending on the creator. In other words, a visual novel game might resemble novels made up of
mixed media due to the feature of mostly static graphics, most often using anime-style art or
occasionally live-action stills as the key parts of the visual in a visual novel game (Kusumawati,
2019). Additionally, other visual elements are utilised to add emotional intensity to the story
being told (Daniel, 2018).

However, it is important to note that while it is called a visual novel game with an
emphasis on the visual aspect, it does not mean that is all there is to it. In fact, visual novels in
general also have sounds such as music and sound effects which help immerse the players into
the story (Nguyen, 2019). Without good sounds, the overall experience of the visual novel would
be bland and unenjoyable for the players.

“Everything Will Be Alright” is a visual novel game featuring a main character who
suffers from social anxiety. In the case of the story, social anxiety occurs when people become
concerned about how they are being perceived and evaluated by others (Leary, 1997). In brief,
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the story focuses on the inner struggles she has to confront as she returns to university all alone
for her final semester as she is the only one from her friend group who is staying inside the
campus. Therefore, players will be experiencing the journey of the main character from the third
point of view as she attempts to get through the semester by overcoming her social fear to make
friends.

1.1. Project Objectives

The objectives of the project are:
1) To develop a visual novel game emphasizing social anxiety faced among young adults.
2) Toemploy creative writing and coding skills in developing a visual novel game.
3) To produce a visual novel game that gives the public an insight into the experience of
social anxiety faced among young adults.

With the completion of the playable visual novel-game called “Everything Will Be Alright” and
feedback from the players, the objectives were thus fulfilled.

1.2. Entrepreneurial Opportunities
To begin, the screenshot below represents the interest check that has been conducted through

the author’s personal Instagram account. A number of 20 people have expressed their interest in
playing “Everything Will Be Alright”.

Poll results @

Yes, I'm interested to try it out! (20 votes) 100%

No, I'm not interested to try it out. (0 votes) 0%

Figure 1. Results of interest check conducted on the author’s Instagram account.

Followed by the interest check, the screencap below is included to present the data and statistics
that have been obtained from itch.io, the platform “Everything Will Be Alright” was published
on.
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Figure 2. Analytics of “Everything Will Be Alright” on itch.io

As shown in the two figures, the number of downloads far exceeds the original number that
was retrieved from the interest check. Considering the fact that the visual novel game is available
to the public by being released on the itch.io platform, the statistics prove that there are people
aside from the author’s acquaintances who are interested in the game. Even the number of views
and impressions gained show that people are interested to check out the game, to see the premise
of it. The public’s interest is proof that there are entrepreneurial opportunities to the visual novel
game project.

In addition to the analytics, to further prove that “Everything Will Be Alright” has
entrepreneurial opportunities to be consumed by the public, the statistical results below are
included to support the statement.

Do you think the theme which revolves around social anxiety is an interesting theme to read?

11 reaponses

0.1

1 2 3 4

Figure 3. Statistics of feedback survey response: Do you think the theme which revolves
around social anxiety is an interesting theme to read?
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Do you think the visual novel game has marketability elements?

11 responges

@ Yes, the vsual novel game has
markatabilty elemants

@ No. the visusl novel game does rat
have marketsbility slements

Figure 4. Statistics of feedback survey response: Do you think the visual novel game has
marketability elements?

Lastly, would you be interested to purchase If visual novel games such as "Everything Will Be Alright”
s marketed?
11 responses

@ Yes, | woukdl be imereaiad 1o purchase &
® No, | woukd not be interpsted %
purchase I

Figure 5. Statistics of feedback survey response: Would you be interested to purchase if
visual novel games such as “Everything Will Be Alright” is marketed?

As seen in figure 3, the players were questioned on their interest in a visual novel game
that represents the theme of social anxiety. Majority of them agreed that the theme is very
interesting using the scale of 5. Only two opted for the scale of 4, which is also the lowest scale
given. This proves that “Everything Will Be Alright” has the chance to appeal to the public
despite having a non-fantasy or adventurous theme.

Moreover, figure 4 and 5 have questioned the respondents regarding the visual novel
game’s marketability elements and their interest to purchase it if it was ever marketed. All of
them agreed that the game has marketability elements, while on the matter of purchasing the
game, everyone but one respondent stated that yes, they would be interested to purchase it.
However, the player who answered no did mention that while they do not see themself outright
purchasing the game, they would definitely download it if it was ever featured on their page on
Steam, another software specially designed for games. Based on all the figures shown, it can be
said that “Everything Will Be Alright” definitely stands a chance to go even further in terms of
entrepreneurial opportunities.

2. METHODOLOGY

Prior to the development of “Everything Will Be Alright”, much research was done to
ensure the process runs smoothly. When the project was decided to be a visual novel game, types
of softwares that are helpful in making visual novels were looked into. After some comparison,
the method of development used to code and create the visual novel game was eventually
decided to be Ren’Py. Not only is it a free software game engine, but it is widely used by many
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creators as Ren’Py facilitates the creation of visual novels which mostly helps in the coding
process.

Aside from deciding on the software used to code the visual novel game, there was also
planning in terms of the theme and plot of the story, the character sprites and designs, the
background images and music, and of course, the management of schedule to execute everything
that has been stated. Much research was done, especially once the theme of the visual novel has
been set to center around social anxiety. Other than that, for certain aspects such as creative
writing involved in drafting the storyline, they required an endless brainstorming process and
efforts which consumed plenty of time.

As for some other aspects which involve the visual and audio aspects, permission was
asked before using them as part of the visual novel game materials. Hours were also spent in
finding the most suitable sounds and music to be used in the game. After all, music and sounds
not only play a significant role in creating a sense of immersion in a game, but they also help
reflect the inner feelings of a character alongside influencing the vibe to the setting of the game
(Zehnder & Lipscomb, 2012). Every method used in the project development and management
only consumed time and energy with no actual monetary cost.

3. RESULTS AND DISCUSSION
3.1. Analysis of results

The first two project objectives are achieved with the completion of the project.
Everything Will Be Alright has successfully been developed, in which the visual novel game told
the story of the main character, a university student with social anxiety. In fact, the game began
with an explanation of what social anxiety is, to put emphasis on the theme itself alongside
helping the players understand the premise better. Aside from that, there were various creative
writing and coding skills that were applied in developing the visual novel game. For instance, the
visual novel was written from a third person point of view. By specifically focusing on using
third person limited omniscience, players are able to witness the characters’ actions including
their thoughts, with it mainly being the main character’s consciousness as the story is heavily
centred only around the said character.

Aside from that, the visual novel game also portrayed the conflict of man vs self, which
was one of the types of conflict mentioned when it comes to creative writing. These two
mentioned are basically the major creative writing skills that were employed throughout the
process of writing the plot of the visual novel game. On the other hand, the coding skills that
came into play were the process of learning how to conduct the Ren’Py software engine and the
methods of typing the codes into the script. There were a lot to consider when coding, such as
labelling the characters that appear in the game, labelling the names of the images and sounds to
be used for easy access, and even positioning the character sprites. Miniscule may they seem, but
they are the ones that really took time to be adjusted before the coding process could progress
further. Not to mention, there were also the bits of coding choices, which are also known as
menus, which took some time to be figured out. Nevertheless, it was an enriching experience as
problems were encountered and were able to be solved.

Furthermore, as the final objective mentioned on giving the public an insight into the
experience of social anxiety faced among young adults, the results can be seen through the
feedback survey answered by those who have played “Everything Will Be Alright”. In one of the
questions asked regarding players’ experience on the visual novel game, they were asked
whether the storyline was able to provide them with insight on the impact of social anxiety
towards some people. As seen in the chart below, the majority of them responded with the scale
of 5, indicating their agreement towards the question. Additionally, the lowest scale given is the
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scale of 3, indicating that the player did not particularly agree or disagree with the question. It
can be seen that none of the players who responded directly disagreed; therefore, the final
objective has successfully been achieved based on the players’ feedback.

Through the storyline, were you able to gain new/deeper insight on how social anxiety may affect
some people, especially young adults?

11 responges

D{0%) 0(0%)

1 2 3 4 5

Figure 6. Statistics of feedback survey response: Through the storyline, were you able to gain
new/deeper insight on how social anxiety may affect some people, especially young adults?

3.2. Discussion

It is however important to take note of the limitations that exist in developing the project.
For instance, most creators and players of visual novel games often go for the unique, fantasy
themes rather than themes that showcase the realities that exist in life. Therefore, it was a
question whether people would be interested in a visual novel game that represents the slice of
life theme. Furthermore, writing itself is a subjective art form and the enjoyment differs from an
individual to another individual. Everyone will have different opinions whether the “Everything
Will Be Alright” was a good visual novel or not, and the only thing that could be done was to
express the storyline as best as possible while keeping to the theme. Regardless, the figures
below are the data that reflect the concerns related to the limitations stated.

Rate your enjoyment towards "Everything Will Be Alright*

11 responsen

#{81.B%)

Figure 7. Statistics of feedback survey response: Rate your enjoyment towards
“Everything Will Be Alright”

Based on the figure 7 shown above, it can be seen that while one respondent rated their
enjoyment to be on the scale of 3 and another on the scale of 4, the rest of the players rated their
enjoyment on the highest scale, indicating the visual novel game was very enjoyable. It can be
concluded that the limitations did not hinder the experience of players when playing “Everything
Will Be Alright”.
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Was the storyline good in your opinion?

11 responses

 (54.5%)

J !

Figure 8. Statistics of feedback survey response: Was the storyline good in your opinion?

Nevertheless, there will always be room for improvements to be done to further bring up
the quality of the plot of the visual novel. As seen in figure 8, while the majority of the
respondents gave a scale of 5 stating that they found the storyline very good, the number of
respondents who opted for the scale of 4 only differs by one respondent. Furthermore, one
respondent gave a scale of 3 for the quality of the storyline which proved that everyone has
different opinions when it comes to a subjective art form such as writing.

However, it is far from enough to decide the overall success of the visual novel game
based on the feedback survey statistics alone. Creative writing and writing in general are by no
means a simple task, and time enhances the quality of writing as long as it is not abandoned and
is always revised. Therefore, despite “Everything Will Be Alright” already showing promising
results based on the players’ feedback, there is always the opportunity to improve it in the future.

4. CONCLUSION

To conclude, the majority of people who gave the project a chance is decently aware of
how social anxiety affects people in general. The norm of spreading factual information of social
anxiety on various media definitely helps in getting rid of negative stigma such as it being a
condition where an individual is extremely shy. It was a rewarding experience to see that today’s
generation and society are well-aware of what social anxiety is through the results obtained from
the public release of the project. Besides, there were no problems that can be picked out of the
positive generalisations concluded. In addition, the project was also able to theoretically and
practically spark interests in reading and playing a reality-of-life-focused visual novel game
rather than the typical fictional visual novel game. This especially applies to those who are
affected by social anxiety as they shared personal comments on how the story was something
they can deeply relate to, and it was pleasant to see such a theme being portrayed in a visual
novel game. Overall, the visual novel game project “Everything Will Be Alright” is far from
perfection, but the theme definitely has high potential to stand out and appeal in the world of
visual novel games. With better time management to make up for the time constraint, the project
definitely could have been more polished and made longer. Nevertheless, there is always a future
where the visual novel game can be made even better.
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