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ABSTRACT: 

 

There is a need for more initiatives and approaches to make education a more fun process 

without making people think that learning is a nuisance. A card game aimed to teach English 

language while preserving its original function and accompanied by endearing illustrations was 

created to revitalize and reintroduce education in a much livelier approach for individuals of all 

ages. The chosen medium for the card game also addresses the need for a shift appropriate for 

this generation's educational level, where learning should be viewed as a pleasurable experience. 

The use of graphics and entertaining questions containing knowledge allows the card game to be 

employed as a kind of edutainment in which the player's visual sense and thinking skills are 

actively engaged throughout the gaming experience. The primary aim of this pocket game is to 

demonstrate the ability to learn while also being entertained. The card game intends to present a 

new notion of edutainment that can assist individuals in exploring English in a more enjoyable 

manner. The end outcome of this project is a comprehensive 100-piece card game consisting of 

interesting quizzes on English grammar, spelling, and vocabulary, as well as tongue twisters with 

accompanying visuals that complement the questions or challenges offered on the cards. 

 

Keywords: card game, edutainment, English, learning 

 

1. INTRODUCTION 

 

What’s Your Philosophy is a card game created to teach English language in a much more 

entertaining way by implementing a gaming session while answering English quizzes on the card 

alongside its illustrations that relate to people of all ages. This card game project was created to 

help people get familiarised with English grammar, spelling, and vocabulary. It helps to visualize 

a journey for players to venture through questions that help stimulate their cognitive skills and 

competitiveness in a healthy way. Numerous experts (Chan & Lin, 2000) have stated that games 

are beneficial for young people who are learning English since they can increase their sense of 

enthusiasm and self-confidence. This card game was made and marketed towards teenagers and 

adults from the age range of 12-30 years old. This specific target group was chosen for two 

reasons which are their ability to understand the basic level of English language and their degree 

of cognitive adroitness as some of the questions or challenges included in the card game may 

seem onerous to younger audiences.  

 

1.1 Project Objective  

 

Edutainment is a derived term that refers to a combination of entertainment and 

education, and or marrying of education and entertainment (Colace, et. al., 2006). Many 

mailto:arisyabhri@gmail.com
mailto:2fazlinda_hamzah@uitm.edu.my
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researchers contributed to the many definitions of edutainment. Analyzing these concepts might 

help individuals realize why it is necessary for them to have fun while studying. According to 

Shulman and Bowen (2000), edutainment is described as encouraging enjoyable learning 

through involvement and communication, exploring by establishing learning awareness, and trial 

and error. Druin and Solomon (1996) defined edutainment as a place containing a variety of 

elements (such as music, animation, video, writing, and image) where students may both have 

fun while also learning. Games can be used to teach a range of abilities as part of the language-

learning process. However, not everyone supports the use of games as a learning tool. If the goal 

is to develop learning things for a future generation and to keep the learning going, teaching 

methods should be organized around their requirements and desires. The primary goal of this 

project is to capture the attention of consumers and direct their attention to activities and 

educational materials while learning without the obligation of active learning in a classroom. To 

revive and reintroduce education in a livelier method for people of all ages, a card game focused 

on teaching the English language while keeping its original function and accompanied by 

adorable drawings was created. Gaudart (1999), stated that about 10% of student teachers are 

proficient in English, while the remaining 15% are comfortable in English but still make 

mistakes in grammar and pronunciation. Another 50% can speak in English but struggle to 

explain themselves when addressing complicated ideas. The other students have difficulty 

speaking in English, and it might be difficult to comprehend what they are trying to say at times. 

Apart from the top 10%, most other students continue to attend proficiency classes.  

This shows that despite people being exposed to the English language and receiving 

education about the language often, the majority of them still have trouble mastering the 

language which is the reason why this card game was created. What's Your Philosophy is a card 

game designed to educate the English language in a more improved manner by incorporating a 

gaming session while solving English questions on the card accompanied with visuals that are 

fitting to people of all ages. This pocket game's key objective is to prove the ability to still be 

entertained while learning. The card game's goal is to introduce a fresh concept of edutainment 

that may help people explore English in a more entertaining way. It is an opportunity to let the 

players travel through questions that excite their cognitive skills and competitiveness in a healthy 

way.  

 

1.2 Entrepreneurial Opportunities 

 

Selling the physical form of the card games, which comprises 100 pieces including 

English quizzes, represents a huge entrepreneurial opportunity for this product. This product will 

be offered to people aged 12 to 30, the majority of whom are English literate and thus able to 

engage in the game. The concept of the game, the attractive pastel colors on the cards, and the 

accompanying artwork that fit nicely with each of the questions would be the selling points of 

the card game. The product price would be RM29.99, which would be appropriate given the 

game's educational level, the number of cards and questions, and all of the added features. This 

price range is set in consideration to make the game affordable for everyone despite those 

coming from different financial backgrounds all while making sure gaining profit from the 

product is still possible. 

A website will be created for the advertisement purposes of this product where all the 

information needed for the card game will be available. The information also includes how to 

play the game and the rules of the game in case players need more information to refer to. The 

website will be the only means to purchase the product as they can make their payment on the 

website. This is so to make sure of customer data safety and the guarantee of authenticity.  Not 

just that, an Instagram account will be created to further advertise the product in order to reach a 

bigger audience. Sneak peek of the game will be posted on the account to promote the product as 
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well as feedback from previous customers. Short video clips and photos of people playing the 

game will also be posted on the account. A link will be provided on the Instagram bio to redirect 

people to the main website. This is to help make the purchasing process easier. 

 

2. METHODOLOGY 

 

Generally, this project adopted 4 phases which are studying and preparing, writing, 

designing, and testing. A Gantt Chart was prepared to help visualize the progress flow of the 

project. Refer to appendix 1.  

 

2.1 Studying and preparing 

 

The first way that sets the process-making procedure in motion is studying and preparing 

for the project, where the problem is a need for new initiatives and approaches to make education 

a more enjoyable process leading people to believe that learning is drudgery. The solution to the 

first problem is to develop a card game that introduces English knowledge in order to rejuvenate 

and reintroduce education in a much more engaging manner for people of all ages. Pop-up 

books, internet games, and card games were chosen as edutainment options. Following more 

study, the ultimate product choice is to develop a card game that is easily accessible and friendly 

to a wide range of people. 

 

2.2 Writing  

 

The following method is writing. A long list of questions was prepared to make the 100-

piece-card game possible. The questions were adapted from grammar, vocabulary, and spelling 

aspects thus the preparation had to be done meticulously to avoid mistakes or errors in the card 

game or the knowledge it contains. Not only that, the question had to be carefully planned based 

on their categories to make sure the game flows smoothly. The list of questions is then organized 

into five different categories to fit the flow of the game better. Some questions are made to be 

like answering quizzes while others are funny challenges that allow the players to gain benefits 

or receive forfeits and lose their benefits. The game was created with the intention of making 

people feel competitive and become more eager when they play at the same time helping them 

learn English faster. 
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Figure 1: Lists of Questions 

 

2.3 Designing 

 

After the planning and writing, it was then time to start designing the cards. It took a few 

tries to come up with the best design as a lot of thought had to be put into each step. The process 

of picking the most compatible medium to start designing, picking a color template, and creating 

a perfect illustration for each one of the cards was done in a meticulous manner. Thus the initial 

design is completely different compared to the final product. 
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Figure 2: Design samples 

 

2.4 Testing 

 

The process of assessing a game for flaws or blunders is known as game testing. It is 

critical to test the game before it is released to the public so that any flaws may be identified and 

rectified as promptly as possible. It should not be regarded carelessly or as a matter of preference 

or convenience. The main goal of game testing is to guarantee that the final product satisfies the 

expectations of both players and creators. A test was conducted with four players to ensure the 

best gameplay experience. The testing allows the game to grow as it helps make sure the game 

plays out smoothly without any hitch. 

 

3. RESULT AND DISCUSSION 

 

The final product of this project is a complete 100 pieces card game consisting of fun 

quizzes on English grammar, spelling, and vocabulary, as well as tongue twisters with 

accompanying illustrations that complement the questions or challenges given on each of the 

cards. This card game project was intended to assist individuals to get more familiar with 

English grammar, spelling, and vocabulary. An online survey was conducted to gain feedback 

from customers and previous players to ensure the goal of the game is met. The short survey is 

done through Google Forms to make the process easier for both the creator and customers. There 

were 21 respondents to the survey. 

 

 

 

 

 

 

 

 

  

 

 

 

Figure 3: Responses to Survey Question 1 
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The first question consists of 2 different answers which are ‘it’s fun, and it serves its purpose 

well’ as well as ‘there could be an improvement to it’. 81% of the respondents opted for the 

former answer while the remaining 19% answered the latter. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 4: Responses to Survey Question 2 

 

For this question, 85.7% of the respondents, 18 individuals out of 21, considered the card game 

as an effective form of edutainment. The minority answer had 14.3% which is 3 individuals out 

of 21. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 5: Responses to Survey Question 3 

 

When asked if there should be other approaches to studying methods, 66.7% of the total 

respondents agreed. The remaining 33.3% which is a total of 7 individuals answered ‘maybe’. 

This might be because they are unsure about the topic or because they do not have any opinion 

regarding it. 

 

4. CONCLUSION 

 

To recapitulate, What's Your Philosophy is a card game designed to teach the English 

language in a more enjoyable manner by including a gaming session while completing English 

questions on the card alongside its pictures that appeal to people of all ages. This card game 

project was designed to assist individuals to learn English grammar, spelling, and vocabulary. 
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This project is an opportunity for the creator to improve language and writing skills based on the 

knowledge learned in the English Professional in Communication diploma course. It also allows 

the game's author to be more creative and expressive. The writer is prepared to demonstrate 

experience in developing the project given and, as a result, is able to gain acknowledgment from 

desirable parties regarding the product's release. 
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