UNIVERSITI TEKNOLOGI MARA

ELEMENTAL ESCAPE -
IMPLEMENTING GAME-BASED
LEARNING FOR LEARNING
PERIODIC TABLE WITH
LABYRINTH GENRE

NURSALINA QADESYAH BINTI SOFREE
2020828408

BACHELOR OF COMPUTER SCIENCE (HONS.)

AUGUST 2023



ACKNOWLEDGEMENT

Alhamdulillah, praises and thanks to Allah because of His Almighty and His utmost
blessings, | was able to finish this project report within the given time duration. I am
deeply grateful and extend my heartfelt appreciation to all those who have supported
and contributed to the successful completion of my Final Year Project.

First and foremost, | express my sincere gratitude to my supervisor, Fadzlin Binti
Ahmadon for her constant guidance and support throughout the entire research and
writing process. Her valuable insight and constructive feedback were instrumental in
shaping this report.

I would also like to extend my thanks to my parents for their unwavering support and
motivation during this endeavor. Their encouragement has been a constant source of
strength for me.

Furthermore, | am indebted to my CSP600 and CSP650 lecturer, Dr. Raihah binti
Aminuddin, for her continuous assistance and valuable inputs throughout the semester.
Her guidance and advice were crucial in improving the quality of this report.

Finally, 1 would like to thank my friend and classmates for sharing countless

information with me and sparing their valuable time to help me write this report even
though they are also doing their Final Year Project report and assignment.



ABSTRACT

Chemistry is a branch of science that deals with the properties, composition, structure,
and transformation of matter. Nowadays chemistry game seems to flourish with the
increase of its usage in the classroom. With the advancement of technological system,
game-based learning (GBL) creates more engagement to the topic being learned. It
makes a challenging topic such as periodic table of elements more fun to learn. As a
foundation of chemistry, periodic table is the most importance references that students
need to master. However, students always think the topic is hard to memorize, the way
of learning it is not interactive and they cannot visualize the phenomena of the periodic
table. In this project, we will be exploring the usability of game-based learning for
learning periodic table based on form four Malaysian secondary syllabus. To
exemplify this concept, a game prototype named ‘Elemental Escape’ is designed and
developed. This project adheres to the Game Development Life Cycle (GDLC) method
for game development which involves six phases: initiation, pre-production,
production, testing, beta and release. The game usability in the educational setting will
be tested and evaluated using the System Usability Scale (SUS) through a
questionnaire given to the children. The game scored 86 percent on the SUS evaluation
thus proving that the game prototype is acceptable to be used in classroom setting. In
conclusion, this endeavor underscores the potential of GBL as an effective platform
for bolstering knowledge acquisition through edutainment strategies, a departure from
traditional teaching methodologies. By catering to the digital age and leveraging
interactive elements, GBL emerges as an engaging approach to enhance learning
experiences in the realm of chemistry education.
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