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IN an aae where. children are 
xrowin.( up wiO, scrcezu,g:une• 
based learning CCBLJ is a pracd• 
cal approach to re-e~e siu~ 
dents and make Mowlf.'dgu $tiCl 
- sometime$ quhe literally. with 
m:lrbles, dice, or (;.;lfdl>oord 
cards in hand. 

Accord!~ to Unlversitl 
Ma.lay;, (UM) En.a;interi11;t 
fac.ulty AJl.,i;oc Prof Dr Mas 
~ hldoyan11 Mokhr:u, 
the best IN rning 
happens when stu~ 
t1en1.sswitch 
between interac• 
tlve SCtt-1:1\i a,,d 
hands-on, $0Cial 
gamepla)'. 

She added that one of the 
mau, benents o(GBL b mol• 
ti-$e.nimry e.ng~c:mtnl - visua~. 
audJtory. tactile. and ph)'S-ical 
tnoveinen1. 

She noted that switching 
between modei can U!ach learn• 
crs lo .td.i~c lo ditTcrtnt rorms 
of interamon. enhan~ «wU· 
livt (le:dl)ihry - i1, Olhtr words,, 
the ability to switch 1>en,-..en 
1as.ks or me.ma! tra,ne.woJk,i;. 

This :;kill, slit ~d, bt-nc­
fils all learners b)' improv• 

I~ I heir ad.:ipu1blil1y, 
promoling crc.i(i"c 

problem-solving. 
and fos11;Mng crlrl• 
cal th.in.king. 

• At flrst. co,ig. 
kal( may ,qiem an 
unlil<e.ly tool for 

STtM educouon, BOl.h, SM s:ild, 
compt~ment ea-ch 
Olhel'. 

"Dl(it;al toots .ire grc.it 
for instant feedback 
IIOd lllllOlll tllf!d $CXU'• 

but i1 hone.s matho­
matlca.l sltitls AAK:h as 

aMilion and. suber.H:ti<>n, 
Mas Sahldayana as the plat-..r suateais-

es u, e,,sure a win b)• 
colle.cting the m0$1 

seeds by the end of the game. 
mg. and they can 
accommodate many students 
si1m,1.U;n11.iol1~ly, while m)n-di~i­
ta.l ones foster human interac• 
110n and hancb-on prob• 
lcm«JJv~~ she told S1ar£du, 

In 2023. Mas SahJdayana 
$1)t:irl'lea(fed a. project iJ\\'Qlvin3 
llM. Cardiff Metropolitan 
Unh·e:tsll)' and tu-reka Robolltll 
Ctntre. Th, iniliath·ti inlro­
duced the concept of scien<'e. 
iechnolo,n•, tn,xi1leer1n.- 11nd 
mathematics <Sl'E~O through 
the traditional game of col'l,fkak. 
a, p;1.rl or .i c;ollaborntivc 
Partnership in Employability 
(Pit ) pro~an\me fl)r wol'nen. 
The projl'Cl aimed to nurture 
robotics research and promote 
stit llct, li;d1no~•. i;tl~le.ll'­
i.ng_ arts, mathematics, and 
health (STEAM·H) kno,,.,,led;ce 
cxchaJ\ltt butwetn PIE ~rtntn 
In Asean and the United 
Kb\(d<>m. 

Mas Sahidayana - who led an 
acliv1ty ses.,i;ion wl1h 211 itirl-1 
aied 10 to 12 - saicl the "STCM 
Thro~ Traditional COligkak 
G:1.f1H!'" proJeei cre,n1vely oon• 
nects STEM t!duc.ition, espedaJ. 
ly mathematics. with Mafays.la'S 
c.l.is$ic; oo,igkak g,une. 

"SO, C()nl(kak occuolly ernpha· 
sises many STEM attributes, 
sud\ as erldcal 1htnldnx and 
probkm,:;olviJ:IA $ltil.b, which 
are essential for tackli~ real• 
W(Uid problems," $/lid M~ 
Sahidayana, who showcased her 
pro~ci at the 1>u1rajaya res1h•al 
or lde.;1s in N()Vember L.,:st ~ar. 

Fun meets theory 
GBL Is also being integrated a1 

lhe tertiary lcwtl in spt.«;folised 
subjects like haematology- the 
srudy ortilOod·rtlll te!d dl,Ordf!r$. 

Unkersiti Putra Malaysia 
(UP).I) MedJcine and tteallh 
Sc;i,cuce!I ~culty MSOc Prof Or 
Lai Mei I said a tactile, 
inn'te•b(l$(!d npptooch 
worlc:s parlirul.;arty 
wel1 for the subject, 
t)'Pleally setn 3S 
hea "):. and theo­
l')"•laden. 

"As diffcrenl 
inc(j\•iduals tuwe 
dltreren1 learni:nx 
styles. using varied 
mediums to .ipprooch 

es between each blood-related 
di,ordel', as 1nany appear stml• 
lar lo one anotht>.r, 

To address this. Lal headed a 
rese-:ird\ group 0\:11 devt&oped 11 
"thre('-in•one .. educational pack• 
a,r,;e Ln 2019 -oomprlslng cwo 
garr:l'!S, Blood Gcni1lS and Blood 
Ma,tia, and a website - aimed at 
iJw;:re;i~ln:C Sludl)rll i1111:.1-es1 in 
haematology. 

Blood Genius Is a board game. 
based on th4;: 1.r;,dition;1.I $1lakt5 
and ladders forma t bu1 with 
several modine:ulons. lndudlnt 
qUC$tiOn-and-answt'r cards to 
enhance players· profidency In 
h11e1n~101og:y. Rll)()d M ru,i() i$ ll 
rapid-answer board game on 
haema1olo:zy 1ha1 can be pla)'td 
by two or morti individu.nJs or 
tearns. 

Me.onwl'lile, lhC website, 
MyHemat°'ogy, contains infor• 
matlon on haema1ologtca) d.l11or• 
d-0r:s, ,1Jong with imaX1.'!S a.J1Ct 
videos as references. It also fea­
rnrl!$ qultzt:s imd cast siud ~ 
that aUow seudents to assess 
themselves at their own pace. 

Accordi11,r,; 10 1.,ai, a sun'C)' 
conducted among students who 
tes1ed the board R3me$ showed 
that the go.mt:; .ichicvcd their 
objectl~ of lmprovl~ ~udenl!· 
proneiency in 1tie iubjec1. 

The surve)' re:1,pondents 
agreed llu11 Blood Ge11lus, In 
partic:u.lt1r • which i1COOtnm0• 
dares boch traditional and d.igi• 
1t1I leamint s1y'IE'$ - proinotes 
se.lf-leaming and pce.r lrarnir"6: 
through disCUMions. 

''Usi11,K U,1$ gmne .1s ~ b.1se 
bring,; back the familiarity of 
tun that many lose when 1hey 
become .iclu.lts. 

"While student$ play using 
ph)'$iall 00,)rds. IJ1ey tu-e 

encouraged to loo); up 
information onUne. 

c.:rt,1tifl8. a hybrid 
expenence that 
suppons bOlh 
knowled;ge rt'Call 
and modem 
re$e.1rc.h Skills. 

·•This integration 
allows 1hem 10 

btint1fit from lht 
bes.1 or boch worlds."' 

sM Sollld. 
The nim, $.he explained, is to 

,na.ke learn.In,; more enjoyable 
wh.ik tnc.:oura&m,; studt·nb lo 
reconnect wilh a traditional 
p11s1hnti 1ha1 IS no longer widely 
played among younger genera+ 
tlOM. 

;,i Subject .all()\\"$ s tudent$ 
to retain infonnadon Lai '1'he game-based 
b1mer b)' en.;a::tnit 
multiple M-ruscs, learning mod ts 
and repeated recant she said. 

Sht :td(Jed 11li,1 hl h11em.111olo­
gy, it can be diflkuh for stu• 
d€.ms 10 grasp 1he ke)' dJfferenc• 

approach introduces 
an ckmcnt of £W1 while 
learning a particular subject, 
and wh1:,i some1hh\:C ts nu,. we 
will e.njoy learning the su.bject 
more. 

"II al,i;o allows for 
fritndly 
competition. 
where \•Je can 
'show olT' to our 
friends how much 
we kn()\,·,'" 3M 
added. 

Skills beyond books 

'"They are sa:m 
~,1rnin~ abou.l th ti 
subject. but in a fun 
UJ\d enia,(tn,r,; Wll)'," 
sht!said, 

Echoing this. 
T.ilylor":s U'nktrsily 
Innovation and 

Technn-lo,cy racult)• 
Assoc Prof Dr Cameli.i 

.\1ay LI Kusumo saJd non• 
Sludtnls who 

played, •• 
haeJl'lbtOloX)• bo;!ird 

Camelia di,;(il,il gmnes supp()rl 
the development or 

.games, i;aid La', c-nio)'cd havi~ 
a break from academic-focused 
le::irnin~ tind (OUJ\ (t lheiTIStlvtS 
indirect.I)' pidtinz up 
c0Uabor111lve and soft skllls. 

~a,.,1ng a d()c.;tor l\. ncw~r a.bout 
working in silos. 

"Ir\ lhe real d inleal W()t l(I. 
doctors are alwa)'S consul~ 
with each other when it comesc 
lQ Wmpkx c;u.cs ;u1d we .aR 
just fostering th<llW social skills 
throu~h pla)<tn:t hands-on 
gatnC$, 

"GHL. like our board panes. 
IIIIOwS l11t1n to (jist;U", :-hare 
and teach each other if anyone 
Is s1uck at any of tM quesrlon.s. 

sodol and emo1lonol 
:skills thro~h tactile. focc•to­
face interaction while d.ig:ital 
ia.rn.es tend 10 entumce­
academic and cogniti\1e skills. 

She emphas.l<led that bmh 
fonns pl.iy an import.,n1 role in 
C.81... which offers emotional 
and p:hyi,ical dhMrl$1on3 crudal 
for building e-motional 
1meUigence .ind sodal sldlls -
cspcci;dly in ,Ill .ii;(\: dOmil\;,ittd 
by online 3aming. 

''These social sldll'l Include 
0011.nborotion through turn• 
taking. patience. listening, and 
n>.Sptct in.t O!hl:1'$," SM 3ald. 

Cameli.a, who developed an 
edueo1ional board ~me 

Livening up lessons 
If textbook~ were 
PassJJ:011S, then 
boa1'(). garm. .. "'S 
would be secret 
doo1ways to 
places we never 
knew \\'C could 
reach­

~trategise and 
collaborate in a 
shared space. 
n,at S<.'11.'re of 
connection, of 
slo"~-ng ck_>\vn 
and cngaguJg all 

unexpcct~I, playful, 
and sUJ1msuigly . 
1><Jwcrful. \Vhen 1t comes 
to learning tricky subjt'Cts 
like maths,_ science rn· 
histol)\ redesigned board 
games can do more than 
entertain - tht.''Y can 
transform howwe connect 
witl1 k1)(),vled1,re~ ltlu\Wne 
solvmg e<1untxH1S notlbr 
marks, hut to escape a 
trapiu a dungeon. Or 
buikling atoms and 
molecures as p.-u1 of a race 
to save a fo .. 1;ional planet. 
1besc games often im:oh'C 
c..·yc contact, co,wcrsatJon, 
negotiation - all of which 
mffke Je~Lrningfeel reaJ 

)l)Ur sen~~ IS 
something digital 

games often stn,gglc to 
n.>crcatc. ll,at sai!l, digital 
games still hm1e their 
,1:rengths. 'lnev offer 
S!X'!-'2, instant f"'-'<lback 
and flexible aa:ess, 
m~~~ng them g,-eat fi?r 
Te\%1'.Ml or testing qmck 
recall Bi.ti tl)ey often lean 
towards md1\'tdual 
perfonnant-e., quick clicks, 
and surfuc~b'cl 
interaction. While both 
digital and non-d. Ligital 
g.une:~ c;m ~1Jpt1C>rf 
lca111mg, the k~' 
diffon.'t1cc lies in de11th 

The gamification of diffi<.'Ult 
suh~ts, whether digital or non~ 
digital, is a great wa~1 to get 
students to cnga~ more 
pa.ssi<•1ately mtfi a subject, 
especiallv in the ea1iy stages of 
learnini11•esc games help lem'C 
a lx!ttcr unprcss1on of what are 
now conu1Kmly as.,11111<.,"Cl to be 
i1.l timidating subj~1s, m,ing 
suuple an$l attractive C<)llCCP.!S to 
boost ones undcrstandmg of a 
subject. Nonetheles.o;, when 
compming digit.1! ~nd non-digital 
games, the non-d1g1\;ll g;un!,'S 

Adt>11ting !:lassie boanl games 
like ,St.,..-.1bhle. HapJ)Y Fmnilie.o;, 
or Snakes and l .ad'dCrs as 
educational tools can be both 
excitin~and useful - especially 
f(H· tongh subjects like lii,1:ory, 
science or maths. I 1-cmcmbcl" 
once. pla,fing Scrabble with 
names oTlm,toric-al fii,tm-es, 

and mcmora6le. You don't 
just play alone behind a 
screenj you a11,.'Ue, 

and COtUK.-'Ction. In the 
end, learning shoukln, 
only be measmed by speed 
or scores. Itshould be 
ahout memorv, meanin,g1 

and ma)i>e a frt:tle bit or 

aloiqsidtt Taylor'5 U'niv11nity 
senior lecturer Dr Lee Sze..1::-e 
:u,d b()ard g:nme en1hus1.ist 
Cob Choon £an, has been 
usln~ GBl. IO coonecc you,,::er 
gent-r.i tions lo M;1.la)'S'.ian 
culture and archi1ecture. 

n,e toinc. Kakf Uma: 
Downe own Kl. she said. 
introduces players to 1he 
i;uJtunil significanoo or the 
fiw.foot way (kaki limo). a 
conunon but often overlooked 
ardiitcctural feature in 
Malaysian shophouses. 

Kaki U ma: Dt;JwntQwn Kl, 
draws inspiration directl>• 
trom the book Kaid Uma 
S.iw-ics: lif~ in tli~ Five-Foot 
Ways 1'11 Downtown: Kualti 
1.Umptll', I) bOOk C011UIJ\ortd 
by Camelia and Ltt, which 
presents 31 real -Life stories 
capturing Ott divers:iiy amt 
essence of daily Life in these 
CO\·tred walk\1/8~'$. 

Otsi.gned ns bolh an 
educatlono.1.ind cuhurol tool. 
lhe bo;ird l{;1.11u: a.ll()W$ f:11U.~rs 
to immerse tht>.mseh·es in the 
he.rlla;e-rkh en\l'lronmem of 
KL while dtwcloeing c:ritital 
thmldn: and social interaction 
$kill$. 

''The ~ame introduces the 
concep1 of •s1ld cy actlv1t)''. 

magic. 

which .:arc activitio that 
encourage people 10 stay and 
li t\tCr in a pu.blic$pace. 

"The game'S mechanics 
encourage ·plti)'el'li 10 walk. 
ere.ale <1nd app~ciatti lhtse 
sticky activiues on the fi ve­
roo1 woy, while aiso rewardh\% 
col1aborntion and 
IOgttherness. 

"It also lu;:lps irilJ\Xluce 
Ma.laysian intan;;ible heritQle 
10 players." she sakt, add!~ 
that it promotes inter• 
generotionaJ learning and 
exp,eritnce, thot b1..1lld (rus1 
and relatioru,;hips. 

She e1nph.llsbed that go.mes 
~t Kaki LiPI() .arc 1101 ju.sl 
about heritage for heruage·s 
S.'lk~ - rhey're 1ooJs forer111~1. 
relevant ("duc-.ition. 

"Studen111 often perceive 
leornlni hlstOt')' .tm.1 htrftage 
as boring. 

"GBl. con 001wplemen1 
formaJ curricula through 
ieaching and leamJng 
pedul{OJ(y by aUowfai ~ud:ents 
to learn amwly rather than 
passh•e.ly. 

~t.carnill,J throu.(h play 
activates multiple senses and 
provlde3 con1e:x1, w11i<:h aid~ 
in lona•tenn retention," shi> 
saJd. 

finvc more to offer. l ll ailm1t that 
digital games are more atx:essihle 
ana convenfoot, in tbe sense tbat 
it would be muCh easier for me to 
go onlinc and play a few rounds of 
~~1izi'l.z with a few cli<:ks of a 
button thm, it would be to gather 

:md although it ,wt~ quite 
tricky it tumcd out to be a 
blast. \\1c laui,"1cd a lot, and at 
the same time we had to 1-eally 
tl,ink about \\1rnt \\'C'd learnt • 
in class. Board games ofter a 
kind of hands-on learning 
that's more li\'e1y and personal. 
Tiley cncoura~ direct 
interaction anti spark 
SP.(lntaneous d~ussions, 

a fowJ>i'Ol'lc for a g\unc of 
Scral *· 11,esc digital games are 
also effec..1we "~len 1t <:omes to 
individualised lcarniJ:-g. However, 
non-<Ligital games offer a more 
rnentaily stimu_lating and 
,ntcracb,-e environment. 11lev not 
on.ly minimise online clistn1cfions, 
but also cncourai.,c playc,-s to 
t..·ommunicate ancl h,.unstonn 
dfrootly with teammates, all while 
tl1inking on their feet. 

which c;m make lessons stick 
better. On the other hand, 
o,llinc games like Quiziz:? 01· 
Ka.hoof are swxr ('\>1wcrucnt 
You c.mjoin in from 

Theinushree Thirugana ~n. 17 

any~vhcrc, ,vhich makes tbem 
1>cd cct fqr gr0UP. study ,,~1en 
eve,ryones ma different nlace. 
Pin~ the visuals and insf:mt 
feedback kcci> thil)gS fast and 
cll'namie. Both styles offer 
tfiffe1-ent advantaJ{eS. Mixing 
them up cou.kl make learning 
feel less like a task and more 
like an ach-cutur('. 
Fiona Flonlka JoSM\'ll\ 22 

Sticky offline gains 
THE k1.')' lO learning is th.al 
one should still be able to 
f\rncllon e,·1m wllhOUI leth· 
no lo&)) says UniVt'rsiti Putr.1 
MaJa)'Sla (UPM) MedJclne 
;and Hea.llJ1 $ci4;:11<;t!I F'fcult)· 
Assoc Pro( Or Lai Mei I. 

Noth\( that critical think• 
ing is cuhh·altd l.hrou.:th 
problem-sohnng. she said 
dirt-e1 /ICC(>$$ 10 IJnJ'tltdiare 
answers ofien hampers lhi:s 
developmen1. 

"Allowing (l('l.iyed ~tif► 
cation in tenns of getting 
anS\l/el"$ rorces ,rude,us 10 
actiVf:ly learn a particular 
1opk . 

uWith 1J1e e.ise or Chu1CPT 
these days, many .students 
may Jus1 search ror an.,wers 
online withoul thinki.rl.;t," site 
said. 

Sht>ab-Oslrt:l,Si;d lhal relll· 
tional and communication 

skills c;i.11 Only be devtloe4--d 
throu.lh re-al-life inte.racuon. 

..The abUJry 10 not1ce sub• 
tkl c.:uE"S and bod)· l.mguage -
particularly crucial for 
ru1u.re hc.;1lthca.re profession, 
als - cannot be learnt 
th~screens.. 

'"Thus, non•d.igilal lt;,i_rni~ 
methods. whether through 
educ:i1loMI ~mes or physl• 
cal dwroom activities, stW 
play a vllal role In shapln~ 
compc1ent, cm.p;iU,eiit. medi• 
cal practitioners," she said. 

A believer 111 , he eftlc11cy 
of play. she said it builds 
relationships. nurtures prob• 
lem·$01vin,; ubililie$, .i111d 
enhances criucal thinking. 

"'In thl11 era. evel')'one IS 
proir;rammC'd to be busy, but 
we forget the \'alue of pill)'.~ 
$hf' noted. 

She also expn>ssed con• 

01:rn th;,t l11t decline in plny• 
based learning mighl be 
linked 10 broadet societal 
iSSUE"SSUCh a.s lonclinC'$$ and 
reduced creativity. 

She ll(l.:Jed lhot 11)1•$11)• 
dents in low-resource set• 
dn~s. noo-dtxt1al ;rames pro­
vide more opportunitic-s for 
smdenl$ to memorise key 
1nrorrn.:i11on beut-r. 

-11 fosters lo~•tenn reten­
tion and commun.lcation. 

"Studenl.3 will be mort 
confident of their answers 
becaull,e th€)' 1rtu31 retnerft­
~r them .and not ha~ to 
puU out their phones eve.I)· 
lime they ate usked a ques,. 
tion.~ .she- said 

"'l.earnln,; doe!I not stop 
ju:st bcc.iU,SC we .ire ruscon• 
nected from the OUISlde 
WOl'ld ," $hi' C::Ol'ldudl'd. - Ry 
JAAVNE)EEVlTA 


