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complement exch
other.

“Nigital tools ape great
for instant feedback
and automated scor-
ing. and they can
acconmodate many students
simultanenushy, while non-digi-
tal ones foster human interac-
thom and hands-on prob-
lem-solving,” she told SterEdu,

In 2023, Mas Sahidayana
sperarheaded a project Involving
Un, Cardiff Metropolitan
University and Eureka Robotics
Centre, The initiative intro-
duced the concept of science,
technolegy, engineering and
mathematics (STEM) through
the rraditional game of cangiak,
as part of a collabarative
Partnership in Employability
[PIE] programime [or warnern.
The praject aimed to nurture
robotics research and promote
seignoe, echnolegy, engineer-
ing. arts, mathematics, and
health [STEAM-H) knowledge
exchange between PIE partners
In Asean and the United
[{Iu.q’:.‘l.w'll.

Mas Sahidayana - who led an
activity session with 28 girls
aFed 100 12 - =5id the “STEM
Through Traditional Conghak
(ame” project creatively oon-
nects STEM education, especial-
ly mathematics, with Malaysias
classic conglonk game,

The aim, she explained, is o
make learning more anjovahle
while encouraging students to
reconnect with a traditional
pastime that is no lnnger widely
played among younger geneea-
Lhoms.

Mas Sahidayana

but it hones mathe-
matleal skills such as
addition and subtreciion,
as the player strategis-
B [0 ensure a win by
coflecting the maost
seeds by the end of the game.
“5n, congkak actually empha-
sizes many STEM attributes,
such as eritical thinking and
problem-salving skills, which
are essential [or tackling reel-
wiarld Fl‘l!ll!ll.q';ﬁx." sald Mas
Sahidayana, who showcased her
project at the Putrajays Nestival
of Ideas in November kst year,

Fun meets theory

GAL ts also being imtegrared ar
the tertiacy level in specialised
sulrjects like haematology — the
srudy of Mood-related disarders.

Universiti Putra Malaysia
(U Medicine and Health
Sciences Faculty Assoc Prol Dr
Lai Mei | said a tactile,
game-based approach
works particularty
well for the subject.
typheally seen as
heavy and then-
ry-laden.

“As different
individuals have
different learning
styles, using varied
mniediums o approach
o subject allows sludents
to retain information
herer by engaging
multiple senses, learning modes
and repeated recall,” she said.

She added that in hasmalals-
5},‘. it can be difficult for stu-

ents o grasp the key differenc-

MyHematology, contains imfor-

mation on haematolagical disor-

ders, alang with images and
videos as references, It also fea-
tures quizdes and case studies
that allow students in assess
themselves at their owm pace.

According 1o Lai, o survey
conducted amoeng students who
tested the board games showed
that the games achieved their
abjective of improving students’
proficiency In the subjéct.

The survey respondents
agreed that Blood Gendus, in
particular = which acoomma
dates both traditional and digil-
tal learning styles — promates
self-learming and prer learning
through discussions.

“Using this game as a base
brings back the familiarity of
fun that many lose when they
became adults

“While students play using
Ph'r':.irul bBoards, they are
encouraged to look up
Information online,
creating a hybrid
experience that

suppeorts both
knowledge recall
and modern
research skills,
“This integration
allows tyem 1o
benefit from the
best of both workds,”
vt sid,
“The gamne-hased
approach introduces
an element af fun while
learning & particular subject,
amill when smmething & fun, we
will enjoy learning the subject
mare,

“It also allows for
[riendly
competitnn,
where we can
‘show off”* to our
friends how much
e knoa " she

added,
Skills beyond books

Students wha
played the
haemarobogy board
Rames, said Lai, enjoyed having
a break from academ le-focused
learning and faund themselves
indirectly picking up
collahorative and soft skills,

“Reing a doctor is never abaut
warking in silos.

“In the real clindcal warld,
doctors are always consulting
with each other when {1 comes
Lo comnplex cases and we are
just fostering those social skills
through playing hands-on
games

“GRL, like our board games,
allows thern to diRepss, share
and teach each other if anyone
15 sruck ar any of the questions.

“Thizy are sl
learning ahout the
subject. but in a fun
and engaging way.”
she said.

Echolng this,
Taylor’s University
Innovation and
Technlogy Faculry
Assoc Prof Dr Camelia
May LI Kusumo sald non-

digital games support

the development of

sockol and emotional
skills through tactile, Taoe-e
face interaction while digital
aames 1end o enhance
academic and cognitive skills,

5he emphasised that both
farms ];ll.'l:,.' an i1l.'|pur|li|1'|.l mle in
GEL, which offers emotional
and physical dimensions crueial
for building emational
intellizence and social skills -
especially in an age dominated
by online zaming.

“These sacial skills include
collabaration through turn-
taking, patience, listening, and
rl‘xr.ll‘t'fill..“{ overs,” slve 2aid,

Camelia, who developed an
educational board Fame

wlongside Taylor's University
senior lecturer Dr Les S2e-Ee
and haard game enthisiase
Goh Choon Ean, has been
using GHL 10 connect younges
generations to Malaysian
culiure and architecture.

The game, Kaki Lima:
Downtown KL, she said,
Introduces players o the
cultural significance of the
five-Foot wey (ki lima), a
commpn but often overineked
architectural feature in
Malaysian shophouses.

Kaki Lirmg: Downtown KL
draws inspiration directly
from the book Kaki Lima
Stories: Life in the Five-Foot
Ways in Dowrtown Kuala
Lumipuir, 3 book eo-authiored
by Camelio and Lee, which
presents 31 real-life stories
rnprur.in;]; e -riitrrr:siw and
essence of daily Lfe in these
covered walkwayi

Designed as both an
educgtional and culraral toal,
the board game allows players
to imamerse themseives in the
herltage-rich environment of
EL while developing critical
thinking and social interaction
skills.

“The zame introduces the
concept of ‘sticky activiny”,

which are activities that
encourage people to stay and
linger kn a puhllt EPiE,

“The game's mechanics
encourage players to walk,
crieate and 2 '-\EIPJTFI ale these
sticky activities on the five-
foot way, while also rewarding
collaborstion and
togetherness,

“It also helps introduce
Maleysian intangible heritage
o players,” she sakd, adding
that it promates inter-
zenerational learning and
I"..'(’_Ilt‘.li.i‘!“l.:l.‘ﬂ- Thist Basild trust
and relationships

She emphasksed that games
like Kkt Lima are nil jus
about heritage for heritage's
sake - they're tonls for criveal,
relevant education

“Students often perceive
learning history and heritage
a5 boring,.

“GRL canm eomplement
formal curricula through
teaching and learning
pedagogy by allowing students
to bearn actrvely rather than
pasaively

“Learning through play
activates multiple senses and
provides context, which aids
in lang-terin retention,” she
said
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Sticky offline gains

THE key to leaining is that
one should still be able to
function even wiihout tech-
nalngy, savs Universiti Putra
Malaysia (UPM) Medicine
and Health Sciences Faculty
Assoc Prof Dr Lai Mei L
Noting that critical think-
ing is cullivined through
probiem-snlving, she said
direct access 1o immediane:

particularly cruc

through screens.

skilks can only be developed

through real-life interaction.
“The abllity to notice sul-

tle cues and body language -

future henlihcare prudr.:uil:m-
als - cannot be learnt

“Thus, non-digital learning
methods, whether through
educational games or physi:

cern that the decline in play-
based learning might be
linked to broader socketal
issues such as loneliness and
ial for reduced creativity.

Shie added that oo sia-
dents in low-resource set-
tings, non-digital games pro-
vide more opportunities for
students to memaorise key
Informarinn better.

answers often hampers this cal classroom activities, still “[t fasters long-term reten-
developrent. play a vital role in shaping tian and communication.
“Aliowing delaved gratili-  competent, empathetic medi- “Students will be more
catien in tenms of getting cal practitioners,” she said. confident of their answers
answers forces students ta A believer in the efflcoey Because they st FEme-

actively learn a particular

of E'lljr, sha said it builds

betr them ond not have (o

Tophe. fps, nurtures pull out their phones every
“With the ease of ChatGPT  lern-sulving abilities, and time they are asked a ques-

these days, many students enhances critical thinking. tion,” she said.

may just search for answers “In this eea, everyome & “Learning does not stop

anlime withaut thinking,” she p med 80 be busy, but  just becatise we are discan-

said. the value of play,”  nected from the outside
She abso stressed that rels- she npled. winrld,” she cancluded. - By
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