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1. Introduction 

In this era of globalization, Malaysia will become a developed nation by the year 2020 and to achieve that goal, 

Malaysians need to be the creators of the community rather than the consumers. "The Ministry of Education gives 

freedom to all teachers to create their own way to attract students as long as they are in line with the school's co-

curriculum" (Utusan Malaysia Online, 2016). The country's education system has changed and experienced many reforms 

in the 21st century. The main goal of this change is to make Malaysia a center of academic excellence in the Asian region 

as well as internationally in the 21st century. The widespread development and advancement of technology has affected 

reforms in the country's education system. Technology-based learning also increasingly being implement in the teaching 

and learning process in higher education institutions. This is in line with the contents of the Education Development 

Master Plan (PIPP), 2010 in which the Ministry of National Education emphasizes the development of a creative and 

innovative educational system to meet the needs of the country in the 21st century.

As mentioned by Han et al. (2012), students are also always lazy to participate in sharing their thoughts during a 

learning discussion. This is due to the weakness in terms of planning, construction and use of Teaching Aids (ABBM) 

which is not interesting. Especially during the teaching and learning process the lecturers do not use teaching aids that 

can attract students to engage in activities carried out in lecture teaching at tertiary institutions (Khalil & Elkhider, 2016). 

Abstract: Most students do not focus on their learning session in the classroom. The objective of this study is to 

identify the level of student satisfaction and their academic achievement in learning institutions. Treasure of Famous 

Food (ToFF) is one of the mediums that can be used as a tool to help trainers teach students in the classroom more 

interestingly. ToFF is a combination of game card and game board that introduces local food throughout Malaysia. 

This game is devoted to special Skills students (KHK) in Malaysian Polytechnics who are keen to learn to recognize 

food diversity in Malaysia. The respondents are 30 students of hearing impaired in 3 semester who’s taking the 

Certificated in Hotel and Catering (KHK) at Polytechnic Tuanku Syed Sirajuddin. The study was conducted using 

quantitative methods and the study was evaluated using the questionnaire technique. From the total of respondents, 

the percentage of female student was 73.3% meanwhile 26.7% were male student. Based on results, it shows that 

this game board can improve student performance in communicate, gain knowledge and also attract student to learn 

their courses in a fun way. From the result, it also has been proven that this game board has achieve the objective to 

develop a product ToFF innovation based on game board. From the research and questionnaire made, this shows 

ToFF get a good respond from target student. The conclusion shows that this product able to be innovated to help 

student with hearing impaired and normal student to variable method of learning during Teaching and Learning 

process. Product that has been innovated get a positive response from the target market and another consumer. 

Therefore, some suggestions for improvements are proposed in this paper to improve the level of student satisfaction 

and academic achievement in polytechnic. 
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Therefore, innovation is needed not only in the field of technology, but in all fields including education, especially 

knowledge and application in teaching to implement innovative learning formats (Ujang, 2022). According to the 

interpretation of Molchanov, innovation is the result of scientific work aimed at improving activities and intended for the 

implementation of social production. Nowadays, game known as a form of competitive activity or sport played according 

to rules. Meanwhile the definition of board given by Google is known as a long, thin, flat piece of wood or other hard 

material, used for various purposes, in particular. The oldest board game was created in 3500 before century (BC) derived 

from Egypt. There are many early board games that are existed such as from, Iran called Jiroft civilization game board. 

Game board is a table top game that involves counters or pieces moved or placed on a pre-marked surface or ‘board’.  

Nowadays game is method to attract students in learning process. Supported by Taspinar et al. (2016); Chin & Zakaria 

(2015); Virvou et al. (2005), said “among the positives outcomes that determined by researchers are the potential of the 

learning games method to motivate students” and “to build up an exciting learning environment and also entertaining” 

(Taspinar et al. 2016; Purnamasari & Advensia, 2014; Rastegarpour & Marashi, 2012). Treasure of Famous Food (ToFF). 

The concept and idea of this game is based on a game card from a childhood game, Happy Family and Old Maid. Happy 

Family is a traditional British game card e usually with a specialty made set of picture cards, featuring illustrations of 

fictional families of four, most often based on occupation types. The object of the game is to collect complete families, 

and the game is similar to Go Fish (Simon et al., 2019). 

As the conclusion gaming learning technique needed to be apply in today learning process to make students feel 

entertain while studying in class. Studies also shows that students more likely to gain knowledge and memorised 

information easier in classes if the information were given in diagram or games method. Students will easily get bored 

and loss focus during lecturers which only depends on writing. By using game board method, children at the age of 4 

years old also capable to play and learn something by participating themselves in playing games during their early 

learning process. Next, by applying gaming learning method we can uncover hidden talent in student inner self such as 

help to expand their creativity. According to Liona et al. (2016), the use of media as a tool not only can attract students 

to follow the process of teaching and learning better but also to help improve student understanding and facilitate 

educators to communicate knowledge. Teaching by using gaming board manage to create two-way communication 

between lecturers and students. In another word, game board helps to produce active response from students instead of 

passive response only. 

 

1.1 Objectives 

The objectives of the study consist of: 

a. To identify the level of student achievement in classroom using game board. 

b. To examine the level of student satisfaction on use game board as their learning aid. 

2. Literature Review 

A board game is a tabletop game that involves counters or pieces moved or placed on a pre-marked surface or "board", 

according to a set of rules. Some games are based on pure strategy, but many contain an element of chance; and some 

are purely chance, with no element of skill. Learning to use media in the form of games will be more fun and meaningful 

for students. According to Piaget (Beetlestone, 2013) it is argued that learning should be meaningful and oriented to the 

needs and development of children. Also mentioned by Mira (2022) the type of games that kids love most are board 

games. This type of board game allows for media to increase student motivation including snake board games, lgico 

board games, and monopoly board. Board games are an important tool to provide hands-on and heads-on skill and 

knowledge development for people of all ages on all subjects. Not only do well-designed games create an engaging 

atmosphere, they also provide a nonthreatening, playful, yet competitive environment in which to focus on content and 

reinforce and apply learning (Treher, 2011). Mistakes are useful and point out what we need to learn. The board itself 

provides a visual metaphor to help connect information. Game elements, discussions, and problem solving with fellow 

team members about the content are vehicles for learning. Subtle redundancy to reinforce learning and insure retention 

should be incorporated into the game design. Good questions, problems to solve, and situations to consider allow players 

to think through and apply what they learn. It is deliberate intervention that involves the planning and implementation of 

instructional activities and teaching experience to meet intended leaner outcomes according to teaching plan it can be 

defined as the relatively permanent change in an individual behaviour (knowledge skill and learning attitude). The use of 

the card game to promote game-based learning also enhanced learning motivation and learning effectiveness (Yien, 

2011). Game board can the diversity among students where they can practice teamwork regardless the race, age or even 

the gender. Other than that, game board can be encouraging student to be more progressive and build two-way 

communications. According to the national curriculum games can be a good teaching method and games, such as role-

playing games, imitation games, theatrical expression and problem-solving activities are especially fitting for all stages 

of language learning (Johnson, 2017). Therefore, using game board as a teaching tool, student can experience mixture of 

feelings compared to the plain boring teaching sessions in classroom. Those emotions can create a positive feedback 

among students. 
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According to Baba et al. (2018), the history, system and philosophy of Education in Malaysia have highlighted the 

main problems of education in special education for the visually impaired, hearing and speech impaired who emphasize 

language and communication problems. Communication problems faced by students with hearing loss are more 

complicated because they are unable to hear what the teachers want in communicating information and relying heavily 

on sign language. For people with hearing loss, sign language is one of the most effective means of communication used 

by the hearing-impaired community. Signal languages can be used by communities with speech problems, communities 

that cannot learn language through speech, and communities that cannot hear (Wilbur, 2013). As argued by Baba et al. 

(2018), photography is one of the most important elements of communication that has been used in many fields. Many 

prefer to use words that say 'a picture is worth a thousand words' or, rather, simply mean that, photography has been able 

to represent many words simply by looking at a single picture. This enhances the level of confidence of hearing-impaired 

students in communication without feeling isolated as they can speak through the photographic images used in everyday 

life and can improve the quality of learning and teaching for students with hearing loss. 

Nowadays by using game board as teaching method in the classroom, it will improve student understanding on their 

subjects. There are several ways that are university can do such as combining education and technology that generates 

talent resources (Ma et al., 2015). Despite that, Game board can be participating by various level of knowledge from 

some classes. This will create more competitive environment among players. According to Piaget, children learn many 

of society is rules and regulation. Result of the game board, can be obtained and study from the student’s achievement 

and satisfaction. The entire players have their own character on the game board and own role in order to achieve the team 

goal to find u winner. One of these ways is the personal way, where the goal is to see it possible to approach a specific 

topic by using, for example role play or other interaction (Gardner, 2006). 

 

3. Methodology 

This study utilized a quantitative approach with a survey method in order to collect data. The respondents of this study 

consists of KHK students taking the Certificated in Hotel and Catering at Polytechnic Tuanku Syed Sirajuddin. There are 

three (3) semesters for their KHK program and their students have 29 students. (Source: Reten Januari 2016, Jabatan 

Pengajian Politeknik (2016), Department of Polytechnic Studies (2016). Sampling is the extraction of a fraction of a 

population or whole constituent to represent that population or constituent (Kerlinger, 1973). Researchers use random 

sampling or Sample Random Sampling to obtain sample studies from a population. Based on Krejcie & Morgan's (1970) 

sample size tables, a sample size of 29 is needed for a population of 30 as shown in the table below. The instrument used 

in the oral transform leadership questionnaire was adapted from Bass & Avolio (2004) Multifactor Leadership 

Questionnaire (MLQ). The Commitment Questionnaire used 24 items developed by Meyer and Allen (1990).  

Table 1. Population and Sample of Three (3) Semesters in Polytechnic Tuanku Syed Sirajuddin 

Semester Population Sample 

KHK 1 12 10 

KHK 2 7 10 

KHK 3 11 10 

Total 30 30 

A set of questionnaires were used with 5 –points Likert scale to measure all variables. A five-point Likert scale was 

employed ranging from ‘1-Strongly disagree’ to ‘5-Strongly agree’ to measure all variables and SPSS was utilized to 

analyze the data.  Instrument for this study was adapted from various authors for item satisfaction and student 

achievement in classroom.  As refer to Pallant & Tennant (2007), reliability of the instruments was acceptable because 

the analysis of Cronbach Alpha has shown good values. 

 

4. Finding and Analysis 

29 questionnaires were distributed. From 30 respondents, students were female 22 (73.3%) and 8 were male student 

(26.7%). 

Table 2. Respondent’s Profile by Gender (N= 30) 

Gender Frequency Percent (%) 

Male 8 26.7 

Female 22 73.3 

Total 30 100.0 

 
 

Table 3. Student Satisfaction on Using Game Board 

Item Mean Std. Deviation Description 
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This product is exactly what I need. 4.1429 .69501 High 

I am satisfied with my decision to use this product. 4.2429 .63327 High 

I have truly enjoyed this product. 4.3143 .68997 High 

I am pretty satisfied with the product I have chosen. 4.3429 .59701 High 

I enjoy using technology 4.4214 .64672 High 

Students should know how to use technology in class. 4.4357 .56531 High 

I enjoy learning by playing game board 4.4214 .63550 High 

I prefer to learn by doing something in class. 4.3286 .62838 High 

If I could do it over again, I would play different questions. 4.3071 .58637 High 

Playing this product has been a good experience. 4.3571 .62411 High 

 

The mean score for the first item “This product is exactly what I need” mean score is 4.1429 which is categorised 

as high meanwhile the next item mean score is 4.2429 also in the high level.  All item above are descripted as high. The 

third item “I have truly enjoyed this product” mean score is 4.3143 and the fourth item mean score is 4.3429. The fifth 

item “I enjoy using technology.” the mean score is 4.4214 and the sixth item is 4. 4357.The seventh item “I enjoy learning 

by playing game board” mean score is 4.4214 and the third last item “I prefer to learn by doing something in class.” 

resulted a mean score total 4.3286. The second last and last item mean scores are each 4.3071 and 4.3571. 

Table 4. Student achievement in classroom 

Item Mean Std. Deviation Description 

I make myself prepare for Eastern and Western subject module 4.0714 .70602 High 

I want to get good grades on tests, quizzes and assignments 4.4857 .61732 High 

I study the lesson I missed if I was absent from the class. 4.3000 .61982 High 

I study harder to improve my performance when I get low grades. 4.4214 .56349 High 

I learn more if I study in group 4.3929 .64257 High 

When I do things in class, I learn better. 4.2643 .64161 High 

I remember things I have heard in class better than I read. 4.1786 .69186 High 

When I read the instructions, I remember them better 4.2357 .67441 High 

When I play something, what I have learned better 4.2857 .66013 High 

I learn best in class when I can participate in related activities. 4.2786 .64672 High 

 

The mean score for the first item “I make myself prepare for Eastern and Western subjects module” is 4.0714 which 

is categorised as high meanwhile the next item mean score is 4.4857 also in the high level.  All the item above is descripted 

as high. The third item “I study the lesson I missed if I was absent from the class” mean score is 4.3000 and the fourth 

item mean score is 4.4214 while the next item mean score is 4.3929. The fifth item “I learn more if I study in group” the 

mean score is 4.3929 and the sixth item is 4. 2643.The seventh item “I remember things I have heard in class better than 

I read” mean score is 4.1786 and the third last item “When I read the instructions, I remember them better” resulted a 

mean score total 4. 2357. The second last and last item mean scores are each 4.2857 and 4.2786. 

 

5. Results and Discussion 

From the data analysis, result on objective to identify the level of student achievement in classroom. Through, Rondon 

et al. (2013) find out that gaming learning method can fasten the learning process and create a positive interaction 

environment among students, it is proven that game board can improve students’ achievement in classroom as it will 

make the learning process become more exciting. 

Game boards can help students to learn more effectively because students are able to enjoy themselves during 

playing board games during learning process (Nakao, 2019). Moreover, this game board can be participated and being 

involved by many players at once while studying with classmates. In addition, the game board can create a new 

atmosphere in the classroom to be more cheerful and entertaining. Next, students can study in groups with classmates. 

Students will be not easily bored by just listening to lecturers only, but with game board lecturers can create two-way 

communication between students and lecturers. Thereby encouraging students to cultivate a healthy competitive spirit in 

the classroom, through group discussions. In addition, in this way polytechnics can improve students who are 

knowledgeable and think outside the box. In addition, lecturers play an important role in the development of potential 

students in the classroom and can sharpen the minds of students so that not only depend on the notes alone. With this 

game board it can be a platform for students to brainstorm and exchange ideas without limitation. Finally, this board 

game can attract students to review their lessons either directly or indirectly. 

 

6. Conclusion 

This innovative teaching aid product has a positive impact on students to increase the level of student’s achievement in 

the classroom. This game board then encourages hearing impaired students to review and study in the classroom by 
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indirectly making study group. In fact, it can also be learned in various subjects regardless of the age and subjects. Game 

board also can improve the level of student knowledge and level-up student soft skill in classroom and also improve self-

confident. The game board also can improve their learning teaching process providing quality education of special 

program courses to the disability person to market themselves in accordance with the current needs of the industry. 

Finally, these innovative products can also open space and improve product quality while promoting the production of 

innovative products in the industry. Polytechnics should provide internet facilities in every class to facilitate learning and 

teaching processes running smoothly while using game board. 
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