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ABSTRACT 

 
Nowadays, teaching becomes a big challenge when facing a revolution of education 4.0 to 5.0. This research conducted 

on the subject VCS 105 (An appreciation of art and design history), a compulsory subject for the first semester 

Diploma of Creative art. When the pandemic Covid-19 hit the world, the teaching and learning also changed drastically 

from traditional method to Online based education. The biggest problem in teaching and learning in the new norm is 

to attract attention from students along with the rapid development of technology. Secondly is less feedback and 

responds from students. Thirdly, this subject requires deeply understanding, memorize history, facts, and characters 

of art globally throughout the ages. The revolution of the culture of learning and thinking is not just from the cultural 

and societal point of view, but also having a revolution on the culture of study in class from the conventional lecture-

based method. Gamification proposed as an effective approach to gain a short-term attention span among students. 

The researcher used the Quiz Whizzer online application as a main pillar in this study. Quiz Whizzer is website-based 

applications as an online educational game that provide easy means in the learning process. Furthermore, Quiz 

Whizzer is a game-based learning platform, used as educational technology in educational institutions. The focus of 

this activity is the use in making interactive games, developing the social skills, and relationships among group 

members. This gamification creatively combines the technology of QR code and after that creating origami techniques 

to produce a paper airplane as a creative craft. At the same time students use their basic theory of principle and element 

of art into a product design skill and psychomotor. An indicator of success is obtained when more than 85% of 

participants can answer the question correctly. Then, the fastest group who can create an airplane craft reach the 

destination (planet earth) counted as the winner. Overall, the idea to combine Quiz whizzer with origami technique is 

a great tool for lecturer and students for three reasons which are easily differentiate reviews for your students, 

incorporate collaboration and teamwork into your classes and students can apply their knowledge into skills and 

practice.  
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INTRODUCTION  

 
Gamification 

 

Nowadays, teaching the history of art and design subjects have become more challenging in line with the 

rapid revolution of technologies. According to Boudadi and Gutierrez-Colon (2020), stated that nowadays 

educators are educating a generation of students who have more access to technology, media, information, 

and communication than any previous generation. According to Deterding et al. (2011), gamification has 

applied to be a new method in the history of education. It has started to be used in multidiscipline to enhance 

and encourage students more interested in learning process. When pandemic Covid 19 hit the world, the 

pedagogy and approach in education are drastically changed due to effect of global health issue. Teaching 

and learning are totally based on an online basis and facing a severe problem which is students have a short-

term attention span, minimal feedback and this theory subject has too many facts and terms to study. 

Gamification in teaching and learning is one of new approach in art and design subject to help students to 

remember the history of art in general. According to Neil A. Bradbury (2016), the implementation of 

multiple approaches should apply not only to remember material but also to have deep understanding of 

physiological and mechanism and able to utilize such knowledge in various applications.  

According to Furdu, Tomozei and Kose (2017), Gamification appears to be a new approach that 

has started to be used in a variety of disciplines to enhance and motivate learning, it incorporates fun into 

learning activities. Gamification is easy to implement as it only focusses on specific goals must be achieved 

in specific area. It does not require students to have toys or any specific electronic devices. Moreover, it 

also not replaces the learning process itself, but in turn it helps to make learning a more collaborative 

activity. Gamification enhances motivation and engages learners cognitively and behaviorally and 

emotionally which will facilitate the learning process of students. Çeker and Ozdami (2017) believed that 

through gamification in learning, student could understand the knowledge in different perspective and more 

creative. Treiblmaier and Putz (2020), stated that gamification works as an important element for the impact 

of basic motivation for learning as it helps learners to feel pleasured, be friendly and imaginative, and self-

actualized. Gamification basically motivating students because of decision making processes involved in 

learning; fun because goals allow student to see the direct impact of their efforts by instant feedback offered; 

authentic because fantasy provides a compelling background that allows students to experiment with skills 

without suffering the consequences of failure in real life.  

On the other hand, gamification can increase their social value as they must cooperate with their 

group members. Najjar and Salhab (2022), believed that gamification influences motivation positively by 

offering competition, challenge, and socialization elements. Additionally, gamifications have high positive 

impact to students. Based on several studies from (Zainuddin et al., 2020; Amado, & Roleda, 2019) 

supported this position that gamification increases student engagement and has positive effects on students’ 

behavioral, emotional, and cognitive engagement by the features it offers like: persistence, time-on-task, 

flow, immersion, and commitment. Moreover, according to Carlson et al. (2017), by adding fun to game 

activities, this help to motivate players and increase interaction, which leads to positive behavioral 

outcomes by practicing real life situations and challenges.So,  this innovation of gamifications was created 

based on the problem statement and hopefully can achieve the focus to creating an interesting class, easier 

to understand the topic and increasing the involvement and relationships among group members. 

 

Quiz whizzer 

 

Quiz whizzer is a game based that can boost student engagement with real-time, classroom quiz racing. 

Quiz Whizzer makes it easy to get students excited about formative assessment, questions, and can be used 

to revise topics for every lesson. The Quiz Whizzer game is divided into 2 options which are live race or 

homework based. Live race is the most intuitive format, where the first player to get to the finish (last space) 

wins. For this gamification innovation, researchers make 5 groups in a class and all group players must 

reach planet earth from the sun. For this style to work well, conductors must make sure all students have 

https://quizlet.com/
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good internet coverage before starting the game on the game board. This Live race mode can run up to 30 

students suitable for one class session. Homework mode is more focused on the question and less focused 

on the race. The player's progress will appear through all questions, so in this homework mode it's more 

suitable to revise topics for the final exam or assessment. This means when the player reaches the finish 

(last space on planet earth), they might have questions remaining in which case they continue through them. 

The result of this is that the first player (individually) to finish might not be the winner because rather than 

choosing based on who got there first, it selects the winner based on the highest score on that space. 

 

QR Code 

 

According to Collins English Dictionary Online in British English (2022), QR Code is a type of barcode 

that can be read both horizontally and vertically, allowing large amounts of information to be encoded in 

it. The question provided at Quiz whizzer; students are required to find the hidden QR code around the 

classroom. Figure 1 below, is the sample of QR Code that has been used in this gamification innovation. 

 

 
 

Figure 1: QR Code 

 

Origami 

 

According to Cambridge Online Dictionary (2022), Origami is the art of making objects for decoration by 

folding sheets of paper into shapes. Origami is an ancient Japanese art that still widely practiced. The 

Subject elementary of Creative Art for Diploma first semester is one of compulsory subjects where students 

need to deeply understand the differences of principles and the elements of art and design. From this basic 

knowledge it leads to student's creativity to create meaningful artwork in future. Furthermore, this subject 

has too many facts, artist’s name, and history of art that they must study. So, Origami is the best way to 

apply the knowledge into skill in a way to understand the subject. By creating Origami of paper airplanes 

as shown at figure 2 below, students are actively involved in class and most importantly they enjoy creating 

origami as if they are brought to their childhood games. 

 

 

 

 

 

 

 

 

 

https://www.collinsdictionary.com/dictionary/english/bar
https://www.collinsdictionary.com/dictionary/english/read
https://www.collinsdictionary.com/dictionary/english/allow
https://www.collinsdictionary.com/dictionary/english/amount
https://www.collinsdictionary.com/dictionary/english/information
https://www.collinsdictionary.com/dictionary/english/encode
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Figure 2. Origami of paper airplane guideline 

 

 

METHODS  

 
There are a lot of free and interesting online games that normally used in online education namely Quizziz, 

kahoot! Quizlet, Quizz whizzer and others. The implementation of games makes students eager to learn and 

encourage them to study more deeper in every topic. This gamification is unique and difference from the 

existing online game-based Quizz whizzer. The QR Code approach applied as a new technology application 

combine with the Origami technique, where the students are required to create a creative origami of paper 

airplane. In addition, the process of creating origami (paper airplanes) will create the skill and psychomotor 

of students, from the basic theories of art, and finally they will enjoy the racing game through the 

question.The gamification approach on this subject has been conducted and implemented on Diploma of 

Fine art students, Colej of Creative Art, Universiti Teknologi Mara,Perak Branch,Kampus Seri Iskandar 

Perak. The execution of this gamification only for one group of students to investigate the effectiveness of 

this research in class. So, as an educator we can help our students in many ways to make students success 

at theories and social skill. The main goals to this creative innovation in teaching and learning is to provide 

easy means in learning history of art and its appreciation. Besides that, gamification method is more 

interesting to attract attention from students along with the rapid development of technology. A suitable 

gamification software and using strategy, students can become more active and participating for challenging 

complex and difficult tasks. (Ceker & Ozdamli, 2017, p.226). A quantitative approach through a and report 
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from the game was used in collecting the data to investigate effectiveness of games in subject. The topic 

includes the understanding of principle and element of art and design and the method how to appreciate art 

appropriately. 

 

 

RESULTS AND DISCUSSION  
 
Result from Quiz whizzer report 

 

The result from the Quizwhizzer question, it shows that every group can answer the following question 

very well. The maximum number of incorrect answers are 5 questions out of 16 questions. Team 01and 

team 02 successfully got the highest score which were 13 correct answers and 3 incorrect answers. While 

team 03 and team 04 answered 11 correctly, and 5 incorrect answers. Finally group 05 can answer 12 correct 

answers and 4 incorrect answers. Based on the statistics of the result, it can be concluded that all teams 

successfully understand the topics of the principle and the elements of art and design as a one of the 

challenging topics from the subject art and design appreciation. The understanding and achievement of the 

subject through this gamification can clearly be shown in the figure 03 below. 

 

 
Figure 3: Result and analysis of question from Quizwhizzer 

 

Result of the race overall  

 

 
Figure 4: Result of the Race Game 
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Figure 4 shows the result of the race game overall of the teams. There are three criteria of winner for this 

race: firstly, are the highest score of the correct answer, secondly the fastest group who can find the QR 

code and lastly successfully create the paper airplane image appears at QR code as mentioned at figure 01 

above. The winner is team 1 (‘Yehyeahh’), second is team 2 (Khadra), Third is Team 3 (Haliqi as a Leader) 

and then followed by team 4 and team 5 which were led by Rainz and Nurain. 

 

Analysis of the toughest question 

 

 
 

Figure 5: The toughest question on the Race Game 
 

 
 

Figure 06: Result of the toughest question on the race game. 

 

Figure 5 and 6 above is the analysis of the toughest question from the Quizwhizzer question. From the result 

it can conclude that all groups could not answer question number 01. The question is regarding the flow of 

the art and design appreciation. 3 groups chose art history as the first level of appreciation while another 

group chose art criticism as the first flow to appreciate an artwork in art and design. Based on the result 
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above, the lecture would be easier to find out the weakness and level of their understanding of the certain 

topic. On the other hand, to achieve the objective of the subject successfully, the lecture should be more 

focused on the toughest topic so that students can understand how to appreciate art properly. 

 

Sample of picture in Classroom during gamification 

 

 

                    

 

 

 

 

 

 

 

 

 

 

                  
Figure 7: Discussion in group                              Figure 8: Discussion in group  

  
Figure 7 and 8 shows that the students are discussing with each other in a group. The question on the Quiz 

whizzer have required them to communicate to each other in other to build and improve their social and 

communication skill among the students. So, this race game purposely created not only to gain knowledge 

of appreciating artwork but also to appreciate the relationship between them. Figure 9 below is the real 

situation where the team members working together finding the QR code pasted in some hidden place in 

the classroom only as mentioned at question 11 as mentioned at figure 12 below. The most challenging part 

from this racing game is to find the hidden QR Code. The students compete to be able to find the QR code, 

and each group is required to find a different QR code. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

               

 

 

 
Figure 9: Finding Hidden QR Code 
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Sample of Race game question 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
      Figure 10: Sample of question 1-5                        Figure 11: sample of question 6-10  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

                                                                             
Figure 12: Sample of question 11-16 
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Figures 10,11and 12 are samples of questions that were created at Quiz whizzer. Each groups needs to 

answer the questions in the sequence shown at Figure 13. The first question starts at the planet Sun until 

they arrive at the planet earth at the question 15. 

 

 
 

Figure 13: Game board 

 
Students feedback 

 

 
 

Figure 14: Feedback from students 

 
Figure 14 clearly shows that majority of the students are happy and enjoy the race game applied on subject 

of art and design appreciation. There are 14 students in total for department of Fine Art Diploma 2022 have 

been involved on this gamification innovation in teaching and learning. Based on the data, it appears that 

most of the students would like more games but there is only one student mentioned that this game is not 

fun due to the slow internet network access. 

  

 

CONCLUSION 

 
In conclusion, this racing game was successfully applied, and the students gave a very positive response. 

The combination of online learning through Quiz whizzer with QR code and Origami are the perfect game 

based for this subject. From this innovation the teaching and learning process become one of their favourite 

subjects because they not only learn, but they also play games, build their relationship through a good 

13

14

1

happy request more fair
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cooperation with each other and finally they can apply the knowledge into social skill. The appropriate 

teaching method will lead to appropriate learning and become an interactive classroom. Based on the result 

and the feedback from this research, gamification is a suitable and effective method in online learning 

especially in subject art and design appreciation. Its mechanisms and approach can be applied in other 

theory subject as one of an interactive teaching and learning in a way to increase students attention span. 
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